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Chapter 1

    GAME OVERVIEW AND INTRODUCTION TO THE GAME

    SO, YOU WANT TO LEARN how to play chess? Good for you! Chess is a fun and interesting game that you can enjoy for your whole life. Chess is also a very old game that people have played all over the world for almost 2,000 years!

    To use this guide, it would help to have a chessboard in front of you. It doesn’t have to be fancy, but it should have all of the pieces, which we’ll talk about later. It can either be a physical board or on the computer, but it will be easiest for you to understand the directions if you can follow along on your own. There are pictures to help you, but some of the movements will make more sense if you get to do them yourself. It will help you learn if you can play with a friend or against a computer to practice all of the different moves and strategies. It’s okay to just learn some of the steps and then practice those for a while until you are comfortable with them. Then, once you’re ready to move on, you can try the next section!

    To begin, you need two people and a chessboard. The two people play against each other. The goal of the game is to capture the ‘King’ piece of your opponent, the person you’re playing against. To capture the king, you have to attack him with other pieces. An attack on the king is called ‘check.’ If you attack the king in such a way that he has no way to get out of it or avoid it, it is called ‘checkmate, ‘ and the game is over. The king that is checkmated has lost.

    In order to try and checkmate the king, you take turns moving your pieces one at a time. While you move, you can capture other, less important pieces, by landing on the same square as them and removing them from the board. The first thing you need to know in order to play is what the board looks like and how the pieces move.

    



Chapter 2

    THE CHESS BOARD AND PIECES

    A CHESSBOARD IS A SQUARE with lots of squares in two alternating colors. When the board is in front of you, the bottom left square should be the darker color and the bottom right square should be the lighter color. If this isn’t how your board looks, turn it part way around until it is. This is the correct way for your board to face. Now if you put your finger on the bottom left square (it should be a dark one), you can trace a line to the other three corners. If you trace a line up to the top left square (a light one), this is called a file. There are 8 files going from your side to your opponent’s side. These are sometimes lettered from A to H (starting from the player with the light piece’s side) so you can keep track of them. Now if you start back at the bottom left square (the dark one), you can trace your finger across the board to the bottom right square (a light one). This line is called a row (or rank). There are 8 rows going from one side to the other. These are sometimes marked with the numbers 1 through 8 (from left to right on the side of the white pieces) so you can keep track of them. Even if the letters and numbers are not written on your board, you can still imagine them there to describe where all of the pieces are.

    This means that eight squares going across the board by eight squares going up and down the board make a total of 64 squares on the board. All 64 squares can be labeled by the letter of their row and the number of their file. Can you identify which square would be called A-1 on this board?
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    Good, now try H-4. 
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    What about B-6? 
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    M-14? 
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    That one’s a joke! There is no M-14 on a chessboard, only the letters A-H and the numbers 1-8.

    Now put your finger back on the bottom left square (A-1) and trace a line going all the way to the top right square (H-8, a dark one). This kind of line is called a diagonal. The diagonal isn’t just a line that goes from corner to corner, but any line that follows that same pattern. A diagonal line will always follow squares of the same color.

    Now that you know what the board looks like, let’s learn about the pieces. Both players start with 16 pieces, enough to fill up two rows each. Not all pieces are the same though, and each one starts in a specific place and can move a certain way.

    The first kind of piece is called a ‘Pawn’. A pawn is the least important of the pieces, and so each player starts out with 8 of them. The pawns all start in a line one row away from the end of the board. This means that all of the light pawns are lined up on row 2 and all of the dark pawns are lined up on row 7.
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    The next kind of piece is called a ‘Rook’. Rooks usually look like some type of castle or tower. Each player gets two rooks and they go in the two corners on each player’s side of the board. That means the light rooks go on A-1 and A-8, and the dark ones go on H-8 and H-1.
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    The next two pieces are the ‘Knights’. Knights are shown by a horse’s head and they start off just to the inside of the rooks. That means the light rooks are on A-2 and A-7, and the dark ones are on H-7 and H-2. 
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    Next inside the knights are the ‘Bishops’. The bishop usually looks like a curvy statue with some kind of point at the top. Sometimes it looks similar to the pawns, but is larger, and often it has a diagonally slice through the top of it. The two light bishops sit on A-3 and A-6, and the dark ones sit on H-6 and H-3.
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    The last two pieces are the King and Queen. The King is the most important piece in the game and the Queen is the most powerful. The Queen always sits on her color, so the lighter queen sits on A-4 because it is also light colored, and the darker one sits on H-4 because it is dark colored. Finally, the light king sits in the remaining open spot, A-5, and the dark king sits in the remaining open spot on his side, H-5. This means that the two queens are facing each other on the same file, and so are the kings on their file.

    
    If you’ve set up your chessboard correctly and the pieces are well made, the king and queen should be the tallest pieces on the board, with each piece getting shorter on either side. This is a good way to check if you have the order right.

    So that is where all of the pieces start out the game, but starting is only the beginning! The next important part is how each of them moves.
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    The pawns are the weakest of all of the chessmen on the board and are the most limited in how they can move. Pawns can only move forward along their file one space per turn, unless they are capturing a piece, which they must do by moving one space on the diagonal. An exception to this rule is if you are moving a pawn from its starting position for the very first time, in which case you may either move the pawn one, or two, spaces forward. 
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    Move your pawn on D-2 forward one space. Now move it back to where it started. Now move your pawn on D-2 forward two spaces. Either of these are an acceptable first move for a pawn. Place an enemy pawn on E-5. Now move your pawn from D-4 to E-5, removing the enemy pawn in the process. This is the only way a pawn can attack. 
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    If you imagine that the pawns are worth 1 point, then the next least valuable pieces on the board are the knight and bishop. If a pawn is worth 1 point, a knight and a bishop are worth about 3. The pieces don’t actually have point values, but thinking of them this way can help you decide if a piece is worth trading once you’re playing. If you kill a knight with a pawn and then lose your pawn, that was a good trade because you captured a piece that was more valuable than the one you lost! But if you kill a pawn with your bishop and then that bishop is captured, that is a bad trade because it would have been better for you to have the bishop than capture the pawn. 

    A bishop can only move along the diagonal but it can move any number of squares until it is either blocked by one of it’s own pieces or captures one of its opponents’ pieces. When the board is first set up, each player has one bishop on a light square and one on a dark square. A bishop will never move off of the color that it started on, so if the bishop on the dark squares is captured, all of the darker squares will be safe from the other bishop, and vice versa. 
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    Place only your bishops on the chessboard. Now slide your light square bishop along the diagonal. You can stop on any square and change direction. Move them all along the light squared diagonals. Now put it back and try it with the dark square bishop, moving him all along the dark squares on the board. Good job!
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    A knight has the strangest pattern of any of the chess pieces. It has an advantage over the other pieces because it is the only one who can jump over others. Every time it moves, it goes in an ‘L’ shape—two squares going one way and then one square the other way. It can move to any open square or capture any piece at the end of it’s ‘L’, even if there are other squares in the ‘L’ that are taken. 
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    Place your knight in the center of the board. Now jump your knight to all the other squares that he could move to. There should be eight different squares that he can jump to. Now place him on the edge of the board. Now there are only four different squares that he can jump to.

    The next most valuable piece is the rook. The rook is worth about 5 times what a pawn is worth. Rooks can move up and down the files or back and forth on the rows. They cannot move diagonally or move through any pieces.
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    Move your rook up and down the rows and back and forth. A rook is very deadly, but it can take a lot of moves to get him around sometimes. Move him across the board diagonally by stair stepping him up and over, up and over. See how it takes a lot of moves?

    The most valuable piece on the whole board is the queen. She is worth about 9 points, or 9 times what a pawn is worth, and you’ll be very sad if you lose her. She can move any number of squares up and down the files and back and forth on the rows, like a rook can, but she can also move diagonally like a bishop. The only thing she can’t do is jump over pieces or move in an ‘L’ like the knight does. Because she is so mobile, she can be very deadly.
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    Place your queen on the board and move her like a rook. Now move her like a bishop. See how easily she can move around the board? It really is wonderful to be so mobile. 

    The final piece is the king. The king does not have a point value because his value is unlimited! By him the game is won or lost. He can’t move as well as some of the other pieces though. He can go any direction, but only one space at a time. The king cannot move into a square where there is danger, meaning he cannot move into a square that is under attack. This is important to pay attention to because it may limit his options, even if all the squares surrounding him are open.
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    Put your king on the board. Move him one square at a time, stopping in between. Good job!

    Those are the basics that you need to know in order to have fun playing chess! It doesn’t take long to get used to how the pieces move and to start enjoying yourself. Once you’ve mastered that, we’ll look at a few other special cases that you might want to know about.

    



Chapter 3

    LEARNING TO CASTLE AND PAWN MOVES

    There are three different ‘special moves’ that are also allowed in the game. 

    The first special move is called castling. On a normal turn, you can only move one piece at a time and you can’t go around other pieces. Castling is an exception. To castle, you have to have all of the pieces between the king and one of the rooks out of the way. If that is already done, in one move you can move your king two spaces toward the rook, and then move your rook over the king to the other side of him! You get to move two pieces in the same turn and jump one over the other! Again, the board has to look like this or this before you can castle...
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    ...and then after one move it will look like this. 
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    Castling is a great way to get your rook out into the action and keep your king safe and protected. There are a few rules about castling though: You cannot castle if you have already moved either the king or the rook you want to castle with since the start of the game—they both have to be in their original, untouched positions. You cannot castle if the king is under threat, called ‘check’.
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    You also cannot castle if the king would have to pass through a square that would put him in ‘check’ in order to castle. Because of these conditions, it may be impossible to castle later in the game, so try to get your pieces out of the way early so you can move him to safety!
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    Can you practice castling? Put just one rook and your king on the board in their starting positions. Now move the king toward the rook two spaces, and lift the rook over the king into the spot next to him. 

    DON’T YOU FEEL LIKE YOU GOT A LOT FOR ONE MOVE?!

    The next two special moves are something that only the pawns can do! The first is called ‘en passant’, which means ‘in passing’ in French. Imagine an enemy pawn comes within two rows of your second row, where all of the pawns started—we’ll say the pawn is on E-4. 
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    If you were to move your pawn on F-2 forward one space to F-3, it would be vulnerable to attack from the enemy pawn on E-4, because pawns attack on a diagonal.
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    So instead of moving your pawn from F-2 to F-3, you do what the pawns can do on their first move and move it two spaces, to F-4. Now it is standing next to the enemy pawn on E-4. You may think that you got away with moving past the attack zone, but you didn’t. The enemy pawn on E-4 can still attack the space that you passed through, F-3, doing the ‘in passing’ move and capturing your pawn that you tried to sneak passed on F-4. Make sense? The pictures help. 
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    Practice doing an ‘en passant’. Look at it from both sides of the board, both directly in front of you where it is being done to you, and across the board where you are doing it to you enemy.

    The final special move that is the secret weapon of the humble pawn is called a pawn promotion. All this means is that if you can get one of your pawns all the way to the furthest row on your opponents side, you can swap out that pawn for any piece that you want! The only piece that you can’t turn it into is a king, because there can only ever be one king. You can change it for a queen though, or a bishop, or a knight, or a rook. Even if you haven’t lost those pieces, you can still make the pawn one of them. This means you could have 3 rooks on the board or 2 queens! Since a queen is the most aggressive piece on the board, usually that is the piece that you’ll want to promote your pawn too, but you don’t have to if you’d rather use something else. If you promote to a piece that you have already lost, it is easiest to just substitute out the pawn for that piece. If you are promoting your pawn to something that you don’t have an extra of, you and your opponent will just have to remember what it is, or somehow signal that it is different than a regular pawn.

    Put your pawn on the board on the furthest row from you. Now, what would you like to change it into? Switch the pieces to the one you want.

    



Chapter 4

    HOW TO BEGIN THE GAME OF CHESS

    NOW YOU KNOW ALL THE special tricks, and you can really play a game. But how do you start? It can seem overwhelming with so many options, but there are a few things to focus on that will help you.

    First, to start playing Chess, the player with the light pieces makes the first move. Usually, the first move will be a center pawn move, either d4 or e4.
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    Another good move at the beginning is to jump your knights out over the front line and toward the middle. 

    [image: F:\Work\chadbomberger\Chess\image28.jpg]

    [image: F:\Work\chadbomberger\Chess\image29.jpg]

    The goal at the beginning of the game is to give your pieces room to move around a little. You don’t want anyone to be trapped. For instance, your bishops can’t move until at least one of the pawns diagonally in front of them gets out of the way. Knights can jump over the pawns to get into a better position, but everything else needs a road opened for it. 

    You want to keep your king safe and secure, so it’s a good idea to castle as soon as possible. This also moves your rook into an area with more mobility and hopefully lines it up with the other rook, connecting them to keep them safer. When you first start, you don’t want to be too aggressive with your queen or you risk losing her, instead, try to control the center squares with your pawns and minor pieces, the bishops, and knights. Be careful not to move the same piece too many times in the beginning, instead; you want to use your early turns to get each piece into a better position. There’s no reason to move pawns around more than you have to in order to open up lanes. 

    While you’re doing all of this, be careful! The goal of the game is still to capture the enemy king and you need to keep your eyes peeled for opportunities to take a valuable piece and expect that your opponent wants to take yours! There’s no rule that says you have to wait a certain number of turns to start attacking or to even finish the game with a checkmate! You have to stay on your guard and remember the kings at all times. 

    
    
    
    Here’s a quick recap:

    
    	Move pieces to where they will have more mobility

    	Move pieces out of the way, so the more important ones aren’t stuck

    	Keep your king safe—castle early

    	Connect your rooks

    	Don’t risk your queen

    	Don’t move the same piece twice unless you really have to

    	Don’t move pawns for no reason

    	Stay on guard!



    If you try to focus on those, you’ll be putting yourself in a strong position for the rest of the game. After about the first ten moves (ten for you and ten for your opponent), take a break to evaluate your position.

    Did you move any pieces more than once?

    If you did, should you have?

    Do all or most of your pieces have somewhere that they could go?

    How safe is your king?

    Who seems to have the better (more mobile, more pieces front and center) position on the board?

    



Chapter 5

    MID-GAME STRATEGIES

    HOPEFULLY, YOU’RE LEARNING NOW HOW to get yourself in a good position from the start. Once you’ve finished opening, usually the first ten moves or so, you should have your pieces in much better positions than they started. Hopefully, you have some control over the middle of the board, and your pieces have somewhere they can move. Maybe if you’ve done really well you’ve already captured some of your opponent’s pieces!

    Now what you need to do is to continue to move the game in your favor. First, you need to make sure your king stays protected. You can never forget that the whole game is about him. The best strategies in the world are no good if your king isn’t safe! In the same way, keep your eye on the other king! If your opponent makes a mistake or forgets to protect him, be ready to make a move. In the meantime, you want to keep your pieces coordinated. This means that each of your pieces is reinforced by another one that could instantly move to the same square. The reason that this is important is that you want to make sure that if one of your pieces gets attacked and taken, you can immediately capture the piece that attacked. Your enemy should never be able to take one of your pieces without losing a piece of theirs in return.

    For instance, the black knight could be captured by the white queen. However, the pieces are well coordinated so that if the queen takes the knight, the black bishop can immediately move onto the same square, capturing the white queen. This is good coordination. The white queen is probably more valuable to the player of the white pieces than the black knight is to that player, making the exchange bad for the white player. Play with all of your pieces, not just one or two. You will be much stronger if you use them as a unified army and not just as individuals—or even worse, if you only really rely on one or two pieces!
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    If you only rely on one or two pieces, you are bound to lose them and be devastated, with no idea how to play once they are gone. Instead, try to move all of the pieces systematically. When you move a piece, keep it in line with another piece that can support it. Then scoot that piece or another one to a spot where it can back up the spot where you want it to go. It’s like doing monkey bars—you don’t let go of the old rung until you have a grip on the next one! Don’t just throw pieces out there to die.

    During the middle game, search the board for weak squares, or squares that are not easily attacked. These can be caused when pawns are staggered and there is a gap behind them.
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    If you get your pieces on weak squares, you can survey the board and attack without being at too much risk. Avoid creating weak squares of your own or your enemy will take advantage of them in the same way!

    It is a good idea during the middle game to exchange pieces. This is useful to open up the board for more mobility, as well as to increase an advantage if you have one. Always try to lose the weaker piece in an exchange, and pay attention to what you still have. 

    Another thing to try for during the middle game is called ‘tactics’. Three of the most common tactics are a pin, a skewer, and a fork.

    PIN

    Pinning a piece means that you are attacking a square with a more valuable piece behind it. This is just like sticking a pin through a bug and then into a board. It is great for capturing pieces, or for keeping them out of play. For instance, if your queen is lined up with a pawn, but there is a rook behind it, the pawn is ‘pinned’. The pawn is pinned because if it moves out of the way, the queen can instantly take the rook. 
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    Sometimes a pin is used on a piece that normally would be able to attack back, like two rooks with a bishop in between. If there was no bishop, either player could attack and take the other. But if there is a bishop, or any other piece, in between, whichever player has that piece would be the one to lose the rook if they moved it. To relieve a pin, the more valuable piece in the back would need to be moved. So if a rook was moved over, the pin is no longer in effect and the bishop can be moved without giving up any other piece.

    Pins are very effective against the king as well, because if you pin a piece against the king, it cannot move until the king is moved, because moving the piece would reveal a check. You can never move your own pieces to cause a check on your own king. 

    A pin is also a good way to take pieces without losing your own. Even if your opponent is very well coordinated and has support on all of their pieces, putting one of the protector pieces in a pin against the king means you can attack the piece it was protecting without losing your own piece.

    SKEWER

    A skewer is like a pin, except that the more valuable piece is in the middle. For instance, if a bishop was lined up to attack the queen, and behind the queen on the same line was a knight. The second player will want to move the queen in order to save her, but has to leave the secondary piece, the knight, under attack. 
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    FORK

    A fork is when you attack two pieces at the same time, usually with the same piece. The knight can be a great piece to make a fork with. This means that you move the piece to a square where it can go one direction and capture a piece, or another direction to capture a different piece. Because your opponent can only move one at a time, they have to choose which piece they will save, and which one they will lose. 
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    Sometimes a fork will take place with two different pieces attacking. This causes the same problem for your opponent: they have to choose which piece they would rather lose and they are forced to give up at least one of them.

    Practice using each of these tactics. Try to get them just for practice, even if you lose a few pieces or lose the game your first couple times around. Practicing tactics will help you to see them quickly and easily on the board when you have an opportunity. There are many chess games online that can help you practice tactics.

    Did you get to use a tactic?

    Did you have any tactics used against you?

    Stop in the middle of a game and look: are the pieces well coordinated? Does everybody have a defender?

    The purpose of all of these tactics and other strategies is to create an advantage and an opportunity to capture the king. But you could capture all of the pieces on the board and have an advantage for the whole game and still not win if you don’t know how to force a checkmate. So let’s get you started winning your first game.

    



Chapter 6

    HOW TO CHECKMATE

    THE ONLY WAY TO WIN a game of chess is to checkmate. Sometimes this can be the hardest part of the game.

    To checkmate is to attack your opponent’s king in a way that he cannot escape. If the king is attacked, but can escape, it is called ‘check’. Some ways a king may escape from check are 1) moving out of the way, 2) blocking the attack with another piece, or 3) capturing the piece that is attacking. If the king cannot do any of these three things when he is attacked, the game is over and the player attacking the king wins.

    So what are some common ways to checkmate? Here are a few:

    CHECKMATE WITH A QUEEN

    The most common way to checkmate is with a queen and at least one other piece. With the king backed up against the edge of the board, the queen moves in directly next to him, both attacking and blocking any available square he could move to. If she is left unsupported, the king could just kill her, but if there is any piece backing her up, a knight, rook, bishop, or even a pawn, he cannot get out of the checkmate.
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    CHECKMATE WITH A QUEEN AND ROOK OR TWO ROOKS

    Another great way to checkmate is with a queen and a rook or two rooks. Because these two pieces can each block an entire row or file, they can do what’s called ‘laddering’. Laddering forces the king to back up until he’s at the end of the board and has nowhere to go until he is finally stuck in checkmate.
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    If you’ve lost your queen, you don’t have to worry—you can checkmate without her. Usually, to checkmate without the queen or two rooks requires your opponent’s king to be somehow trapped by his own pieces. Here are a few ways examples:

    BACK ROW MATE

    Sometimes your enemy’s chessmen can actually work in your favor. If the king looks safe and sound behind a row of pawns, you may be able to trap him with one rook. This is like laddering, but the other player’s own pieces form part of it when you send your rook all the way to the back and attack the king without anywhere for him to go. 
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    THE SMOTHERED MATE

    Like the Back Row Mate, sometimes a player’s own pieces can be used against them. If the king is surrounded by pieces and you attack with a knight that can jump over pieces, the king will have nowhere to escape! Checkmate.
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    There are many other ways to checkmate. In addition to these, it is possible to checkmate with a bishop and a rook, two bishops, a rook and a knight, or even just the king and some pawns. 

    Did you make a checkmate?

    



Chapter 7

    HOW CHESS GAMES ARE DRAWN

    IT IS POSSIBLE THAT A game of chess has no winner. This is called a ‘draw’. A draw happens when one of the several things happen.

    The first possible draw is ‘perpetual check’. This means that a player gets stuck where their king is in check and they can move out of it, but every time they move the other player can just check them again and move them back. This would result in the same two moves being repeated over and over without actually forcing a checkmate. This results in a draw.
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    Another draw happens when the king is not in check, but a player has no possible moves. This usually happens when one player has almost no pieces on the board. This is a good reminder that the goal of the game is not to corner the king, but to checkmate him. Sometimes toward the end of the game, you can accidentally corner the king without him actually being threatened and without there being any other pieces to move.

    A third way games are ‘drawn’ is due to insufficient material on the board. If there are only the two kings on the board, only a king and bishop, only a king and knight, or only a king and two knights against a king, the game cannot end in a checkmate and it is a draw.

    Other than these reasons, a draw usually happens because of repetition. If both sides have made 50 moves or more without anything being captured, a draw may be called, or if the same two positions have been repeated back and forth three times in a row. This is usually a sign that the game is going nowhere.

    Try to avoid a draw… unless you are playing a player who is much better than you! In that case, a draw can be a great victory! You didn’t get checkmated! Congratulations! Often when two very good players play against each other, the game will end in a draw because they are both so good that even a good player can’t checkmate them. If you are toward the end of a game and on the defensive, you may want to try to force a draw instead of losing.

    Have you ended up in a draw?

    Did you want the game to be drawn or did it happen by accident?

    



CONCLUSION

    NOW YOU KNOW EVERYTHING THAT there is to know to enjoy a game of chess!!

    As you learn and improve and these elements of play become more familiar to you, you will find it more and more fun to play. There are millions of different possibilities and board positions in chess, meaning that no two games will ever be alike.

    Remember, always protect your king and look for openings to attack your opponent’s king. Start out by moving one piece at a time into a more open and mobile position, preferably toward the middle of the board. Exchange pieces to make room and control the middle. Connect your pieces so that they can protect and defend each other and use less important pieces like the pawns, knights and bishops at the beginning instead of risking the more valuable rooks and queen.

    Once the game is in full swing, try to create an advantage in position or in pieces by exchanging pieces. Keep your pieces coordinated so that you never lose a piece for no reason, and look for openings and weak squares on your opponent’s side of the board.

    To finish the game, you have to checkmate the king. Use the queen, rooks, bishops, knights, or even the pawns to corner and attack the king. But watch out and make sure your king is safe while you do it! Keep your eye out for a king that looks protected, but can really become trapped by his own pieces and stuck in a checkmate. Once you have checkmated your first king, celebrate! You have won a great victory!

    Most of all, make sure to have fun. It takes some time to play chess well, so try to play with people of the same level as you for practice. Occasionally, stretch your wings and play with someone much better. You will learn more from playing a better player and losing against them than from winning a hundred games with someone who’s the same as you.

    Never worry about defeat—in chess, it is the very best way to learn.

    And teach others to play! Teaching younger kids or even adults how to play can help you master all of the moves, rules, and strategies.

    No matter what else you do, keep at it and don’t give up. You never know—one day you may become the world’s greatest Grandmaster.

    



Thank You!

    I hope you have enjoyed this book as much as I’ve enjoyed writing it! If you would please take 20 seconds of your time to review this book, it would mean so much to me, to hear how you’ve enjoyed it.
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