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How TO USE THIS PAMPHIE"F

The secret to successfully earning a merit badge\s for you td use both
the pamphlet and the suggestions of your counselor.

Your counselor can be as important lo you as a coach is to an athlete.
Use all of the resources your counselor can make available to you.
This may be the best chance you will have to learn about this particular
subject. Make it count.

Ifyou oryourcounselor feels I.batany information in thispamphlet is
incorrect, please letus know. Please state your source of information.

Merit badge pamph lets are reprinted annually and requirements
updated regularly. Your suggestions for improvement are welcome.
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Discuss with your merit badge co u nselo r the his tory of
the game of chess. Explain why it is cons ide red a game
of p lanning and strategy.

Disc uss with you r merit badge counse lo r the foUowing:

a.  The benefits of playing chess, i nclud ing deve lopi ng
criLical th ink ing skills, concen tration skills, and
decisio n-mak ing skills. and how these sk ills can
help you in other areas of yo u r life

b. Sportsmanship and chess etiquette

Demonstrate to your counse lor that you know each of the
following. Then, using Scouting's Teaching EDGE, teach the
follow ing to a Scout who does not kn ow how w play chess:

The name of each chess piece
b. How to set up achessboard

c.  How eacll chess piece moves, includ ing castling and
en passant captures

Do the following:

a. Demonstrate scorekeeping using the alge braic system
of chess notation.

b. Discuss the differences between the opening, the mid-
d le game, and Lheendgame.

c.  Explain fou r opening princ ip les .
d.  Explain the four rules for castling.

e. On a chessboard, demons tra te a "scholar's mate" and
a "fool's mate ."

f.  Demonstrate on a chessboard four ways a chess game
can end in a draw.

BANG/Bra inerd, MN
8-2011/062144

5. Do the following:

a.

Explain four of the fo llow ing ele ments of chess strategy:
explo iling weaknesses, force, king safety, pawn str ucture,
space, tempo, lime.

Explain any [jve of Lheseclless tactics: clearancesacrifice,
decoy, discovered attack, double attack, fork, in terpos ing,
overloading, overprotecting, pin, remove the defender,
skewer, zw ischenzug.

Set up a chessboard with the white king on e7, the
white rooks on al and h1, and the black king on e5.
With White to move first, demonstrate how 10 force
check ma te on Lbe black king .

Set up and solve five direct-mate problems provided by
your meri t badge counselor.

6. Do ONE of the following:

a.

Play at lea st three games of chess with OUler Scouts
and/or your merit badge counselor. Rep lay the games
from your score sheets and dis cuss with your counse lor
how you mig ht have played each game diffe rently.

Play in a scholastic (youth) chess tom 11lament a nd use
your score shee ts from th,1t to urnamen t to replay your
ga mes wtth yo ur merit badge coun se lor. Discuss with
yo ur counse lor how you migh t have played each
game differently.

Organize and run a chess to urnamen t with at leas t
four players, plus yo u. Have each competitor play al
least two games.
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What Is Chess?

Chess is among the oldest board games in Ule world, and it —
ranks among the mos t popular games ever created. Chess is

played wor ldwide- even over the Inte rne t. Players meet fo r fun Chess is a game
and in compet ition, everyw here from kitchen tables and park of skill. It has
benches to fo rma | interna tional tourn amen ts. Chess clubs meet

at yo uth clubs , se nior centers, schools, and u nive rsities. almost no element
g Though the game pieces move in specific ways, and it is of chance .

01 di(ficult to learn the basic moves and the rules of the game,
chess players find new and interesting moves each time they
play. Each game unfolds d iffere ntly, challenging players in
un expected ways. To p lay chess well req uires deep concentration
and mental alertness.

What's It Like?

Chess is j; game for two players.
To some, chess rese mb les a
military battle, w ith eac h plilyer
having an army of pie ces. The
game is also si m ilar to checkers
and even American foo tball. In
football, each side has 11 players
on the fie 1d. In chess. each player
has 16 " team memb ers," called
"pieces." You are the coach, or
leader, in charge of your team.
The pieces line up simil ar
to footba 1l players, eac h side
staning play with two rows
of players. T he pieces in front
resemb le the linemen, and the
pieces in the back row are much
like Ule backfield, as in the figure

shown here, right. CHESS 7
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Chess and Your Brain

Chess helps to develop many different mental abilities
that are useful life lo ng.

| * Abstract reasoning-reaching conclusions from
previous knowledge

e Analysis-breaking something down into

T ¥ smaller things to solve
Lo R
_X\ » Conce ntrat io n- the ability to direct your
<} attention to one thing
RN

Creat ivity - the ability to think of
something and bring it to reality
e Critical thinking-applying logic

and careful reasoning

« Eva luation - dete rm ining the
worth of something

» Pattern recognition-recognizing
something that you have previ-
ously seen and know ing what to
do in thatsituation

¢ Problem solving-recognizing a
problem and coming up with a
workable solution

e Strategic planning - dec iding what is to
be done with the resources available

* Synthesis-combining previous knowl-
edge to help out in a currentsituation.

SN

Playing chess is good for your brain!

l 8 CHESS

One goal in football is to tackle or "sack" the qu, Irterback.
In chess, each side has a king instead of a quarterback. A chess
player wants totrap (or lure} his opponent's king. And rather than
tackle the king, the chess player wants to tmp his opponent's king.
A king Lhat is cornered, to be trapped on the next move, is said to
be checkmated. When a king cannot move to safety and could be
taken on the next move, the game has ended.

In chess, you can make an almosL endless variety of plays
as you and your opponent Lake turns 1lnlil Lhe opposing ki ng
is trapped by the wiruler. Some plays- in chess, they are called
"mov es"- are for offense, while others are for defense: They are
designed to protect your team, or army of pieces, from being
captured (or taken).

As you learn and become increasingly skillfulat chess, you
will learn good plays and 110w to avoid many of lhe bad ones.
A major goal of the game is to know how to make better moves
than your opponent ,md to learn from yo u r mistakes as yom
oppone nts learn from theirs and from yo urs.

When you lea rn from your m ist a kes, you are
synthesizing information.

Easy to Learn, Hard to Master

It is often said that chess is easy to learn, but it takes a Li(etime
to master. As a begin ning chess player, you can expect to lose
games. It is best to play wilh those at the same level of ski Il so
you can learn together. Playing advanced players too soon can
be discouraging. Playing regular ly, however, will help you gain
the confidence to play in creasingly better players.

When you are ready , play more advanced players than
yourse If, to learn how they wi n. The better the players
you play, the better you will become.

Even Lhe best players get better with practice-and by
losing many games. But there will always be those, as in
other games and sports, who have a natural gift or talent. Just
remember that you have your special talents , too.

WIIAT IS CIIESS?

Terms set in
italics, like tra p,
can be found in
the glossa ry at
the back of
this pamph let

CHESS
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Learn to apprec iate all of your exper ie nces, and what you
get from the game. In several specific ways, cbess helps you
think better.

Playing chess builds concentration skills. You must focus
on your moves and your opponent's moves to avoid making
ma jor mistakes.
Chess builds critical thinking and problem-solving skills.
Every game will require you to decide whe ther certa in moves
will be better for your position, or not better, or actually worse.
Some moves are riskier th a n o thers. A wrong move may cost
you one of your pieces, or even the game. You m ust analyze or
compare Ule risks and ma ke Ule best decision you can.

You may have Lo use your creativity and try somet hing
that you think might work, perhaps a p lay you have never trie d
before. You may have not ice d how football playe rs change their
formations to su rprise the other tea m or to ant icipate wha t may
happen. Coming u p with a surprise pla y or forma tion (abstract
thinking ) may cause yo u a nd your opponen t to think beyo nd
what you would normally do.

Every player makes good moves and poor moves,
winning moves and losing moves.

More Than a Game

Playing c hess is not just about winn ing or lea rni ng the best plays.
The game teaches its players many things about themselves
and others.

Asi de from socia 1 s kills, wh ic h you sharpen as you interact
with other players, chess wiU test you r thinking . The fir s t test of
your thi nking will be your attitude toward yourself, your oppo-
nent, and th e game . Sometimes you may play under pressure,
and the end of @ hard-fought chess game will test your attitude
about w inning and losi ng. Keep a pos itive attitude- just have
fun. Accept your wins modesUy, and lea rn from your losses with
grace and a smile.

I 10 CHESS CHESS
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You will leam to recognize many patterns of offense and
defense, jus t as a footbaU q uarterback does. By looking at your
opponent's chess pieces during the game, you will learn, over
time, to recognize good positions and poor ones. A good quarter-
back can often tell if a play will succeed just by the way the
defensive players are positioned. Chess players, like quar terba cks,
must be good at pattern recognition. They must notice how
the opponent is lined up for each play and spot possible threats-
or weaknesses.
Football players meet with their coaches to plan what
plays they will use in a ga me . This is strategic pla n-
ning and it is done not only by football players, but also
by chess players, police officers, firefighters, military
personnel, and anyone else who must plan how to
accomplish a goal. It takes strategic planning to catch a
criminal, douse a fire, surround the enemy-or capture
the king in a game of chess.

In chess, you need to be able to carefully observe your
position, your opponent's positi on, the pieces you want to
move, and Lhe locations whe re you want to move Lhem.

Analysis is the process of bringing together all the facts,
planning for the risks, and predicting the consequences

18
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of yo ur position and your move , to reach a decision . Many chess pla yers like to _I." i %Hw\ w%m? -
record their moves so they can g
Being good at anything requires com m it me nt, analyze and eval ua te tllem. For T N el
hard work, st udy , ho nesty , respect for othe rs , a most to urnaments, a playe r is : fP.t. o 1. :
desire to learn and im prove - a nd the courage to required to record his moves . An "‘;:: g e R ~ .
make mistakes and learn from the m. Chess helps evaluation of the consequences v d3 2 lét, I:' "
us learn the consequences of our dec is io ns , good of a specific move or play helps ,'B"H,r If_D"J_ 5 !
and bad, whether we win or lose . a chess playe rremember ' N}; » "
the good plays and avoid ' Gda e_t .

repeating tlle er rors.

L]
[]
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The History of Chess

Chess originated in India around 5 o, 600. The early game was
called "Chaturanga"-a nam e that also applied to the Indian
armies of that time . Chatw-anga meant "four-limbed" and referred
lo the four parts of th e ,Irmy: char io ts, cavalry, e lephants, and
infantry. The gam e had four corresponding pieces- chariots,
horses, elephants, and foot soldiers- as well as pieces representing
a ruler and 11is minis ter.

Those six kinds of early game pieces evolved into the six
kinds of pieces found in modem chess.

* The chariot (like chariots of war, which moved swiftly but
needed clear paths) became Ule rook (which moves any
nWTiber of vacant sq uares vertically or horizontally).

e The ho rse (which could leap obstacles and tum quickly)
became the knight (which moves in an L shape with two
steps in one direction , a rig ht-angle tu rn, and one step in Ule
new direction). The knight cannot be blocked by other pieces.
Like the horse, it leaps over them.

For details and
illustrations of
how the pieces
move in the
modem game of
chess, see "How
to Play Chess " in
this pamphlet.

CHESS 15
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= The elephant (wbjch was lim ited to moving two squares
diagonall y, not horizon tal ly or ver tically) became the bishop
(whic h can move any number of vacant squares in any diagonal
direction), always staying on the sa me color.

= The foot soldier (like the infantry in warfare, never retreating
from the enemy) became the pawn (which can move forward,
never backward).

* The minis ter (which could move on ly one square diagonally)
became Lhe q ueen (which can move any number of vacant
squares diagon ally, horizontally, or vertically).

= The ruler piece became th e king, the most important piece in

the game.

Chatur anga spread from India to Persia and the Midd le
East, and from there into Europe during medieval rimes. Though
the na mes of the pieces changed to fit the differe nt languages as
the game moved westward
and became what we call
"chess," the rules of the
game chan ged vely litt le.
In Ewupe by a. 0. 1000,
chess became popu lar
among knights and nob les.
The Spanish brough t ¢ hess
to the New World at least
as early as 1533.

In 1497, a Spaniard
named Luis Ramirez de
Lucena wrote Repeticién
de Amores y Arte de
Ajedrez con ci luegos
de Partido. Today, it is
the oldest-known book
about chess.

TH HISTORY Of CHESS

In the United
St ates, the first

I chess champion-
ship match was
held in 1845. The

first international

chess tournament
was held in
"j’ London in 1851.
This painting (circa 1865) by Edward Harrison May depicts
Lady Howe as she checkmates Benjamin Franklin. —

By lhe 1 730s, Benjamin Fra n kl in was playing chess. He was
among the earliest players in the colonies tJlat would become
tbe United States. Franklin was able to use his know ledge of
chess 10 help his diplo matic eITo rts in Engl and. In 1786 , he
publis hed a famous essay, "The Morals of Chess," which argued
that chess has important educational benefits.

"The Game of Chess is not merely an idle amusement; several very
valuable qualities of the mind, useful in the course of human life, are to
be acquired and strengthened by it.... "

-from "The Morals of Chess" (1750), by Benjamin Franklin

By the 1840s, chess players were ho lding large national n
gatherings in Yorkshi re, England, and in Ke ntucky . Modern TS )
chess tournaments grew out of these early events , and national | —J
chess organizations formed . with England and the United States "ﬁn‘g‘."
leading the way. State chess organizations arose in the 188 0s. GENS l}l\;A'Sl'J‘MBS

[n 1924, the world chess organization called FIDE (Federation
Inte rnationale des Echecs) was formed.

The U.S. Chess Federation, which began in 1939,
has worked to attract young players. The American C U S C F
organization also popularized the "Swiss system"
tournamen t, a forniat IJlat aJlows large number., of players

to compete over a short period of time , such as a weekend.
(See "Chess Tournaments" laterin lhis pamphlet.)

CHESS 17
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Great American Chess Champions

The United States has had three world champions . Paul Morphy of New
Orleans was widely regarded as world champion by 1858. Although he
never used the title, Morphy is still considered one of the most brilliant
players in history. He retired undefeated. Wilhelm (William) Steinitz, the
first officially recognized world champion , became a U.S. citizen in 1888,
while still holding the title.

One of the most dominant world champions in history was Bobby
Fischer (19 43-2008 ). a native of Chicago. Fischer learned chess as a small
child. By age 14, he was U.S. champion . He played in and won eight U.S.
cham pionship tournaments . He then defeated two past world champions
to win the world title in 1972. Although he played little public chess after
that, Fischer remains a legend . His games are models of deep strategy and
planning that still fascinate players.
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This is Bobby Fischer's notation from a game against Argentinian Miguel Najdorf
during the 1970 Chess Olympiad in Siegen, Germany.
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Original Staunton chess pieces: pawn, rook, knight, bishop, queen, and king

The Staunton Standard

During its early years, the game of chess was played with pieces of no
particular style or standard. By the late 18th and early 19th centuries, as the
popularity of chess rose tremendously, players began to see the need for
standardization in the design of chess pieces.They realized an opponent
who could more readily identify the pieces would have an unfair advan -
tage-the opponent would not be so preoccupied with confusing the pieces
while trying to analyze a strategy.

One proponent of the standardi zation was chess master Howard
Staunton, who lent his name to the Staunton design. While the set
was not designed by him, he enthusiastically promoted the pieces as
well-balanced , w ell-proportioned, and easy to identify.

To this day, the Staunton design is required for international chess
events. At smaller events, the tournament director may permit the use
of non-Staunton sets, but only if both players consent.

CHESS 19
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How to Play Chess

To play chess, you must first know the names of the pieces, how
to set up a chessboard, and how to move the pieces.

The Pieces. At the start of the game, each player has 16 pieces:
a king, a queen. two bis hops, two knights, two rooks, and eighc
pawns. One player (called White, for short) plays with Ule while
pieces; the OUle r p la yer (called Black) plays wiUl the black pieces.

The Chessboard. The chessboard- a checkered game board
with eight rows and eig h t columns - is positioned wiUl a while
square in each player's lower-right corner. (Remember " wh ite
to right.") At the start of Ule game, each player has these pieces
set up in this order: rook, knight, bishop, queen , king, bis ho p,
knighl, rook. Eight pawns line up on each player 's seco nd row.

Figure 1. Starting positions for the chess pieces

Note that the
queens start on
squares of their
own color-the
white queen on a
white square; the
black queen on

a blac k square.

S ee figure 1.

CHESS 21




In casual games,

players generally
decide who will
playwiththe white
pieces (and get to
gofirst) byflipping
acoinorbyhaving
one player guess
the color of the
hidden pawninthe
other player'shand.

22  CHESs

The M oves. Players take tu rns. White (the player with the

wh ite pieces) always moves firs t, by moving one piece to a
different square, following lhe rules of movement /or that piece.
By moving a piece to a square that contains a piece belonging
to the opponent, a playe r capt ures (takes) that piece. The oppo-
nent's piece is then removed from the board. and it is out of
play for th.e rest of the game.

Scouting's Teaching EDGE

For requirement 3, you will need to teach someone else
how to play chess. As you teach, keep in mind what you
have learned and what has been helpful to you. When
you are ready, use theTeaching EDGE as your guide:

+ Explain how it is done.
+ Demonstrate the steps.
» Guide learners as they practice.

+ Enable them to succeed on their own.

The essential thing that makes chess a fascinating game
is the existence of several kinds of pieces that have
different moves.

The Rules of Movement

Here are the rules for how lhe va rio us
chess pieces move.

oSS oA B g oy ey
vertically. The rook may not jump over

OU ler pieces. If Ulerook's palh is blocked
by a piece of the same color, it must sto p.

If it comes up to an opposing piece it must
stop, or it may capture the enemy piece (]
and occupy that square. (This rule- "st op

or capture"-applies to every piece except -
for the knight.) -

The knight moves two squares
horizontally or vertically, then one square
at a right angle, forming an " L." It must
land on a square that is a different color
from the one on which it started its move.
The knight is the only piece that may
jump over another piece (of either color).
Jumping anoU ler piece does not affect
the jumped piece. A knight captures illl
opponent's piece by lill1ding on the square
which contains that piece.

The bishop moves any number of
vacant squares in a straight diagonal line.
Al the beginning of the game, each player
has a bishop on a wh ite square and one
on a dark square. The bishops remain on
their respective colored diagonals for the
entire game.

Elmiinn B Uasss dha cnals sanuac

Figure 2. How the rook moves

Eimnra 2 Houw tha kninht mouves
Figure 3. How the knight moves

i:-igure 4 How the bishop moves

cHEss 23
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Figure 5. How the queen moves

Figure 7. The two white pawns may
legally move to the squares mall<ed
"x" in front of them. In addition, the
pawn on square c5 can also ,capture
either of the black rooks on b6 and d6.

24 CHESS

The queen has the combined
moves of the rook and the bishop. The
queen may move any number of vacant
sq uares in any straight li ne- ho rizontal,
vertical, or diagonal.

The king moves o ne square in any
directio n- horizomally, venically, or
diagonally-and only if the square it
is moving to is not under attack by an
opposing piece or occupied by a piece of
the same color as the king. The king may
capture a piece of the opposite color if the
captured piece is unprotected, even if the
enemy piece is threatening the king (it
bas the king "in check," as described on
page 27). One special type of move, called
castling, is made by a king and a rook
simultaneous ly (see page 26).

On its first move, a pawn may move
one or two squares straight forward. After
its first move, a pawn moves only one
square ata Lime, straight forward, and only
if the square in front of it isunoccupied.
To capture an opponent's piece, however,
a pawn moves one square diagonally for-
ward. A pawn may capture any opposing
piece or pawn that is diagona lly in front
of it, and as it makes the captu re it moves
into the column (file) next to the one it
had been on and occupies the square of
the captured piece. Because of the way
a pawn captures ("on the diagonal"),
any piece or pawn that is on the square
immed iately in front of a pawn is safe
trom capture by that pawn .

A special rule for pawns is called en passant (in pass-
ing). When a pawn chooses to move two squares on its
first move {from the second rank to the fourth rank) and
there is an enemy pawn on an adjacent square on the
fourth rank, then this adjacent enemy pawn (only on its
next move) may move diagonally to capture the pawn
as though it had moved only one square .

In the left panel of this diagram, you see the initial
squares the pawns occupy. Notice that the white "W’
pawn is moving from a2 to a4, landing next to the black
pawn on b4. The black pawn (center panel) can then
capture the pawn on a4 by moving his pawn to a3 and
taking the white pawn on a4 off the board .This leaves
the board looking like the diagram on the right panel
after black has completed his m ove.

Figure 8. An en passant capture

CHESS
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A player who s uccee d s in mov ing a paw n to the last ran k of
the board can promote tllat paw n by replac ing it with a q ueen ,
rook, kn ig 11t, or bis hop (of the sa me colo r). Usually, players will
promo te tlle paw n to the most powerful chess p iec e- a q ueen -
but replaci ng Lhe pawn wi th Lile ol1 ler types of pieces Is a llowed.
This makes iL possible for a playe r to have two or more q uee ns
on the board at the same time.

In castling, which each player can do only once in a game, the king
and rook move simultaneously, with the king moving two squares
toward the rook, and the rook moving over the king to the next square.
Cast ling is allowed if

1. Neither the king nor the rook have yet moved in the ga me.

2. All squares between the king and the rook are empty.

3. The king is not in check (under attack by an opponent's piece or pawn)
at the time of cast ling .

4. The king does not move over or to a square tha t is under attack by an
enemy piece during the castl ing move.That is, there may not be an
enemy piece that can move to any square which the king moves over,
and you may not end the castling move with the king in chec k.

Figure 9. King and rook Figure 10. King and rook
castled kingside castled queenside
26 CHESS
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Check and Checkmate

Wh en a playe rmovesa p.iece into a position that attacks t.h(? The object of the
o pponen L's king, it is p olit e to sa y, "C heck"; howeve r, itisnot )
req uir ed. Wh en a king is in check (th rea te ned with captme), game is to trap-

one of three thi ngs m us t happ e n. If none of these th in gs is pos-
sible, then the king is ¢ heckmate d and th e game is over.

checkmate- the
. opponent's king.
I. The king must move out of check (move to a safe square) .

Th i
2. The enemy piece th at has th e king in check can becaptured. ecasUingmove

3. A piece can be moved between the king an d the helps to protec t

auacking piece. the king by
getting it away
from the center
of the board and
into a pos ition
w here it can

be defended.

Figure 11.The black king is checkmated by the white rook and
white king.
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Openings

After learning how to set up and move the pieces, next learn
how tobegLn the game. The first several moves by both players
form the opening. 11 most chess games, Uleopening is the fi,rs
four to 10 moves. Some sequences of opening moves are well-
established and well-known, with the same pieces being moved
to the same squares in the same order each time that particular
opening is played.

No one opening is best. If one were better than all the
others, then everybody would use that opening sequence,and
Uleplayer with the white pieces would willevery game. That
does not happen.

To find an opening you are comfortable with, a beginning
player should experiment with moving pieces at the start of the
game in any order you want (as long as you do not violate the
"opening principles" discussed later in this chapter).

= OI' ENsNGS

Many openings,
such as
Anderssen's
Op ening or the
Evans Gambit,
are named after
the first notable
chess player to
succeed with

a pa rticula r
combination of
moves at the
beginning of

a game .

Do not move your pieces haphazardly in the opening . Concentrate .
Pay attention to what your opponent is doing and react to those moves,

or you could suffer a quick defeat.
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Chess Notation In chess notation, the pieces are abbreviated as follow s: K (king), Q

1b understand about openings, you need to understand how (g ueen), R (rook) , B (bishop), and N (knight).The pawn may be abbreviated
chess players refer to the squares on a chessboa rd. P, but normally no abbreviation is used for the pawn, only the name of the
square where it lands. FOr more details about chess notation, see " Chess
Tournaments" in this pamphlet.

Opening Principles
When playing any o pening , pay atte ntion to these four principles:
deve lopmen t, conu-ol lhe celller, castling, and pawn structure.

Development mea ns gett ing pieces off their origina | sta rling
squares and moved to squa.res where they can be use[u I for attac
k and defense. Here are several do 's and don 'ts.

+ Do develop the minor pieces (knights and bishops) before the
major pieces (rooks and queen).

+ Do make a kn ig ht's first move toward the center of the board.
For 1.he white knight starting on gl , tJ1e best first move is
usua lly {3. (See figLLre 13.) For lhe white kn ig ht starting on
b I, the best first move is usua lly c3. For the black knights ,
the best squares are {6 and c6.

Figure 12.The letters a through h indicate the files.The numbers 1
to 8 indicate the ranks.

Figure 12 shows a chessboard as it should appear at the
beginning of a game. Notice the letters a throug h / along the
bottom of the board-they ind icate th e vertica | files (columns).
The numbers | Lo 8 on the left ind icate Lhe horizontal ranks
(rows). Each square on the board is identified by its file letter and
its rank numbe r. For examp le , the white rook in the lower -left
comer is on square al . The white queen (it is symbolized by the
crown with four points) is on dl. The black king is on eB.

T his system of giv ing every square on a chessboard a
letter- nu mbe r "name " makes it easy to record and descr ibe the
moves in a game of ¢ hess. Move the wh it e pawn on square e2
two squares forward, for example, and you see tha t it comes to
rest on squa re e4. The grid of letters and numbers Jets you know
exactly where the pieces are, and allows you to follow along as
they move.

Figure 13. For the white knight starting on g 1, the best first move
may be 3.
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The smart player
savestherooks
forlaterbecause
the rooks

are strongest
after several
pawns have

been captured.

Do make the bishops' first moves to squares whe re they are
attacking pieces on your opponent's side of the board and/or
they are protecting important squares on your side of the board.

Don't develo p a bishop on its first move to a square where it
blocks your d or e pawn fromadvancing.

Don 't move the knight to the edge of the board (h3 for the
gl knight ; a3 for t he bl knight; a6 for the b8 knig ht; or h6
for the g8 knig ht) on its first move, unless it is necessa ry to
defend against an opponent 's attack.

Don 't develop the queen eclrly in the game. It can make an
easy target for your opponent. Send Ule queen in once other
pieces are developed.

Don ' t move the a pawn or h pawn forward two squares to get
the rooks out early. Rooks are at Uleir weakest in Ule begin-
ning of the game, when most of the pawns are on the board.

Don't develop one piece and move it con tinuous ly. At the end
of their first five moves, advanced playe rs wiU us ually have
developed at least three pieces and will not have moved any
piece tw ice .

-y

[ -
N

7 Y
. } L

—

4 S
S s i

Do learn from your mistakes. If, after playing several games, you find that
moving one of your pieces to a specific square at the beginning is not good,
then either move that piece to a different square or move a different piece.
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Figure 14.The chessboard's
center squar.e s

Tiy to control the center. These squares are in the center of
the board: c3, ¢4, cS, ¢6; d3, d4. dS, d6; e3. e4, eS, e6; and {3, f4,
(5, (6. (See figure 14.) Controlling these squares wiUl your pieces
and pawns makes il more difficult for your opponent to attack you,
and easie r for you to attack your opponent. The "sweet center"-
squares d4, dS, e4, and e5-are Ule most important. Many games
are decided by which player controls ilie sweet center.

A player normally uses castling as soon as possible because
the king is safest when it is not in the center of Ule board. To
castle the king to ilie kingside, move the king two squares to the
righ t (el to gl, for Lhe white king) and the rook 10 the other side
(hl to fl). To castle to Ule que enside (less common than castling
on the kingside). move Ule king two squares to tbe left (el tocl)
and the rook to the otller side (al to di).

Because the pawns are the first line of defense , the position
of Ule pawns- pawn st ructure- can be crucial. Pawns are the
only pieces that cannot move backward. A player m us t be care-
ful to not advance a pawn too far forward, or enemy pieces may
get behind ilie pawn and more easily attack . The side pawns-
especially those immediately in front of ilie castled king- sho uld
not be moved forward unless iliere is a specific reason to do so.
Pawns are at their stronges t when side-by-side on the same rank.

Avoid trading off lots of pawns with your opponent.
Later in the gam e, you may want to get a pawn to the
opposite side of the board and promote it to another
piece, like a queen.

CHESS
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Quick Checkmates

It is possible to lose (or win) a game of chess in only two or
four moves. The most common types of quick checkmates
(wh ich often happen to beginners because they ignore the

"opening prillciples") are the fool's mate and the scholar's mate.

The fool's mate is a
two-move checkmate for
Black. A fool' s mate can
happen as follows. (Ln the
shaded boxes tb at appear
on the follow ing pages,
White's moves are listed on
t he left; Black' s moves are
on the right.)

Figure 15. Fool's M at e

|l Pawntg_e

|| Queen to h4f

Figure 15 shows the position after the second move for
Black. Note that While ignored the plinciples of (1) getting
pieces developed, and (2) not moving side pawns. These mis-
ta kes handed Black a quick victory. To avoid losing thi s way,
White shou 1d get pieces developed to control the cente r of the
board, and leave the side pawns in place to protect the flanks
(the sides of the formation).

ckmate,

"You must be a ble to handle a variety of move orders
during the first five or six moves - othe rwis e you'll find
yourself 'tricked' time and time aga in:®

- Chess Grandmaster Edmar Mednis

Figure 16. Scho lar 's Mate

The scholar's mate is a four-move checkmate for Wh ite.
usuaiy In tnis Oraer:

OI'EN INGS

fawn to e4 Pawntoe)

Figure 16 shows the checkma te afte r the fourth move for
While. Black cannot capture the queen, which is guarded by the
bishop on c4. (Lfthe black king were to capture the while queen,
the black kiug would move il1to check,which is an illegal mo ue.)

To de fe nd against Ule scholar's mate, Black may choose

from amo ng several effective third moves:

L_I_-.Emm.m_e.d.m

£ Qyeent9.11.2.] U nig!ltio £Gmma
i ig tit to 46, Pawn to g6, Queen
to ¢Z: or Queen to 6

All of these moves are agai.nsr the opening principles
discussed earlier in this chapter. Defending against an attack from
your opponent is more important, however, than blind.ly following
"princip les." A good playeralways pays attention lo the opponent's
moves and how the opponent may be preparingto attack.

CHESS
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Middle Games

After the opening comes th e middle game. Because openings
start from the original positions of the chess pieces on the
board, all the possible openings in chess have been discove red
and used countless times. The middle game, how ever, is mo re
complicated. Players face a vast number of options for how
to play, he Iped only by general guidelines for how to evaluate
positions and develop plans.

To develop winning plans in the middle game, it helps to
und erstand some concepts for selecting good moves and using
basic strategies and factics.

Chess Strategy

Straregy in a chess game means planning how to gain advantages
over your opponent. (This involves lots of analysis, abstract
reasoning, concentration, evaluation, pattern recognition, and
problem solving.) Seven common elements of stra te gy are
exploiting weakness, force, king safety, pawn structure, space,
tempo, and time.

Exploiting a weakness of an opponent requires careful analysis
of where all the pieces on the board are located. Is an opponent's
piece wlprotected? Is an opponent's piece protected by only

one piece, while you have two pieces attacking it? Is one piece
overloaded by protecting several pieces? Is the squar e next to
your opponent's king protected by only the opponent's king?

"In the opening a master should play like a book, in the
mid-game he should play like a mag icia n, in the ending
he s ho u 1d play like a machine:'

-Chess Grandmaster Rudolf Spielmann

CHESS
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Donot pass up an
opportunity towin
the game early.
Look for ways
tothreate nyour

opponent'sking.
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Force has two meanings in chess. The player who has more
pieces on the board has more force. When you have mo re pieces
than your opponent, you can simplify the game by making equal
trades that leave fewer pieces on the board. (In a trade, or an
ex.change, of ¢ hess pieces, the two players capture each other's
pieces, one after tlle other.) Force can also mean having more of
your pieces attacking an opponent's square than your opponent
has de fe nd ing tlrnt square .

King safety means putting your king in a safe place, and looking
for possib le threats to your king before making each move. The
safes t p lace for the king is in a castled positio n behind a wall o[
pawns . Do not move these pawns without a good reason , like
defen ding against a specific threat (or when there are fewer
pieces le ft on the board, which means the endgame-or last
phase of the game- is near).

Pawn structure- how the pawns a.re arranged on the board-
determ i nes wh ich squares can safely be occupie d by pieces and
where pieces can or cannot move quickly and salely. Looking at
the pawn structure is a good way to determine where effective
attacks can be made a nd whe re other attacks would easily be
shu t down.

Advancing the correct pawns can create more space, force
your oppo nen t's pieces to move, and create weaknesses in your
opponent's position. Defending against an advance of pawns
often means using your own pawns to create a pawn chain.
When three or more pawns form a diagonal line, with each one
protecied by a pawn behind it on an adjacent (neighboring) file,
they make a pawn chain. See figure 17.

Three or more pawns in a diagonal line,
wit h each one protected by a pawn behind
it on an ad jace nt file, form a pawn chain.

Figure 17.In thisillustration, White's pawns make
a pawn chain of passed pawns. Doubled pawns
(two or more pawns of the same color and on
the same file) canbe aweakness, such as Black's
pawns on g5 and g6. Remem ber:Pawns can only
move forward.

Space means tbat your pieces control more squares than your
opponent's pieces control. The more space you contro 1, the easie r
it is lo gel your pieces Into position for an effective atta ck. "11,e
player with Jess space can find it difficult to move pieces into

a position where they can defend against an attack or start

an attack.

Tempo refers to moves. If o ne player makes a move, forcing the
opponent lo react to that move, then the player is said to gain a

te mpo . Greater piece mobility (movability) givesyour pieces an
advamage in tem po. Maneuver your knights toward the center.
Pu t rooks and the queen on open fi les, put bishops on open
diagonals and, from lhe center, a Itack your opponent's posit ion ,

including the protected corner whe re the king is .

Time, in chess, has several meanings. Il can refer to tempo; to
time control [how much lime each player is aUowed for making
tlleir moves); and lo "lime trouble." Time trouble means that a
player has a lot less time rem aining in a game tllan tlle opponent
has. For examp le, White might have three minutes remaining
(from a to tal allowed time of 30 min utes) in which to make all
remaining moves, while Black has 12 min u tes left. There fore,
White could lose the game no matter how the white pieces are
positioned on tlle bo ard, un less White is able to checkmate Black
before time runs out.

IMIIDOLE GAM[S

The more time your

opp onent spends

defen ding against
your moves, the

less time your
opponent has to

attack you.

Time controls are used in tournaments to control the length of games.

See "ChessTournaments" in this pa m ph let.
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Chess Tactics

When you know how various tactics work, it becomes easier to
see situations where specific tactics will work. If you try to use
a tactic when the pos it ion does not support it, the plan generally
will no t work. Here are examples of several effec tive tacrics,
showmg the types of situations where they might be used.

" A fork is a move that uses one piece to
attack two or more of the opponen t's pieces at
the same time. The o pponen t can defend against
only one of the two threa ts .

In figure 18, White moves thl' pawn to
square gS, which puts the black king in check.
(In chess notation, th is move can be wrirten as P-
gs +. The plus sign indicates Ulal Ule move
places the king in check.) Black's only legal move
is King to hS (K-hS) because of tlle placement of
the wWte king and while bisbop. Then the white
bishop forks (threatens) the black king and black
rook simultaneous ly by moving to squarece2
(B-e2 +). Black must move the king to h4 (K-h4).
Then White captures the black rook by moving
the bisl10p to dl (B:ail).

A clearance sacnfice removes the defender
by capturing it with a more valuab le piece, or
sacrifices a valuable piece lo clear a critical
sq uare. It can be risky to trade your queen for
your opponent's knight. So before you make
the sacrifice move, be su.re you will gain more
than you w ill lose.

In figure 19, tlle while queen on square e6
prevents a fork by the white knight on the black
king and queen. White captures the black knight
by moving the queen to /5 (Oxf5). Bla ck responds
. . by capturing the white queen, moving eithe r
Figure 19. Clearance sacnfice Lh e bxk pawn (gx{S) or the black rook (Rx{S).
Tbeo White moves the wh ite knight to square
€6 (Ne6 + ), which forks (threatens) the black
king and the black queen . Black must move its
king out of check. Then White captures Ule black
queen by moving the knight to ¢7 (Nxc7) , ending
with a knight advan tage for White.
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A decoy is a tacUc to trap a piece, using a
sacrifice to force the piece to move to a poisoned
or dangerous square . The !Tap ped piece is usually
a king or queen.

In figure 20, Black's kil 1g has only a few
squares to which it can safely move. White, there-
fo re, will 1o ok for ways to checkmate the black
king . A decoy tactic can move the black king into
position for the checkmate. A decoy move of the
white pawn 10 gs (P-gs +) puts tlle black kil lg in
check and (orces the black king lo capture the
white pawn (KxgS) because that is tfllje only le gal
move availab le. Then White moves the white
que en to sq uare {4 for the checkmate (Q-{4Il).
The black king cannot move to sa(e ty because
of the two black pawns on g6 and hS.

In a discovered attack, moving one piece
revea Is a threat from another piece. As the fi rst
piece is moved away, the player's allack on an
enemy piece is uncovered.

In figure 21, White moves the white bishop
to square h7 Lota ke the black pawn, placing
the black king in check (Bxh7 +) . Moving the
whHe bis hop reveals the white rook at tacking the
black queen. Black mus t protect h.is king, either
by moving it to capture the white bishop on h7
( Kxh7) or by sending the black knight to capture
the bishop (Nxh7). Eit her way, White next moves
tlle rook to d6 (Rxd6) to captu re the black queen .

A powe rfu I kind of discovered attack is the
double attack. When tlle king is attacked wit h
do u ble check (it is placed in check by two pieces
at the same time) , moving the king is the only
way to respond to both attacks.

MIODLC GAMES

Figure 21. Discovered attack
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Figure 24. Overloading

I n figure 22, the wh ite bis hop on b2 is thre at-

ened by the black knight on d3. but the bishop
protects the whi te rook on g7. White moves the
rook to gB (RgS +), which attacks the black king
with a double chec 1{ (from both tlie white rook
and the white bishop). To respond to both threa ts,
the bl.i ck king must move out of square A8. The
black king moves to g8, captur ing the white rook
{Kxg8). Then Whi te moves the remaining white
rook from al to gl, which checkmates the black
king (RgJll }.

Moving a piece in the way of a threat inter-
poses that piece. An interposed piece that is
protec ted and also gets in the way of an al lack
will slow or even stop that attack.

In figure 23, White interposing a knight by
moving it to sq u are €3 (Ne3fl) does more t han
stop the black rook's attack on the white king.
InterposiJ1g the knight also checkmates the black
king with a double check. (If you set up a chess-
board as shown in figure 23 and Iry all of the
black king's possible moves, you will find that
Lhe king cannot escape.)

A piece that is defending against mor e than
one threat is overloaded. When you play the first
threat agains t t ha t pie ce, yo ur oppone nt must
respond 10 that th rea t, w hic h often leaves the
other th rea t undefended .

In figure 24, the white bishop on g2 is over-
loaded with duties . Black moves the black queen to

h3 (Qh3). If Wh ite responds by moving the bishop to

capture the black q ueen (Bx/3), then Black moves
Lhe black knight to e2 for checkma te (Ne2t1}. If,
however, White responds by mmeing the white
bishop to captllfe the black bis hop (Bxf3). then the
black knight captu res the white bishop (Nxf3 +)
and supports checkmate on the next move. Because

the blac k knight has placed lbe while king in check,

the king must move to square hl (Khl). Then Black
moves the black quee n from /3 to /2, takmg the
pawn for checkmate (Qxh2P) .

_______________________ MI DOLE G AM ES

Using more pieces to protect an importarn square Lhan
the oppo nent has availa ble to attack that square is called
overprotecting. The benefit of over protecti ng is that the pieces
defending this square are free to leave as they respond to other
attacks. The player who has overprotected an impo rtant square
agains t threats can safely remove defenders in o rder to launch
an attack.

To pin an oppone nt's piece means to force it to stay put
because moving it would expose a more valuab le piece behind
it to capture. While the pin is in place, the pinned piece cannot
move if moving it would place the king 777 check or wou ld cause
the loss of a more valuable piece .

Forcing a n op ponent's piece to leave an importa nt squar e,
rank, or file and move to a less important one is called deflection.
Deflec tion - removing the defender- often exposes Ule kiJlg or a
valuable piece to attack.

In fig ure 25, Black has the white king
surrounded. Bu't to checkmate the king, Black
must first remove the defender. Black moves the
queen to ¢3 (Qxc3), capturing the white knight.
Whi te cannot capture the black queen with the
whi te king because t hat wou 1d place the king in
check from the black knight on /. W hite's only
play is to move the bishop to c3 (Bxc3), cap turing
the black queen. Then Black moves the knig ht
from di to e3 ( Nxe311) for the checkmate.

A skewer is a move that attacks two pieces in
a line. It is similar to a pin, except that the enemy
piece of greater value is in front of Ule piece of
lesser value. After the more valuable piece moves
away, the lesser piece can be captured. A skewer is
always done with a bishop, rook . or queen .

In figure 26, White skewered Black's king and
queen by moving the white bishop to (4 (B-{4 +).
wh ich pu ts Ule black king in check. Black blocks
the chec k with a move of the knight ( N-e5 +) that
also forks (simu Ita neous ly threatens) White 's king
and queen. The black knight at €S is pinned , and
White 's bishop can capture the knight (BxeS +)
to skewer the black king again and (on the next
move, after the king moves away) capture the
queen on bB.

Figure 26. Skewer
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A zwischenzug (the word is German for . .
"in-betweenmove")isathreatthatcan happen ThlllgS to COIlSldel'
a during a series of expected moves, like the exchange inthe Middle Grune
of multiple pieces.Rather than making the expected
move to continue exchanging pieces, yoLU- oppone!ll Before each of your moves, as.k your self:
could put yourking incheck (ormake adifferent « Does my opponent's last move pose a threat?
threat) and force one of your defenders to move, (If it does, respond to it.)
leaving you with fewer defenders tocontinue the
exchange. Theplayer who makes the zwischenzug + Did my opponent meet the threat posed by my
moveoften getsabigadvantageaftertbeexchange last move?
of pieces. o « Is my king safe? Is my opponent's king open to attack?
In figure 27, it is Black's move, and Black's
Figure 27. Zwischenzug pawn on squared6 takes the white pawn ones + Have I adequately protected all of my pieces?
(d6xe5) Black expects White's queen to race to dB .

Has my opponent left a piece undefended and easy

to capture the black queen (QxdB) . Then Black's to capture, risk-free?

king would capture the white queen (KxdB). Insteadofexchanging
queens, however,White uses the bishop to capture the pawn on 7 + Do I still have pieces that | need to develop?
(Bxf7 +). a zwischenzug that puts the black king in check. Black .
must respond by using L.he king to capture the bishop (Kx/?). Then
White's queen takes Black's queen (QxdB). White has lost only

a bishop, while Black has lost the queen and a pawn. + Does my opponent have a
weakness that | can take

Can I move a rook to an open file, especially a
middle ("d" or "e")file?

"It's always better to sacrifice your opponent's men.’ advantage Of_? Can I make a
- Chess Grandm aste r SaviellyTartakow er plan to exploit that weakness?
How could my opponent stop
my plan?

Think Before Each Move

Analyzing chess positions accurately is a way to find threatsand
possibilitiesthatothers miss, eventlll Oughthose 9pportuniti_es basic- like the loss of a piece
are there; for everyone tosee. Analyzing chess positions requires or the risk of checkmate?
methodical thinking. As you analyze your opponent's move and —
your intended response, running through a mental checklist of

questions can keep you from making a rookie mistake and guide

you toward better moves for your situa tion.

+ Does the move | intend to
make overlook something
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Transition to a Won Endgame

Having more pieces or more valuable pieces than your opponent
gives you a material advantage. When you do not have enough of
a materia | advantage in the middle game to force checkmate on
your opponent, the general plan to win the ganle is by transitioning
lo a won endgame. To make this transition:

» Exchange pieces evenly (rook for rook, q ueen for queen, etc.)
when you are ahead. This small difference in a materiaJ
advantage wiU become more impo rta nt. Position your pieces
so that the player who has fewer pie ces must either move
them (to avoid an exchange) or must go along with you r plan.

« Keep bis hops (trade off knights) if
the game can deve lo p into an open
game (few pawns on the board).
Keep knights (trade off bishops) if
the game is developing into a closed
game (ma ny pawns on the board).

* Use a tempo advantage lo win arace
to promote a pawn to a queen.

If you carefully consider strategy
and tactics before each move, think
methodically, and remember how 10
transition to a won endgame , you will
have a strong middle game.

DDLr GAM[S

If you are doing everything discussed in this section, then you are fully
concentrating on your chess game. Developing the skil | of deep concentra-
tion will benefit you in many ways throughout your life.

CHESS
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+ Endgames

In the fin al stage of a chess game- the endgam e- us ually only a
few pieces are left on the board. Whelher you have a ma terial
advantage a t this stage or you have fe we r pieces Lha n your
opponent, the ultimate outcome- win, lose, or draw (tie) -
depends on how well you play the endgame.

Tips for Endgame Success

Take your time and think about eac h move. In the endgam e, the
board looks simp ler beca use lhere are fewer pieces on it. Even
at this stage, however.it is easy lo make a mistake that costs
you the game. A game that should be a win can turn into a draw
because you caused a stalemate. Before you play your move,

g 5 per samnd to beaxact—pondannghls next move. Chamrtoﬂ think about what your opponent's move couldbe.
l:hallengad the rest of the Expedition 17 crew members to a friendly game of
chess in space.

A stalemate happens when a player is not in check-
mate but has no legal move to play. See "Draws and
Stalemates" at the end of this section.

Push your passed pawns. One way to win games
is to promote your pawns into queens. The most
useful pawn to adva nce toward promo tio n is a
pa.ssed pawn- one that has no pawn in front of ii
and cannot be stopped by a pawD on either side of
it. Figure 28 shows a passed pawn on square a3.
The white @ pawn has a clear road to a8, where

it can be promoted. The rook on a.J is helping to
protect the pawn. A passed pawn often needs
support (like a friendly rook behind it or a friendly
king alongs ide it) to reach promotion.

Flgure 28 Passed pawn
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Use your king. In the earlier stages of a game, it is
often dangero us for the King to be out in the open-
away from the first row and out from behind a wall
of pawns. But in the endgame, the king can be a
valuable piece tha t should see action. The king can
attack and capture the opponent's pawns, protect
your own pieces and pawns, and shepherd pawns
tllrough to become qu eens, by protecting them as
they move forward. Figure 29 shows a black pawn
that only needs to move two more squares to reach
dl, where it can be promoted to a queen . Theblack
king sitting on e2 protects the pawn and also blocks
the white king on g2 from reaching the black pawn
in time to stop its promotion.

Figure 29.Theblack king protects
the black pawn.
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Use each piece well. In the endgame, when you

have only a few pieces on the board, It is important

to make good use of all of them. In figure 30, the
white rook and bishop are active and are working
together to attack the queenside (a-d files). The
black rook and bishop, however, are sit ting in the
comer- neither defending the queenside nor

attac king . By the time the black pieces are active,
the game may be lost.

Control the queening square. The queening
square is where a pawn will promote to a queen
(or to any other piece except a king or a nother
pawn. but usually Lo a queen). You may need to
cont rol this square , often with your king, to protect
and promote your pawn. Figme 31 shows a win-
ning position for White whe n there are just the
two kings and one pawn remaining. The pawn on
el is one move away from promoting to a queen.
(The queen ing square , eB. is marked wiUl a star.)
Beca use the two kings cannot stand side-by-side,
‘White will be able to promote the pawn toeB,

no mauer whose turn it is to move.

Every pawn counts. Every pawn can
become a queen, so don't be careless
about losing ym1r pawns. Just one extra
pawn - li ke a free throw in basketball-
can win you the gam e. If you are losing
because your opponent has a passed
pawn Gr an extra pawn, then you need to
stop that pawn from becoming a queen.
Try t0 block its a-dvance, control the
queening square, capture the pawn , or
laun ch some threats of yourown.

Figure 31. Pawn approaching
queening square

T =
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Protect your pawns . 11"y to keep your pawns T h ree Basic Checkmates
protected, passed, and in safe groups, not doubled,

isolated, backward, or exposed. Fig ure 32 shows
White-s pawns in two groups or " isl ands." Both .
isla nds E)r‘an p;lvrrvchginslipthat is, che pawns basic checkma tes. Learn tb.ese well, through lots
protect each other diagona lly, except for the pawn of practlge, lslo yollhcan perform th em almos t

at the base of the chain (th e one fa rthest beh ind) . automa tically (W €N you are nervous or under
The @ pawn occupies the best pos ition- it is pressure) and witho ut allowing stalemate. You
a passed pawn, protected, and advanced. The should follow these moves on a chessboard to
weakest pawns are those at the base of the become tamiliar with each method.

chain- the "backward" paw ns. They shou.ld be
guarded by a piece or the king.

To win games, you must know how to checkma te
your opponent' s king. lllustra ted here are th ree

Checkmate With King and Queen

e VersusKing
Figure 32. Pawn islands and Black's pawns are in tlir ee islands. The f and . v Figure 33. Checkmate with king
pa%vn chains h pawns are isolated- by themselves wit h no The most impor tant.che"ckm;.lte. tolearnis "King  and queen vs. king - patte rn No. 1
pawns in the files nex t to them. These paw ns are and Queen versus King." Th.is is the situ atlpn you
weak- they need a piece gl!arding them. The d get afte r you promote your pawn to q ueen. Figures

— pawns are dou bled (sittin g on the same file) and the pawn on 33- 35 show the th ree checkma te patterns. Notice

d6 is very weak. If anacked , it cannot move. (Black's / pawn in each of these that the black king is on the edge
Backward pawns is ev en weake r. Not only is il isolated, it is under attack by the or in the corner, and the wh ite q ueen needs tlle

whi te rook on hi ) wh.ite king to help. In this situation, your best plan

h k N - . . ' . .

are the weakes { Think a bout what to swap off. As the game progresses, is to drive the opponent's kil Igto the edge with
pawnsandshould it can be difficult to decide whet her to bold on to your pieces the queen and then use your king to support

and paw ns or to excha nge them with your opponen t. Some the checkma te.
be guarded.

excha nges may be good for you, and some may be bad.
I

Here are rules to remember in the endgame.
» If you are ahead, swap pieces (knight, bishop, rook, Figure 34. Checkmate with king
and queen vs. king- patte rn No. 2
queen) but not pawns.

» If you are behind, swap pawns, not pieces.

» If you are behind, try to swap off al | the paw ns on
one side .

Figure 35. Checkmate with king
and queen vs. king - patt ern No. 3
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Study this example, in which While will win.
Figure 36 shows the while king and queen on the
eighlh rank (prete nd a pawn just promote d). The
black king is in the cente r. Here are the moves,
with Wh ite moving first in eac h pai r of moves.

) s Q 1573,

The white queen moved a "kn ig ht's move" away
from the black king. Remember: The knig ht moves
in an L shape [two squares in one direction and one
square at a rig ht angle). As the black king moves,
the white queen maintains the L shape. The black
king must avoid the edge as long as possib le.

The black king had moved diagonally "southeast."
so the white queen did Ule same with Qe5. Now
the black king moved diagonally " no rth east," so
the white queen will do the same on Lhe 1J1ird
move. This patlem will repeat until Ule blac k king
is forced to the edge.

Figure 36. "King and queen
vs. king ."In this example, the
three pieces start from the
positions shown.

It's easier to
picture thes e
examples if

you setup a Now freeze the queen on gS. The black king can

move only between 43 and /2 to avoid the comer.

Now it's the w 1li te king's tum to march. 1ls goal is
to move two squares away from the black king.

chess board
and try these

(If you did not freeze the queen on g5 but si mply
continued mimicking the black king, at some
point th e bla ck king would move lo 4/, Ule wb.ite
queen would move to g3, and the game would
end in stalema te.)

moves yourse If.

| 2

Kh2o

QI3

KhZ

Kb3

Checkmate
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Checkmate With King and
Two Rooks Versus King

The "king and two rooks" met hod can also be used

wiUl two queens or a queen and a rook versus a

king. Figure 37 shows a typical checkmate with Lhis

pattern (sometimes described as a ladder or stair-

case). Notice that the rooks are kept on adjacent

rows, and the king is not invo lved in the checkmate.
This example (figure 38) starts with the white

rooks in ti.le co rners, and the black king in the

ce nter. It does no t matter whe re the wh ite king

is, so just leave it on the first rank. The goal is to

d rive the black king to the edge-in this case, to Figure 37. Checkmate with king
. and two rooks
g hth rank.

0 al | .k B
White's first move is designed to cut the black king
off from the bottom half of the board, so the black
killg can only move sideways or up the board. Tllink
of the rook ¢;; a4 as forming a horizo ntal fence on
the fourth rank. The black king moves sideways (in
Ulis example, toward Lhe other white rook).

2 Rhs+- /U g.i

White's second move places the black king in check.
Notice how the rook on 115 acts as a second fence,
forcing the black king to move up the board lo the
sixth rank. Notice also that the black king is closing

Figure 38. King and two rooks

i The A5 rook is unprotected. i . Ki
Km versus king. In this example,
onds to the threat by moving the 23 the four pieces start from the

rook far away to bS [that's Ule advantage of th e positions shown.

rook-it can move many squares while the king

can move only one at a time). Notice also that the two rooks
are not on the sanle file . For the "ladder" method to work, the
two rooks must be on different ranks and different files . The
black king stays on the sixth rank, bu t the end is near .

4 - ab"; Kei

Again Wh ite places the black king in check , and drives the
king to the seventh rank .

5 -Blll+ KdB
Another check, and the black k1ng is driven to the edge.
6 RagH! - -

Checkmate . Game over.
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Figure 39. Checkmate with king
and rook versus king - patt ern
No. 1

Figure 40. Checkmate with king
and rook vs. king-pattern No.2

Figure 41."King and rook vs.
king." In this example of the "box"
method, the three pieces start
from the positions shown.
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Chedkmate With King and Rook
Versus King

The "king and rook" me thod is a little trickier
because the king and rook must work toge ther all
the time. Fig w-es 39 and 40 show the two basic
checkmate positions that you wis h to achieve.
The two basic methods to deliver checkmate are
Lhe "box" method and the "row-by-row" method.
Only lhe box met hod is described here.

Figw-e 41 shows a samp le posi tion with the
black king in the middle and the white rook and
king on the edge, wi th White to move and win.
The goal is lo d rive the black king Lo the h rank
and eventually to the IIB corner.

Remember to follow along with a real
chessboard and pieces so you can under-
stand the moves and picture the box that
the pieces create.

Rd3 ,Se
Wh ite 's first move sets the rook in place like a
corner post. The black king is boxed in- it cannot
move past the d file or the third rank. White's
goal is to move the rook faliher up Ibe board and
toward the right to make the box smaller. Black 's
king will try to keep away from the edge and
corner as lon g as possible. Black's move, Ke4, is
an auack upon the wh ite rook. (If While is not
paying attention, Black could capture th e rook,
and the game would be a draw.)
2 Ke2 Ke5
White's king moves to e2 to protect the rook.
Bla ck's king must move away.
3 Ke3 Kf5
White 's king moves up , which forces Black's
king to retr eat.
4 Rd4 Ke5
Now the rook can safely move up, protected by
the whi te king. The rook's move makes tJle box
sma lle r. Black's move , to €S, is meant to keep
the blac k king as far from the edge as poss ible.

—====z=z=z=z=z=z=z=z==z=========== ENDC..AMES

5 Kd3 Ke6

Whi te 's king plays another waiting move and defends the rook.
Black's king is not allowed to pass and must retreat.

6 Ked Kf6

White's king moves up to e4-moving forward and defending
the rook. Black's king can only hang around on the sixth rank.

7 Rd5 Ke6

The rook can advance a square, shrinking the box again. The
black king again attacks the rook.

8 Kd4 K_f6

White 's king plays another waiting move, protecting the rook.
Black's king stays on the sixth rank.

9 Re5 Kf7

The wllite rook grabs a cha nce to shrink the box by moving
sideways. The black king m ust re treat to eitJler the g file or the
seventh rank (in th is example, the seventh ran k.)

10 Ke4 Kf6

11 Kf4 Kf7

Wilite plays a couple of waiting moves Lo bring the white king
toward the h file (the ultima te goal is to force tJle blac k king Lo
hB) while protect in g Ule rook.

12 Kf5 Kgl

13 Re6 Kf7

T he white king 's 12t h move allows the rook to advance LO e6.
whic h shrinks the box again.

14 Ke5 Kg7

White's king plays another wailing move, protecting the rook,
while Black's king stays on the seventh rank.

15 Rf6 KgB

The white rook slides over to f6 and shrinks the box again, and
Black's king mu st retreat to the edge. The end is near.

16 Kf5 Kg7

White's king moves closer to the 48 corner while protecting the
rook. Black's king escapes the edge (if only briefly).

17 Kg5 Kg8

White's king slides over and protec ts the rook. Bla ck's king
mus t retreat to the edge again.

18 Kg6 Kh8

White's king moves in closer. Now Black's king has only two
squares in which to move-g8 and h8. Remember to give the
black king two squares to move until the end, to avoid stalemate.
19 RfB#

Checkmate. Game over.
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If youare losing a game, don't give up hope. Your opponent may not know
how to win, even with a large material advantage. If your opponent cannot
win in 50 moves or stalemat es you, then you have escaped w ith a draw.

To accomplish this, try to avoid having your king trapped on the edge or

in a corner.
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Draws and Stalemates

He re are the ways a game of chess can end in a
draw (deadlocked or tied).

Stalemate. The game is automatically a draw if’
the player whose turn it is to move is not in check
but bas no lega I move. This situa tion is caJle d a
stalemate. Figure 42 shows oneexample.

Insufficient material. The game is a draw if
no possible sequence of leg al moves can le ad
lo checkmate . This usually happe ns because of
insu ffic ient materia 1 (too few pieces le ft). For

example, one player may have a king and a bish.op  Figure 42. Black to move is in
stalemate, because the black king
has no legal move.The game is

or knight and tJ1e other player has only a kin g.

M utual agreement. A player may offer a draw to a draw.
Ibe opponent at any stage of a game. U the players
agree to a draw, Lhe game is a draw.

The player whose turn it is to move may cla.im a draw
by declaring that one of the following cond itio ns exists, or by
decla ring his or her inte ntio n to make a move that will bri ng
a bout one of these cond it io ns. If the claim is proven true
(by mea ns of an accurate scoresheet), then Ule game is a draw.

¢+ The 50-move rule. Fifty move s have been played by each
player without a ny cap tu re or a pawn being moved.

+ Triple-occurrence rule. The same boa.rd position has
occurred three times. That is , all the pieces have been
in 'the same iden tical position three times, with all pieces
having the same rights to move, including the right to
castle or capture en passant.

CHESS
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Chess Problems

A chess problem is li ke a puzz le set up on a chessboard. The

problem challe nges Ule s olve r to ach ieve a particular task. Many peo ple

Direct Mate wouldrathersolve

In direct-mate problems, White or Black is to move and achieve chess problems

checkmate in one or mo re moves. Direct-mate problems are the  than play an
most common type of chess problems, and solving them can be

helpful in honing your attacking skills. act ual game
Start with mate-in-one-move problems and work up to of ch ess.
prob le ms with mo re moves as you develop skill in finding
checkmates. Mate-in-two-move problems can be solved by ——

loo king at aJJ poss ib le moves. For checkmate in U1 ree or more
moves, however, you will need to know some shortcuts that you
wi!l le,1rn with practice, solving simpler d irect-mate proble ms.

In a competitive chess game, of course, no one is
telling you that checkmate can occur in a given number
of moves.

Tips for Solving Direct-Mate Chess Problems
Analyze options in a meU10dical way so you do not miss
the sol utio n.

* Look at the "king's field," which in cludes the square the king
occupies and Ule squares surrounding the king. There are usu -
ally sq uares the king cannot legally move Lo because his pieces
occupy them, or the re is a threat Crom the opposing pieces.

« Often, the set of squares to which the king can move indicates the
kind of moves Ulat will deliver checkmate. If these squares are
all ona diagonal , a bishop , quee n, or knight often moves to
cove r the diagona I squares. If these squares are all in a row
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(rank) or column (file), a rook or queen often covers those
squares. A discovered check can threatenall the squaresin
a triangle next to the kingin a single move.

Look for the flight squares to which the king can move.
The king may be able to move away, or forcing the king
to move to another square could create an opportunity to
deliver checkmate.

When no other move seems to work, the composer

of the chess problem may have implied a move, like
castling or an en passant pawn capture. If the king and
rook are on their original squares , assume they have
not moved and castling is possible . If pawns are posi-
tioned on adjacent files in row four or five, assume the
first move could be t o capt ure a pawn en passant.

Figure 43. In the situation shown, White is to checkmate in one

move and all the sq uares that need to be attacked are on the
first row. Also , the white king cannot move to the second row
because of the black rook at ¢Z White castling kings ide is the
only possible solution to this proble m.

-===========z=..========= === CHLSS I'ROILEMS

Sample Direct-Mate Problems

Improve your abil i ty to deliver checkmate by working the
following direct-mate p roblems. Be sure to follow the "Tips
for Solving Direct-Mate Problems.:- These examp les are all
checkmate-in -one-move.

Forthe solutions, see the end of this pamphl et. Giving up
andflipping to the back of the pamphlet forthe answer
can be tempting, but you will miss learning how to find
thesolution on your own.

DM3 - Black to move DM4- Black to move

CHESS
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Other Kinds of Chess Problems

He re are brief descript ions of oth e r types of chess proble ms.
Your me rit badge counse lor can help prov ide you with lhese
types of problems if you wish to work Lhem.

If you have a lo s in g pos ition, looking for moves that will
force a draw or stalemate Is an tmportan t way to avoid losing
the game. Stalemate and draw problems make you look for ways
to either force a draw though a repetition of moves , or forcea
stale mate by elim ina t ing all your leg al moves.

In st udy problems, White is to move with the goal to win or
draw. Studies call for the same kind of detailed analysis of tbe
I position that is done dur ing tournament play.

In helpmate problems, Black moves first and "cooperates "
with White to checkmate the black king. 1.n self-m ate problem s,
White moves first aod forces Black to checkma te the white king .
Solving helpmate and sel f-mate problems can help you see threats
your opponent could use against you in a game , and hel p you
avoid tbe beginne r's mis take of making helpmate or se If- ma te
moves in actual games.

In a series-move problem, one player visualizes a ser ies
of moves withou t the other player malting a move. In a real
ches s game, it is simpler to develop plans by first visual iz ing a
series of moves to reach a goal, wit hout co ns ide ring responses
fro m yo ur oppone nt. So lving series -move proble ms helps wilh
vis ual izing plans before considering Ule possible responses.

But before you comm it to a plan, you will need to consider the
mo ves your opponent can use to res pond to the pla.n.

In a retrograde analysis, Lhe v
proble m-solver must find the mo
ves that led to the proble m
position. The methods learned
from solving this kind of problem
can help you correct your chess
scoresheet (which lists Ule moves
in your game), if you madean
error in recording moves during a
to urnament gam e.

OMS-White to move DM6—White to move

DM - Black to move DM10- Black to move
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"The Immortal Game"

Adolf Anderssen vs. Lionel Kieseritsky , London, 1851
This game was reported in newspapers around
the world. One chess journalist called it "The Immortal
Gam e;' believ ing it would always be among the greatest
chess games ever played . (You can learn from it by
playing the moves on a chessboard as they are listed
and described. Remember that, in each pair of moves,
White movesfirst.)

1. e4 e5
2. f4 White's second move leads up to a
pawn sacrifice known as the King's
Gambit. White's idea is to sacrifice a
side pawn to gain a majority of center
pawns, potential open files for his
rooks, and a lead in developing
his pieces.
2.. exf4
3. B-c4 Q-h4+
4. K-f1 b5
5. Bxb5 N-f6
6. N-f3  Both sides are hurrying to mobilize
their pieces for the attack. Here,
White develops his knight to attack
the black queen .
6. 0O-h6
7. d3 White defends the e4 pawn and frees
the bishop on c1.
7. N-h5
8. N-h4  Q-g5
9. N-f5  ¢6
10. g4 N-f6
11. R-gl cxb5

12.
13.

14.

16
17.
18.

h4
h5
O-f3
Bxf4
N-c3
N-d5
B-d6

Q-g6
Q-g5
N-gB
Q-f6
B-c5
Oxbh2

Oxal+ White ignores all of Black's
threats. As you can see in
figure 44, White is starting to
surround the black king.

Figure 44. uThe Immortal Game- after 18 moves

11 E\S PROBLEMS
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19 K-e2 Bxgl
20. e5 This is a crafty move . White has no
intention of allowing the black queen to
take part in the defense of Black's king.
21. ... N-a6
21 Nxgl+ K-dB
2. Q-f6+ White draws the knight away from the
defense of the e/ square.
22. ... Nxf6
23. 8-el# White has sacrificed the queen,
both rooks, and a bishop to obtain
a checkm ate with minor pieces.
Figure 45 shows the final position
of the game.

Figure 45. "The Immortal Game;- final position
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Chess Tournaments

Chess competitions are held at the loca 1, s tate. regional. and
national levels . Tournaments may be held in person (typically
called over-1he-board or OTB to urnamen ts), online, and by Chess tournaments
uwrespon@ence (mail and' e'—mail)‘ Worldwide, m'illions of people played ove -t he-
compe te in chess competitions every year, especially online.

board are like

Types of Tournaments sports competitions

Chess tournaments can be informal-a contest held in your where players win,
hom e, for exa mp le , with four or five players competing for a
couple of hours . Tournaments can also be formal, with as few

as 10 players or with many thousands of players at a large the playe rs are
ve nu e, playing over Ule course of severa | days.

lose, or draw, and

ranked by their

Everyone can imagine sitting atthe kitchen table playing score in the

a friendly game of chess with a friend or family member. tournamentgames.
But can you picture yourself in the ballroom of a large

hotel or in a convention center playing at the same time ——

as hundreds or thousands ofothers?

In competitive chess, rhe word "informal" is usuaUy used for
tourn aments tha t are not sanctioned (approved) by a particular
governing body. Infomlal to urnaments may not use chess ratings
in pairings.

An important part of formal types of tournamen ts is the
use of official chess ratings. Ratirl&S are numbers assigned to
players ba sed On Ule ir strength of play-the higher Ule number,
the stronger the pla yer. There are international (FIDE) ratings,
and ratings assigned by the member federations in the countries
Lhat belong to FIDE. As you might expect, the rating of a beginner
is much lower than the rating of a world champion.
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A player with

a USCF rating
between 2000
and2199isan
"expert"; between
2200 and2399,

a " master"; and
2400 or above,

a"seniormaster."
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Some formal tournament s use age to determine pairings, su ch
as the USCF Na ti onal Grade Tournament held each year between
November 1 and December 15. In this tournament , players play
only stud ents in their grade. Age may be an important consid-
eration in senior tournaments that are open only to people at or
above a certain age, or junior tournament s that are open only to
players under a certain age, such as the U.S. Jun ior Open.

Pairings
Determining who plays whom in a chess tourn ament is called

"pairing." The three me th ods of determin ing pailings are Swiss
system, round-robin, and elimination.

Swiss-System Tournaments

In Swiss-system tournaments- th e most popular type-players
are paired again st others with similar scores. Rel evant in formation
about players (ratings, age, etc.) is entered in to a computer
program. The tournament director uses the computer to make
pairings at the beginning o[ each round of play.

Swiss-syst em tournaments do not involve elimi n ation- all
players who en ter U1e tournament play in every round. Here i s
how it works. Imagine each person who wins a match advances
toward the top of a ladder, while those who lose their games
move down to the bo ttom. The resul t is th at players advance to
their appropriate level of play.

As ilie tournament progresses, matches become more com-
petitive as players with simi lar strengths end up on the same
rungs of the ladder. Stronger players gather at the top, and weaker
players gaU1er at the bottom, with more competitive games for all.

==================CHE SS TOURNAMENTS

Round-Robin and Elimination Tournaments

AlLhoug h less popular than Swiss-system tournaments, rom1d-
robin an d elimination tournamen ts are al so hel d. A round-robin
tournamen t is a si mple way to conduct a sma Il tournament so

rh at every player plays each opponent once. Or participan ts may
play a set number of limes (maybe once with the white pieces
and once witll the black pieces). The player wi th the highest
score wins the tournament.

Elimination tournaments can be single or double elimina tion.
Players may be assigned brackets or sections, or they may all be
placed in one section. The last two players left in the tournamem
play for the championship.

U.S. Chess Federation

The U.S. Chess Federation is the governing body for chess in this country.
Scholastic (youth) and adult chess events are organized through the USCF.

The federation has individual members and affiliate (club) members.
Individual members can play in tournaments and receive ratings (the
numbers assigned to show how strong a player you are). The USCF
publishes Chess Life and Chess Life for Kids, and has articles on its
website (www.uschess.org) a bout players, tournaments, and upcoming
event s and programs.

The USCF provides opportunities for students from kindergarten
through college and beyond. In the fall, national grade-level championships
allow students to compete against others in their same grade. In the spring,
three national scholastic tou rnam ents - elem entary, junior high/middie
school, and high school-allow players and school teams to compete against
the bestin the country. Every four years, the three spring nationals are rolled
intoone "SuperNational '.'Th ese events provide trophies and scholars, hips.

Your local chess club-if youhave one-may be anaffiliate member
of the USCF. If so, in addition to casual play it can sponsor tournaments.
The club may offer instruction in the game to help you improve.

Your club may be part of the state chess association, which also
is an affiliate member of the USCF. State affiliates often sponsor large
tournam ents, including the state championship and the state scholastic
championship, which may offer college scholarships as prizes.
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With your parent's
permission. search
the USCFwebsite
(uschess.org) for
a listing of state
affiliates and local

clubs by state.
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More than 4,300 chess players (ages 4 to 18) played in
SuperNationals Il in Kansas City in April 2001, making it the
largest chess tournament ever held in one room.

Scoring

The method of sco rin g used in a chess tournament is one point
for a win, a half point fora draw, and zero poin ts for a loss. For
exa m ple, if you play in a five -round Swiss -system tournament,
and yo u checkmate three of yo ur opponents, one of your games
ends in a draw, and yo ur o pponen t checkmates you in one game,
your score for that tournament i.s 3.5 points out of a possib le five.

In scored tournaments, tied scores are common .

A system of tie-breaks may deeide which player finishes
ahead of another. In Swiss-system tournaments,
tie-breaks are established by the U.S. Chess Federation's
Official Rules of Chess.

Tournam ent Directors

A tou rname nt director (TD) is respons ible for running a chess

tournamen t. TDs ma ke the pairings for each round and settle

,m y disputes that may arise during the tournament. Before a

lournament begins, the TD records all the relevan t informa tio n

ab o ut the participants. During a tou rnam en t, the director
nforces the rules of chess and keeps u p with the resul ts as

ma tches are played. After a to urnamen t, the TD determines

the final standings and awards (if any) . Tournament directors

often have assistan t TDs, or are assisted by other people who

help in organ izing and running a tournament.

Tournament Rules

Fonnal tournaments are subject to written rules that

estab lished by the U.S. Chess Federation. T hese
written mies are extensive. The tournament director
must know all the rules and enfo rce them. But if
yo u know just some basic rules, you will have little
problem successfully partic ip ating. Even informal
to urname nts have rules, so it is important to
know the basic mies and etiquette of playing in

chess tourname nt.

Once you join the U.S. Chess Federation
an d are rated, you will never lose your
ratin g- even if you haven't participated
in tournament play for a long time.

You can pick up where you left off just
by contacting the tournamen1 director.

C It ESS TOURNAMENTS

The tournament
directorreports
results ofthe
tournament and
ranking or points
to the U.S.

Chess Federation.
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Enjoy participating
forthe chanceto
compete, and for
the fellowship of
beingwithother

chess players.

If you stay true to t he Scout Law, you will fi nd it hard to
go wrong whe n it co mes to the rules of playing chess .
For insta nce, the first act in a chess match , before you
beg in mov ing piec ¢ s, is to shake you r opponent's hand .
That's friend ly, courteo us, kind, and chee rfulright from
the start! The more you play, t he more you may not ice
how the ru les, et iquette , and s ki lls o f chess tie in with
the va lues of the Scout Oath and Scout Law .

The first thing to remember in a cbess tournament is to be
respectful or the game and your opponent. If a di spute arises
between youal 1dyouropponentoryou hal 1eaquestion aboutthe
game you are playing, simply raise your hand and the tournament
director wiU come over and settle the matter.

Second ly, have realistic expec tations. No player wins every
match . You are going to win and lose. Be humble and respectful
of your opponent (don' t get too happy when you win), and be a
good sport (don't get too upset when you lose).
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Th e Touch-Move Rule

One rule tha t will be enforced, especially at formal tournaments,

is the touch-moverule. U you touch one of your pieces on the

chessboard, and you can ma ke a legal move with that piece,

then you must move tha t piece. Also, if you touch one of your

opponent's pieces and the move is a legal one, then you must
ke/capture Ulat piece. Finally, if you release your fingers [rom
piece after moving it , your move is over, if the move is a

le gal one.

The easiest way to avoid violating the touch-move rule
is to uthink with your brain, not with your hands:' Do

not touch any chess pieces until you are absolutely sure
which piece you want to move, and to which square you
want to move it.

Lf you must handle a piece because it accide ntally got
kn ocked over, or it is incorrectly positioned on Ule square it is
tting on, tell your opponent that you are adjusting your piece-
hefore you touch it-by saying, "l adjust." Do not use this
as a way to get around Ule toucb-move rule. That would be
poor sportsm anship .
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Etiq,uette

Chess players always behave like ladies a nd gentlemen. When
a chess game begins and ends, the two players shake hailds.
During the gaine, tliere is little conversation between the players.
Normally, the only conversat ion after a game begins is if one
player offers the other a draw near tlle el1d of a game, or whe n
tlle game is completed and both players say "Good game !"

In many tournaments, the boards and pieces are pro -
vided . When they are not, it is the responsibility of the
player with the black pieces in that game to provide
the equipment, if the player has equipment that is
considered a normal chess set as described in the
USCF's Official Ru les of Chess.

Distractions. A playe r must do no thing that the oppone nt may
find distracting . A player may not make any kind of noise, suc h
as tapping a pencil on a table, humming, whistling, or talking to
someone. The tournament director has the autllority to forfeit a
player (declare tl1at the p layer has lost th e game) for trying to
distract the opponent.

M usic. Chess players are allo wed to listen to m usic Lhrough
rphones wh ile playing a tournament game. In fact, maily players
do so to keep background sounds from distractil g them. However,
a player turns the volume up so loud that the opponent or
players sea te d next to them can hear, that is considered
;dis rractio n.

Kibi tzing is talking to a player while that player
is still playing the game, or talking about an
in-prog ress game where the players can hear.
A chess game is between the two players - no
one else. In most cases, not even a tournament
director may interrupt or make a comment
abo ut a game in progress.

All observers must remain absolutely quiet.
No one may comment about an illegal move,
a bad move , the amount oftime remaining, or
anything else in that game. If this happens, the
tournament directo r may forfeit the player
who benefited from the comment, and expel
from the tournament the person who made
the comment .

TOURNAM LNTS

Chess coaches
oftenwarn their
players ag ainst
listeningto
musicwithafast
beat- it t endsto
maketheplayer
speedup andnot
take time to study
the game. Many
high-rat ed chess
players listen to

class ical music.
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When you are not
sure about a rule
or procedure, ask
the tournam ent
director for
guidance .
Cheating , in any
form,isnotallowed
inchess match es.
Inallcases, report
cheating to

the tourna ment

director.
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Cell ph ones/pagers. Players are never allowed to have cell
phones or audible pagers at Ule board during a game. Ifa cell
phone or pager goes off during a game, the player responsible may
have the game forfei ted and be expelled from Ule tournament.
Many p llones,even when se t on vib rate. will make an audible
noise. A claim can be made that the player with the cell phone/
pager is distracting another player- the opponent or someone
seated al Lile next board. Under no circumstances may players
make phone calls from within a tournament room, even if their
game is finished. Players who ig nore this basic courtesy face
expulsion from the tourna ment.

Reporting the results. At the comp letion of a chess match ,
botJ1 p layers must report their results to the tournament director.
This ensures that the proper results are provided to the director.
Tournament directors a Iways make it known , before the first
row1d, where and how results shou 1d be reported. Usually a
table is set up for this purpose in Ule competition area.

Chess Notation

Chess notation-the process of recording your moves, and your
opponent's moves, on a scoresheet- is often required in chess
tournaments, especialUy forma 1 tournaments. Chess nota tion has
two purposes:

» It allows you to go over your game at a la ter time to learn
and improve.

» Itallows you to prove the Iriple-occurencerule and SO-move
types of draws.

In algebraic notat io n - as in this pamph let - lette rs are
used to symbolii;e the pieces, and the individually ident i-
fied squares on the chessboard are used to denote where
pieces are move d from and to. In some cases, figurine
notation may be substituted, especially in chess books,
diag ra ms, and computer softwa re, where a small figure
or symbol replaces the letters that are used to describe
the moves. Because some languages have different
names for chess pieces, numeric notation may also be
used, with a number designating each chess piece.

OffiC; W.SCOfOHII;-ITIDDa

.--B ----. ;m-

-0 -0 -0
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The move by
White is always
listed first When
White and Blac k
have each moved,
this is considered
to be one complete

move in the game.

Algebraic notation is most common for scorekeepi.ng. It is
the notation you will need to know. As men tioned earlier, the
chess pieces are abbreviated K (ki ng), Q (queen), R (rook).

B (bishop) , and N (knight).

To record a move, you use Lile abbreviation for the piece,

followed by the square it moves to. The pawn has

no sym bol or abbreviation. To record the move of

Jpawn, you write the square it moves to. Because
every other piece has sin gle letter designation,
everyone Will know you mean the pawn.

For el<a mple, a popular first move (see figure 46)

is recorded simp ly as e4.

Black's response is called the Ale klli ne
Opening, named after a former world champion.
"Knight to f6" is recorded as Nf6. The not ation
process continues as additional moves are made .
As the moves are recorded, a scoresheet would
look like Ulis :

Firmnira AR “Pawn tn ad” ie
Figure 46. NPawn to e4" is

reco rded simply as e4. " Knig ht
to f6" is recorded as Nf6.
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In tourname nt
play, you are
requiredtorecord

yourmove before
making the move.

Alth ough official chess scoresheets used in tournaments
are helpful in keeping notation, paper and pen work just as
well in informal tournaments. Electronic scoring is another
widely used method to kee p notat io n, but not typ ic ally used

in tou rname nts.

Here are some other symbols used in notation .

Castl ing (on the king's side)
Queenside castling

0-0
0-0-0

Capture x (for exam ple,
BxNf6 means bishop
captures knight on f6)

Check +

Checkmate #OR++

"d" pawn promotes to a queen  dB=Q

White wins 1-0

Black wins 0-1

Draw 1/1-%

Good move

Bad move ?

Brilliant move 1

Blunder 7?

Interesting move 1?

If two identical pieces can move to the same
square, the piece's abbreviation is followed by the
file (or rank) that the piece leaves from. For example,
if the knights are on g1 and d2, either of them might
move to f3.To make it clear which piece has moved,
the move is recorded
as Ngf3 or Ndf3 , as appropriate. With two knights
on g5 and g1, the move is recorded as N5f3 or N1f3.

__________________ Cll [SS TOURNAMENT$

Chess Clocks

Chess clocks are used to control the length of chess games, by

lim it ing the time allowed for a given number of moves or the

comple te game. For instance, a Swiss-sy stem tournament may

have five rowlds, and each round might have a time cmmol of

45 minutes. The tournament annow 1 cement should list the time

control, such as "game 45." This means a chess clock will be

use d to give each player 45 minutes to make their moves in the
w lme, for a total possib le ma tch time of 90 min utes.

[n formal tou rnamen ts, time con trols are always used - this
1s anormal part of playing in chess tournaments. Therefore,
man aging time is a skill that the participants must develop.

Bes ides winning or losing by checkmate, a player can win or lose
Jueto lime. Inthe case of a G/45 game, if you took 44 minutes
10 decide on your first move , you would like ly lose on time. Your
upponent would still have 45 minutes Lo make all of his or her
moves, and you would be left with one minute to play the rest

of your game .

to decide which side of the board the clock is on. Once the participants
are ready to play, and have shaken hands, Black starts the chess clock so
that White's time begins to run. Once White makes a move, White starts
Black's clock with the same hand with which White moved a piece.The
procedure continues, back and forth during the game, as the players make
th eirmoves.

In a chess tournament, the player with the black pieces gets the right ‘|
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Dig ital chess clocks are the most common type of timer used in tournaments . This type
of timer has two displays, each of w hich can be set to a specified time Isuch as 45:00
minu t es). and each of which will count down to 00:00 when t ime has eKpir ed. Besides
having two t imers, all chess clocks have two buttons to start and stop time.

’ .
Liggant

Analog, or mechanical, chess clocks have traditional clock faces with hour and minute
hands, and a device called a "flag"” that signals when a play er's time is y . The flag is
pushed up when the minute hand approaches the hour (the 12 o'clockp osition). When
the flag falls, t ime has eKp ired.

Many rules apply 10 using timers in chess tournaments.
Basically, the idea is that the players have a certain amount of
time i n which to make a certain number of moves, or they have
a limited amount of time in whic h to make all of their moves .
The to urnamen t director will be avai la ble to help everyone
understand the rules, and will be responsible for resolving
any issues stemming from time con trols .
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Organizing a Tournament

The Scout who chooses to organize a chess tournament will like ly
e as the event coordinator a nd seek out an experienced chess
player to serve as the tournament director (TD). YoUJ tournament

d irector might be your Chess merit badge counselor, or someone
who al ready serves as an officially recognized TD.

Keep in mi nd tha t your to urnament can be played on any
scale that you determine is app ropriate for the intended group
uf players. You migh t organize an over-the-board tournament
lor you r fellow Scouts, family, and friends .

What does it take to organize and run your owll chess
lo urnamen t? As the event coordina tor, you need to decide
the following.

* What type of tournament do you wan t to have? Formal tou rna-
ments have established rules, but developing a list of basic rules
would be appropliate for even the most informal tournament.

» Who will serve as the tournamen t director?

» Who are the likely participants?

* Where is an appropriate location to hold t he tou rnamen t?
* What equipment and supplies are needed?

¢ When will the tournament be held (date and time)?

¢ How long will the tournament last?

If you choose to
be an event coor-
dinator, be sure
to consult your
Chess merit badge
counselor before
beginning the
process of orga-
nizing and runnhg

a tournament.
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—— + Vill Ulere be awards?

e Will breaks be needed, and will breaks include refreshmen t§

Remember to .
Wh al will the costs be?

sendeach person
P Will there be a fee to participate?

who helped with Will addi tiona 1 people be needed to help run the event?

thetournamenta + How will you promote and advertise your tournama t?

thank-you note. Even if you never ge t to compete in a formal tou rname ,nt
you ca n en jo y the game for it s own bene fits. You are patr of
—— the rich heritage of Ule " royal game," whic h is played on every
con tinen t. Like othe r players, yo u are deve loping yo ur critical th
nki ng skills and im proving ymu abilily Lo make cl10ices. du
a re part of a world that enjoys the game simply because of tk

e ndless possibiliti es it offe rs.

You may discover that wherever you travel you are likely to finda new

friend - someone who plays chess!

86 CHESS

CH rSs TOURNAMENTS

Tohave a successful event, the coordinator must ask these questions and
use the answers as a guide to putting on the event.This sample checklist
will help an event coordinator plan atournament.

Tournam ent Check list
1. Type of tournamen t: Form al (Official) Olinformal

. Eve ntname:

. Event descriptio n:

. Event coordinator:

. Event assis tants:

. Tournament director:

. Date and start time:

0 N O o b~ 0w

. Location:

9. Permission to use location gran t ed by :
10. Time controls:

11. Approximate end time of tourn ament :
12. Sections (if applicab le):

13. Awards (if app licable) :

14 . Equipment and supplies needed:

15. Entry fee (if app licable) :

16. Registra tion information:

17. Who will advertise the event? _

18. Will food and drinks be provided? By whom?
19. List the participants (attach to this checklist).

20. Sketch the setup of the event, if applicable (attach drawing

or diagram) .
21. Provide directions (if needed) for getting to the tournamen t locatio n.
22. Expenses :
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Glossary of Chess Terms

Some of these terms are no t used in this pamphlet. As your skills imp rove , however,
and you begin to play chess at more advanced levels, you will need to know mai,y
of th ese terms. Use this glossa ry for quick reference.

adjust. W hen a player does not intend
to move a piece, bu t the p laye r (when it
is that player's move) wishes to sligh tly
shift the piece to centeriion a square,
the player first says "l adjust" and then
ad jus ts that piece.

advantage . A player le ads his or he r
opponent in force (number of pieces),
pawn struc t w-e, space, or time.

backward pawn. A pawn behind the
pawns of the same color (on either
side) that cannot support or be sup-
ported by other paw ns.

blo ckade. Placing a piece in fron t of
an opponent's passed pawn to sto p the
pawn's advance.

capture. Moving yo ur piece onto the
square on whk h your opponent 's piece
is siltiJ1g and then taking the opponem 's
piece off the board.

castling. Moving the king two squares
towalJ"d a rook and moving the rook to the
other side of the king. The king and rook
cannot have been moved previously; the
squares between the king and rook must
be empty; th e king may not pass through
"check"; and the king may not castle

out of "check."
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check. A king is in check when an
oppo ne nt's piece or pawn is attacking
it and threatening to capt ure it.

checkmate. A king is checkmated (and
the game ends) when the king is in check
(threatened with capture) and the player
is wlable to move the king out of check ,
or to capture the piece that is placing the
king in check, or to place a piece between
the king and the opponent's piece that is
creating the check.

clearance sacrifice. Sacrificing one of
you r pieces to clear the way for an attack
by some of your other pieces.

decoy. A tactic that lures an opponent's
piece to a square that is bad for
tJ1e opponent.

defense. Placing your pieces in positions
on the board that will make it hard for
your opponent to attack your king.

deflection. A tactic that lures the
opponent's main defending piece
away from wbat is being defended.

development. The process of moving
pieces from their star tin g positions to
positio ns of defense a nd to where they
can begin an allack on the opponen t.

annonal On a cheechnard | Diagonals
diagona I. On a chessboard , connected
squares that are neither vertical nor

hor izon tal and are o ft he same color,

su ch as al to hB.

discovered attack. One piece is moved,
reveallng an a tt ack on an opponent's
piece by a piece behind the piece that
was moved.

double attack. A single move th a t results
in two pieces attacking one piece.

doubled pawns. Two pawns of the
s:1me color on the same file.

draw. A game in which ne ither player

w ins and both players receive a half

po inl. 'Types of draws incl ude (1) agree-
me m between tJle two players, (2) sta le -
1!Mte, (3) impossibility of che ¢ kma te ,

(4) triple -occmrence , and (S) the 50-

move ruJe . The last two must be

proved with an accurate scoresheet.

en passant. A French term meaning "in
p.issmg. " When a pawn advances two
squ ares and ends UP nex t to an enemy
pawn, it can be cap tu red as though the
pawn had only moved one square .

endgam e. The t.hird and final phase of
.1 ¢ hess game, when only a few pieces
Jire left on the board.

exchange. The trading of pieces . Irading
.i piece or pawn for an opponent's piece

of greater value is called "winning

the exdlange."

G LOSS M'l.Y OF CHE .!> TERMS

50-move rule. The game is a draw
whe n the player whose mov e it is
claims a draw and demonstrates with
a n accurate scoresheet t hat the last SO
moves have been made by each side
w it h no capture or pawn move.

file. On a chessboard, a venical column of
eight squares, lE1lered "a" through "h."

AZAmIxAR

A2 T 2 T 1 1

Flanks

flank. The a, b, c, and d files on the

queenside and th e e, (. g, and II files
on the kingside.

force. The player who has more material
(pieces and pawns) has an advantage in
force over his or her opponent.

fork. One piece attacks two enemy
pieces at t he same time.

gambit. The voluntary sacrifice o fa
pawn in tJ1e o pening moves to gain an
advantage in development.

grandmaster. The highest title awarded
by FIDE to a chess player.

half-open file. A file that comains none
of o ne player's pawns, but does contain
one or more of the opponen t's p aw ns.

illegal move. Moving a piece to a
square or in a man ner tha t the rules of
chess do not allow.
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int erpose. To place a piece between
an enemy's attacking piece and the
attacked piece.

isolated pawn . A pawn that has no
pawns of the same color on adjacent files .

kingside. The half of the chessboard
made up by the e, f, g, and h files.

major pieces. Queens and rooks
(also known as "heavy pieces").

maneuver . A series of quiet moves
aimed at placing one or more pieces on
better or strongersquares.

middle game. The phase of a chess game
between the opening and the endgame.

minor pieces. Bishops and knights.

notation. The record in g of eac h mo ve
by both players in a chess game.

open file. A vertical column of eigh t
squares that is free of pawns.

opening. The beginning of a chess game,
when the basic goals are to develop
pieces quickly and to con trol as much of
Lhe center of a chessboard as possible.

openings. Es tablis hed. well-known
sequences of opening moves.

overprotection . Using too many pieces
for the protection o( one square.

over-the-board (OTB) chess. Chess
played face-to-face.

overworked piece. A chess piece that
is required to defend too many other
pieces or squares.

passed pawn. A pawn that bas no
opponent's pawn in front of it or on
an adjacent file.
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P!I!Wn chain. Three or mor e pawns in
a diagonal line with each protected by
a pawn behind it on an adjacent file.

pawn structure. All aspects of
pawn setup.

pin. When a piece is a tt acked a nd
can not move wi thou t losing a piece
of greater value.

point count. A system lhat gives tlle
pieces these values: queen = 9, rook = 5,
bishop = 3, knight = 3, and pawn = L.
Some players believe that in the endgame,
the bishop is worth 3 and the knigh t is
worth 2. Counting points can help a
beginl ler know whether a trade (an
exchange of pieces) is a good one.

poisoned pawn/piece. A pawn or
piece tllat, if captured, would le ad to a
ser ious d is advantage [or the player who
captured the pawn or piece.

promotion. A pawn re..ching the

eig hth rank can be promoted to a

kn ight, bis hop , rook, or queen of the
same color. The player must say out
loud what the pawn is being promoted
to. or exchange the pawn fo r a piece
already cap tured.

queenside. The haU of the chessboard
that includes th e a, b, ¢, and d files.

quiet move. Any move that is not tlle
fi rst move of a piece, a capture, a check,
or a direct threat to the opponent.

rank. On a chessboard , a horizontal
row of eight squa.res, nu mbered J
through 8.

rating. A number used in sanctioned
tournam ents represent ing a player 's
chess-playing abiJity. To be ra ted in the
United States , you must be a member
of the U.S. Chess Federa tion .

======GLO SSARY OF CHESS TERMS

rook lift. Moving a rook from the Imme
rank to a square in rront of the line of
pawns of the same color so the rook can
then be moved left or right to any open
sq uare along that rank.

round. When one player plays another
player in a tournament. A chess lourna-
me nt has a series of rounds (four to
seven, usually).

sacrifice. Giv ing up pieces for better
space, pawn structure, or force.

shoul dering. Using your kingto keep
1 he oppo nent's king out of Lhe action.

simpl ify. Trading off pieces equally to
get fe wer pieces on lhe board A player
who has an advantage (more or sITonger
pie ces on the board) will usually want
10 sim plify.

skewer. A threat against two pieces in
.1 line, which forces the valuable piece
11 front to move, allowing the capture
of tlle piece beh ind i t. A skewer is do ne
wit h a bishop, rook, or queen.

space. The number of squares controlled
by each player.

sta lemate. When it is a player' s move
,md he or she has no le gal moves and is
no t in check.

strategy. The reasoning beh ind a
move. plan , or idea.

tactics. One or two moves (including
decoys, deflections, pins, sacrifices, and

kewers) that give the player an advantage
In pieces or position.

tem po. One move. Lf a piece can reach a
use ful square in one move, but takes two
moves to get the re, it 11as lost a tempo. If
.7 piece moves to a square that forces

lhe opponent to make a move he or she
would not nomlally make, it has gained

i te mpo.

time control. The amou nt of lime each
player has to play the game or to make
a specified number of moves.

touch-move rule. If a player touches
a piece, that piece must be moved (if
a le gal move). If a player touches an
opponent's piece, that piece must be
captured (if a leg a 1 mov e) . If a player
places a piece on a square and removes
his or her fingers, that piece must
remain (if a lega | move).

trap. Luring an opponent into making
a poor move.

triple-occurrence rule. This type of
draw occu rs when all the pieces o( both
players have been in the same position
at three times during the game.

undermining. Captur ing or d rivi ng
away a piece th.at is protecting another
(also known as "removing the defender"
and "removing tlle gua.rd ").

unpin. A counterattack that breaks a
pin, gains time to break a pin, or ends
a pin by capturing a pinning piece or
forcing it to move.

weakness. A piece or square that is
easil y attacked and hard to de fe nd.

zugzwang. A situation in wltich a
player has no good moves , but is forced
ro make a move that results in a losing
position for that player.

zw ischenzug . A German term meaning
"in termediate move" or "in-between
move," tMs is usually a way to gain
advantage by inserting a surpr is e

move before following th rough on

an obvious move.

CHESS 91




Chess Resources

Visit the Boy Scouts of

America's official retail website
(w ith your parent's permission) at
http://www.scoutstuff.org for a
complete listing of all merit badge
pamphlets and other helpful
Scouting materials and supp lies.

Books

Bas man , Michael. Giess for Kids. DK
Child ren, 2006.

andler, Murr ay. Chess Tactics for Ki.ds.
Gamb i t Pu blica rio ns, 2005.

Coakley,Jeff. Winni.ng Chess Exercises for
Kids. Chess ' n Math Association, 2004.

- . Winning Chess Puzzles for Kids.
Chess 'n Math Asso cia tion, 2006.

- . Winning Chess Strategy for Kids .
Chess 'n Mat h Assoc iat io n, 2000.

I-:mms, Jo hn. Concise Chess: The
Compact Guide for Beginners.
Everyman Chess, 2003.

[ lorowitz, Al. Chess for Beginners: A
Picture Guide. Harper Perennial, 1992.

Me dnis, Edmar. Practical Middlega.me
Tips . Everyman Chess, 1998.

HESS RESOUR

Nunn, John. Understanding Chess
Endgames. Gamb it Publications, 2009.

Pandolfin i, Bruce. Chess Openings: 1raps
atld Zaps. Fireside, 1989.

--. Chess Thinking: The Visua |
Dictionary of Chess Moves, Rules,
Strategies and Concepts. Fireside, 1995.

- Pandolfini's Ulrimate Guidefo
Giess. Fireside , 2003.

Watson, John , and Graham Burgess.
Chess Openings for Kids. Gamb it
Publications, 2011.

Wilson, Fred, and Bruce Alberston.
202 Checkmates for Children.
Cardoza, 2004.

Organizations, Contacts, and
Other Chess Resources

While you can type "chess" into your
searc h engine and find many good chess
sites and resources, here are a few sites
you might explore.

United States Chess Federat ion
(USCF)

Telephone: 931-787-1234

Website: http :/ / www .uscbess .org/

USCF Sales

Chess Equipment, Videos, and Books
Website: http: // www.us cfs ales.com/
default.asp

93

CHESS




CHESS 11 FSO URCES

USCF State Scholastic Chess
Coordinators

Website: ht tp:// ma in.uschess.org/
conte nt / vie w/172/131/

World Chess Federation (FIDE)
Website: hllJJ:/ / www. fide.c om/

ChessBase
Chess News, Software, Vide os, DVDs
Webs ite: http: / / www.chess base.com/

Chess Coach Information

Contac t Jer ry Nas h at

jnash@ uschess.org.

Think Like a King

Chess Tutorial Software

Website: htt p:/ / www.schoo Ichess.com/
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Using more than 100,000 LEGO® pieces, Team Hassenplug built thisu monste r chess"
boald and pieces . It took the team of four about a year to complete.

Chess enthusiasts of all ages can look

forwa rd to visiting the new World Chess Hall
of Fame and Museum, which opens fall 2011
In St. Louis, Missouri. The museum features

WORLD 1CHESS
HALL oF FAME

an extensive exhibit area as well as interactive learning center. Find out
more by going to www.WorldChessHOF.org.

Wikip edia.org/ Michae 1 L. Kau fman -
page 18

Wikipedia.org/ The Yorck Project- page 14
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MERIT BADGE LIBRARY

ThoughintendedasanaidtoBoyS couts, Varsity Scouts. and qualified Venturers and
Scou ts in m eet ing mer it ba dge requi remen ts, these pamphlets are of general
111tere st and are mad e avail able by many schools and public lib raries. Th e latest
3 3 ion date of each pamphlet might not correspond with the copyrig ht d ate sh own
SOlutlons tO DlreCt Mate PrOblems ti elow, because this list is corrected only once a year, in January. Any number of merit
Imdge pamphlet s may be revised throughout the year; others are simply reprinted until

CHESS RESOURCES

DM1 Queen takes paw n on hifor checkmate a revision becomes necessary.
(Qxh7#). Th e queen is guarded by the If a Sco ut has alre ady sta rted working on a meri t badge when a new edition for that
pamphlet is introd uced, he may continue to use the same merit badge pamphlet to earn
rook on h1l. ) h -
the badge and fulfill the requirements therein. In other words, the Scout need not start
DM2 Queen takes pawn on hifor checkmate over again with the new pamphlet and possibly revised req uiremen ts.
(Qxh7#).The queen is guarded by the Merit Badge Pamphlet Year Mefit Badge Pamphlet Year Merit B4dg1< Pamphlet Year
biShOp on d3. ﬁmencan Business 2002 Enlr_epreneurshlp 2006 thotog_raphy 2005
merican Cultures 2005| Environmental Science 2006 | Pioneering 2006
DM3 Queen takes pawn on g2for checkmate American Heritage 2005 | Family Life 2005 | PlantScience 2005
. American Labor 2006 | Fa.rm Mechanics 2008 | Plumbng 2004
(Qx g2#).T he queen is guarded by the lInimal Science 2006 | Fingerprinting 2003 | Pouery 2008
. Archaeology 2006 | Fire Safety 2004 | PublicHealth 2005
knight on h4. I chery 2004| FirstAid 2007| Public Speaking 2002
ueen to g2 for checkmate -02# ). The Archilectureand Fishand Wildlffe Pulp and Paper 2006
DMm4 Q . 9 (Q 9 ) landscape lIrchitecture 2010 Management 2004| Radio 2008
queen is guarded by the pawn on h3. 1/\;\ ég% l;ilsh'i:ngh. 2009 | Railroading 2003
stronomy ly-Fishing 2009 | Reading 2003
OMS Rook to hB for checkmate (R- hB#).The Athletics 2006 | Foresty 2005 Reptile and
. AutomotiveMalntenance 2008 | Gardening 2002 Amphibian Stud: 2005
rook on hB is guarded by the rook on h1. o A RPBIEN Sy
Aviation 2006 | Genealogy 2005 | Rifle Shooting 2001
- Backpacking 2007 | Geocaching 2010 | Rowing 2006
DM6 ROOkl to hBfor CheCkmat‘e (R hB#)'T he Basketry 2003 | Geology 2005 | Safety 2006
rook is guarded by the bishop on c3. Bird Study 2005 | Golf 2002 | Salesmanship 2003
Bugling (see Music) Graphic Arts 2006 | Scholarship 2004
DM7 Rook takes pawn on /7 for checkmate Camping 2005 | Hiking 2007 | Scouting Heritage 2010
B : Canoeing 2004 | Home Repairs 2009 | Scuba Diving 2009
(RXhI # ) The kmght stops the black kmg Chemistry 2004 | Horsemanship 2010 | Sculpture 2007
from escaping to gB. Cinematography 2008| Indian Lore 2008 | Shotgun Shooting 2005
X itizenship in the Insect Study 2008 | Skating 2005
OoMB Bishop to bl for checkmate (8 -bl #). The Community 2005| Inventing 2010| Small-Boat Sailing 2004
. P . .y Citizenship in the Nation 2005 | Journalism 2006| Snow Sports 2007
knight eliminates the white king's only Citize_nshgin the Wortd 2005 | Landscape Architecture Sol and ?Nater
escape square (gl) (C:)I\{n%lnﬁ ; gggg . {see Architecture) 2003 | s Consl,zervlation 5884
. oln Collecting aw pace Exploration 4
DM9 Knight to f2 for checkmate (N -f2#). This is Collections 2008 | Leatlerwork 2002 | Sports 2006
" " Commuiication 2009 | Lifesaving 2008 | Stamp Collecting 2007
known as a "smothered mate" because gompotsiteMateria\s 22889 l\’/\lﬂargm_al Study 5888 ssuryeyi_ng gggg
. . omputers edicine wimming
White has taken away all of the white Cooking 2007 | Wetaiwork 2007 | Textie 2003
P s CrimePrevention 2005 | Model Design andBuilding 2010 | Theater 2005
king's escape squares. Note that if it Cycling 2003| Motorboating 2008 | Traffic Safety 2006
were White's move, rook to dB would Dentistry 2006 | Musicand Bugling 2010 | Truck Transportation 2005
Disabilities Awareness 2005 | Nature 2003 | Veterinary Medicine 2005
be checkmate. Bogﬂ(_:are 2003 | Nuclear Science 2010 | Water Sports 2007
. rafting 2008] Oceanography 2009| Weather 2006
DM10 Pawn to g2 for checkmate (g2# ). The white Electricity 2004 | Orienteering 2003 | Whitewater 2005
king cannot capture the 92 pawn because Eleclronics 2004 | Painting 2008 | Wilderness Survival 2007
o . Emergency Prepareciness 2008 | Personal Friness 2006 | Wood Carving 2006
it is guarded by the bishop on h3.The Energy ) 2005 | PersonalManagemeit 2003 | Woodwork 2003
. . ngineerini 2008 | Pets 2003
white king cannot capt ure the pawn on 42 9
because it is guardedby the knight BOY SCOUTS OF AMERICA « SUPPLY GROUP
on g4.The white king cannot move to g1
because then it would be in check by the NATIONA LDISTRIBUTION CENTER DIRECT MAIL CENTER
awn on /2 2109 Westinghou se Boulevard P.O.B ox 909
P : P.O. Box 7143 Pineville, NC28134-0909
Charlott e, NC 28241-7143 For fa st cr edi t ca rd orde rs-
VISA , Mast erC ard, Am erica n Ex pr ess -
96 CHESS www.scoutstuff.org cal | BSA op erator s toll- free

1-800-323-0732




