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lt'5 me again, 
KIRIL the PAWN. 

WELCOME TO 
VOLUME TWO! 

If yo u l i ked  t h e  fi rst vo l u m e of Winning Chess Puzzles For Kids, t h e n  yo u ' re s u re 
to enj oy t h i s  book  too . I t ' s  packed w i th  t h e  s a m e  great stuff .  Lots of fun p uzz l e s  
and l ots of c h a l l engi ng p ro b l e m s ,  w h a t  m o re co u l d  yo u a s k  fo r? 

This  wo rkbook  cont inu e s  w h e re Vo l u m e  1 l eft off ,  inc l u d ing t h e  nu m be rs on 
some of the  s h eets . Fo r exa m p l e ,  t he  f i rst contest h e re i s  #41. 

The no rm a l  c h e s s  exerci ses  ( mates and tact i c s )  a re a l i tt l e  m o re advanced 
than Volume 1. T h e  f i rst  sheets may seem e a sy,  bu t  they  get m u c h  t o u gh e r  as  
the book goe s  on .  The i m po rtant t h i ng i s  to s p e nd eno u gh t i m e  on e a c h  p o s i t i o n  
to fi n d  t h e  co rrect answe r. D on' t b e  sa t i sf i e d  w i t h  s co r i ng 8 0%.  Accu racy i s  a n  
impo rtant part of be ing a strong c h e s s  p l a y e r, a nd s o l v i ng t h e se p ro b l e m s  i s  a 
good way to d eve l o p  t h at s k i l l .  

White moves fi rst i n  most  d i agra m s .  E xa m p l e s  w i t h  b l a c k  to p l ay a re c l e a r l y  
m arked . S o l u t i ons a re given at  t h e  b a c k  of t h e  b oo k .  A p o i nt i ng f i nge r on e a c h  
exerc ise  s h eet  te l l s  yo u w h i c h  pa g e .  Cir" 250 m e a ns " s e e  page 250 " .  

Ma n y  of t h e  p ro b l e m s  can b e  s o l ve d  fro m t h e  
d i ag ra m ,  w i t h o u t  sett i ng u p  t h e  p i e ce s  o n  a 
chess boa rd . B u t  you  m a y  want to set  u p  t h e  
hard e r  pos i t i ons ,  l i ke t h e  m ate s i n  2 ,  so  y o u  
can see m o re c l e a r l y . I f  y o u  u s e  a b o a rd , try 
to fi n d  the answe r w i t h o u t  m o v i ng t h e  p i e ce s , 
just l i ke d u r ing a ga m e .  

Than ks aga i n  to m y  pa l s  fro m Scholar's Mate 

magaz ine ,  e s p e c i a l l y  Rocky Roo k ,  B i ff t h e  B ,  
Li l y  Pawn, and Fr i zoon. We h o p e  you  h ave a 
good t i m e  w i th  o u r  p u zz l e s !  Kiri/ 
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"ow TO READ 

Read i n g  chess  i s  as  easy as  A B C ! 
T h e  board h a s  8 files a n d  8 ranks. F i l e s  
a re the  rows o f  s q u a res t h a t  go  u p  a n d  
dow n .  E a c h  one  i s  nam ed by a l ette r. 
Ra n ks a re the rows tha t  go s i d eways . 
Each  o n e  i s  na med by a n u m b er .  

Every sq u a re has  i ts own name too . The 
fi rst part i s  i ts fi l e .  The seco n d  p a rt i s  i t s  
ra n k .  In th i s  d i a g ra m ,  the  w h i te pawn h a s  
moved to e4 a n d  t he  b l a c k  p a w n  t o  e5. 

8 
7 
6 
5 
4 
3 
2 

a b c d e f g h 

W h e n  a m ove i s  wr i tte n d o w n , t h e  f i rst  
ca p i ta l  l ette r s h ows w h i c h  p i ece move s .  
Q i s  q u ee n . R i s  roo k .  B i s  b i s h o p .  N i s  
k n i g h t beca use the k i n g  i s  K. I f  t h e re ' s  n o  
ca p i ta l l ette r, t h a t  m e a n s  a p a w n  m oves . 

The next th i n g  wr i tten i s  t he  sq u a re t he  
p i ece moves  to . Bc4 s h ows that  a bishop 

moves to th e square c4 . 

W h e n  a p i ece i s  captu red , a n  x i s  p u t  
before t he  sq u a re .  Qxf7 m e a n s  t h a t  a 
queen takes on fl . 

If a pawn m a kes a ca ptu re ,  t he  l ette r of 
the fi l e  i t  sta rts on is g iven  fi rst , a n d  t he n  
a n  x, fo l l owed by the  s q u a re i t  ta kes o n .  
exd5 says a pa wn o n  th e e-file captures 

on the square d5. 
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fl C"ESS 
GAME 

Somet i mes  two p i eces of t h e  s a m e  k i n d  
ca n m ove t o  t he  s a m e  sq u a re .  W h e n  that  
h a p p e n s ,  a n ot h e r  sma l l  l e tte r i s  w r i t te n 
after  t he  p i ece to s h ow w h i ch fi l e  i t  ca me 
fro m .  Rae1 m e a n s  the  rook on th e a-file 

m o ve s  to square e 1 .  
I f  t he  p i eces tha t  ca n m ove to  t he  s a m e  

s q u a re a re o n  t h e  s a m e  f i l e ,  t he n  t h e  
n u m be r  of  t h e  ra n k  t h a t  i t  s ta rted o n  i s  
u sed i n stea d . N 6e4 s a y s  t h a t  t h e  knight  

on th e 6th ra nk m o ves to  e 4 .  

H e re a re s o m e  s p e c i a l  s y m b o l s  : 

+ check 

# checkmate 

0-0 castles kingside 

0-0-0 castles queenside 

e.  p .  en passant 

=Q promotes to queen 

1 - 0 white wins 

0 - 1 black wins 

%-% draw 

! excellent move 

? mistake 

!? cool move 

?!  weird (weak) move 

T h e  g a m e  b e l ow i s  wr i tten  i n  algebraic 
nota tion .  K i r i l  was  new to chess  a n d  fe l l  
i n to a n  o l d  tra p ca l l ed  Scholar 's Mate. 

w h ite : ROC KY b lack :  KI R I L  

1 .  e4 e5 

2. Qh5 d6 

3 .  Bc4 Nf6? 

4.  Qxf7# 

O h  n o !  K i r i l  got  m ated i n  j u st fo u r  moves . 
That  was  n o  fu n !  
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I N T RO DUC T I O N  

Tact ics are t h e  moves that w i n  games.  T h e  basic tact ical terms are e x p la i n e d  b e l ow. 
In  each Tactics 101 posi t i o n , the g o a l  is  to fi n d  a move t h a t  w i n s  a p i ece (Q , R,  B ,  N )  

o r  t h e  exchan g e  (R fo r B ,  o r  R fo r N ) .  Gai n i n g a paw n i s  n ot e n o u g h .  

O a b c d e f g h @ a b c d e f g h  8 a b c d e f g h 

FO RK. A fo rk is  a tact ic  w h e re o n e  p i ece attacks two o p posi n g  p i eces at the  sa m e  t i m e .  
I f  e i ther  attacked p iece moves away, the oth e r  ca n sti l l  be captu red . To w i n  materi a l , the 
attacked p i eces m ust be u nd efe n d ed o r  m o re va l u a b l e  than the attack i n g  p i ece . 

Any p i ece can fo rk , eve n the k i n g . T h e  best fo rke rs a re the q u e e n  a n d  k n i g h t ,  because 
they can both move i n  8 d i rect ions.  W h ite h a s  two poss i b l e  fo rks i n  d i a g ra m  # 1 : 1 . Nc7+ 
fo rki ng the b lack ki n g  and q u ee n , and 1 . Q b 5 +  fo rki n g  the b l ack k i n g  and k n i g h t .  

PIN. A pin i s  a tact ic w h e re o n e  p i ece "attacks" two o p posi n g  p i eces al o n g  the sa m e  l i n e .  
T h e  fi rst p iece i s  attacked d i rect ly. T h e  seco n d  p i ece ,  wh ich i s  e i t h e r  m o re val u a b l e  o r  
u n defe n d ed , stan d s  be h i n d i t .  T h e  seco n d  p i ece i s  sh i e l d e d  b y  the fi rst p i e ce ,  a n d  ca n n ot 
be ca ptu red u n l ess the fi rst p i ece m oves away. O n l y  q u ee ns,  roo ks,  and b ish o p s  ca n p i n .  

P i ns can be used i n  many ways to wi n mate rial . P i n n i n g a m o re val uab l e  p i ece ag a i n st the 
k ing  is o n e  co m m o n  way. W h ite ca n win m aterial  in  d i a g ram #1 by 1 . Re 1 , p i n n i n g  the b l ack 
queen agai nst the ki n g .  

X-RAY. A n  x-ray i s  a n ot h e r  tact i c  w h e re o n e  p i ece 
"attacks" two o p posi n g  p i e ces a l o n g  the s a m e  l i n e .  T h e  
fi rst p i ece , wh ich i s  m o re va l u a b l e  th a n  t h e  o n e  t h a t  
stands b e h i n d  i t ,  is attacked d i rect ly .  Aft e r  t h e  fi rst 
p i ece moves away, the attacke r ca ptu res the seco n d  
p iece .  To wi n materi a l , t h e  seco n d  p i ece m ust e i ther  b e  
u n defe nded or  more val u a b l e  t h a n  t h e  attacke r. I n  most 
x-rays, the fi rst attacked p iece is the k i n g  o r  q u ee n .  

X-rays are also known as skewers. I n  d iag ram # 1 , 
wh ite skewe rs the b l ack roo k  with 1 . Q b8+ Kd7 2 . Qxh8.  
In  d iag ram #2 , wh ite wi ns the exch a n g e  with t h e  x-ray 
attack 1 . Bg 5 .  After the b l ack q u ee n  m oves , wh ite ca n 
captu re with 2 . Bxd8. 
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DISCOVE R E D  C H E C K. A discovered check i s  a s p e c i a l  way of c h e c k i n g .  O n e  p i ece 
moves , and a n oth e r  p i ece be h i n d  it ,  t h at was b l ocked befo re ,  g ives c h e c k .  

The piece t h a t  moves t o  u n cove r t h e  c h e c k  h a s  l ots o f  freed o m .  I t  ca n g o  a l most a n yw h e re 
without bei ng ca ptu red , beca use t h e  o p p o n e n t  m u st d e a l  with check fro m a d iffe re nt p iece .  

As a tact ic ,  d i scovered checks ca n b e  used to wi n m ate ri a l  b y  m a k i n g  a d o u b l e  attack .  
In  diag ram #2 , 1 . Bf3+ u n cove rs a check fro m t h e  roo k  o n  e1  and atta cks the b lack b ishop 

on b7. Afte r 1 . . .  B e 7 ,  wh ite wins  the b ishop by 2 . Bxb7 . 

DOUBLE C H E C K. A double check i s  a move w h e re two p ieces g ive check at the same 
t ime. I t  happens wi th  a d i scovered check w h e n  t h e  p i e ce that  moves a l so checks . 

Double ch ecks a re extre m e l y  powerfu l beca use it is  i m poss i b l e  fo r t h e  o p p o n e nt to b l ock 
both checks o r  to ca pt u re both attackers .  The o n l y  way out of a d o u b l e  check is  to m ove the 
ki ng. In  d ia g ra m  #2 , the d o u b l e  check 1 . Bxb5# is  m ate ! 

DISCOVE R E D  ATTAC K. I n  a discovered attack, o n e  p i ece moves so that  a l i n e  of attack 
is open ed fro m a n ot h e r  p i ece . It  i s  s i m i l a r  to a d i scovered check,  except that the u n cove red 
piece does not g ive check; i t  attacks a p i ece i n stead . 

Discove red attacks ca n be u sed to w i n  materi a l , if the p iece that moves a l so m a kes a n  
attack or ca ptu res someth i n g .  A co m m o n  tact ic  is  t o  g ive check with t h e  p i e ce t h a t  m oves . 

In  diagra m  #3 , 1 . Bx h 7 +  checks t h e  b l a c k  k i n g  a n d  o p e n s  a d i scovered attack o n  the b l ack 
queen fro m the rook o n  d 1 .  1 . . .  Kx h 7  2�Rxd 6 .  

Anothe r d i scove red attack that  wi n s  materi a l  i s  1 . Be4 . T h e  b i s h o p  atta cks t h e  rook o n  a8,  
and also u n cove rs an attack o n  t h e  q u e e n  fro m the rook o n  d 1 . 

DOUBLE ATTAC K. A t h reat  to c h e c k m ate i s  j u st a s  fo rcefu l a s  a t h reat  to captu re a n  
ungua rded o r  more va l u a b l e  p iece .  O n e  way to w i n  m ateri a l  i s  to attack a p i ece a n d  th reate n 
mate at the same t i m e .  T h i s  k i n d  of double attack i s  very s i m i l a r  to a fo rk .  

In  d iagram #3 , wh ite wins with 1 . Qe4 ! wh ich t h reate n s  to checkmate by 2 . Qxh7# a n d  to 
win m ateri a l  by 2 . Qxa8. B l ack ca n n ot sto p both th reats . 

TRAPPING PI E C E S .  The s i m p l est m ethod to wi n m ate ri a l  i s  to attack a p i ece that has 
nowhere safe to  m ove . 

Bisho ps a re ofte n tra p ped by pawn s ,  l i ke the b lack b i s h o p  i n  d i a g ra m  #3 after 1 . b4 . 

ABOUT MATE IN 2'S 
Wh en solving a chess p ro b lem, we m ust always play th e b e s t  

m o ves for b la ck. No fair m a king b a d  m o ves! Th a t 's too e a sy. 

I n  a m ate i n  2 p ro b l e m , w h ite g o e s  fi rst . T h e n ,  
n o  m atte r w h a t m o v e  b l a c k  m a k e s , w h i te  g i v e s  
che c k m ate o n  t h e  s e c o n d  t u r n . I n  t h i s  e x a m p l e ,  
b lack wo u l d  b e  m ated after  1 . Q d 3+ K a 5  2 . Q b 5#.  
But  th is  i s  n ot t h e  so l u t i o n ,  beca u s e  b l a ck ca n a l so 
p lay 1 . . .  Rc4+ a n d  t h e re i s  n o  i m m e d i ate m ate . 

Ag a i n st 1 . Q b 3  (t h reate n i n g 2. Qb 6# ) , b l a c k  ca n 
delay m ate i n  two ways: c h e c k i n g  w i t h  1 . . .  Rc4+,  o r  
b l o c k i n g  t h e  q u e e n  by 1 . . .  Rb4 . I n  a re a l  g a m e ,  
these wo u l d  b e  b a d  m oves , s i n ce t h e  b l a ck roo k  
ca n j u st b e  ta ke n .  B u t  i n  a c h e s s  p ro b l e m , t h e y  a re 
good beca u s e  t h e y  sto p t h e  m ate i n  2 .  

And t h e  correct move i s  . . . ce= 259 
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wHITEToMovE F I N D  t h e  K N I GHT F O RKS w1NMATER1AL 

O a b c d e f g h f) a b c d e f g h 8 a b c d e f g h  

O a b c d e f g h 0 a b c d e f g h {B a b c d e f g h  

F I N D  2 FO RKS F I N D  2 F O R K S  F I N D  2 F O R KS 

& a b c d e f g h @ a b c d e f g h  @> a b c d e f g h 

F I N D  3 F O R KS F I N D  4 F O RKS 
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HI BOYS AN D GIRLS!! 

Here 's a rook puzz le 
to keep you busy. Don ' t  
fo rget, a p iece does not 
attack the sq uare that i t  
stands on,  which means 
a second rook wi l l  have 
to atta ck a n y  occu p i e d  
squares .  

Good l u ck!  (ij= 2 5 9  

PLACE 8 ROO KS O N  TH E BOARD SO THAT ••• a b c d e f g h 

A. every square is attacked except the fou r  in the centre (d4 d5 e4 eS). 

B. every sq u a re is attacked except the fo u r  corners (a 1 a8 h 1  h 8). 

C. every square is attacked except c3, c6, f3 , f6 . 

D. the fewest squares a re attacked . 

REMEMBER, A PIECE DOES NOT ATTACK THE SQUARE IT STANDS ON. 

llll'T CllEll 

Tiii BEIT? 

In this word search, you are looking for the basic terms of chess. 

The words be low a re h i dden  i n  the puzz le .  Some a re writte n fo rwa rds and  some backwa rd s .  Othe rs 
go up ,  down , o r  on  a d i agona l . J u st l i ke a q ueen !  When  you fi n d  a wo rd , c i rc le  i t .  Afte r you fi n d  a l l  
the word s ,  the re wi l l  b e  th ree l ette rs not c i rc led . U n scramb l e  those 3 l ette rs to a nswe r t h e  r i d d l e .  

K ING 
QU E E N  
ROOK 
B ISHOP 
KNI G H T  
PAWN 
CAPTU R E  
CAST L E  
PRO M O T E  
EN PASSA N T  

S E T  
B O A R D  
SQUA R E  
F I L E  
R A N K  
D I AG O N A L  
M O V E  
C H E CK 
M AT E  
W I N  
LO S E  

RIDDLE : What is a good thing to take to a 
chess tournament? 
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DKERUTP ACB 

UIKNIGHTIT 

EN AKN ARSPN 

TG DGLBHF A A  

OCRKOORIWS 

MH ASPNSLNS 

OEOTES AEI A 

RCBEVOMLWP 

PKUELTS ACN 

SQU ARET AME 

(ij= 303 
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