Chess

TO BEGlN WITH: Separate 1he black pieces from the white. \
ones, and ‘decide whé plays with white. White makes the
opening move. After sorting the pieces, - each player wnll

~ have the following:—

DIAGBAM 1.

é f

8 Pawns 2 Rooks -2 Knights 1 King

. DIAGRAM 2.—SET UP THE BOARDI

© 1 Queen 2 Bishops

Place the board - be-

- -tween the two

players so that the
first square on each
player‘s right hand
corner is a light one.
Set up the board .
exactly as shown in
Diagram 2 — making
certain that the White -
Queen is on a light
square and that the

_ Black Queen is on a
“dark square.. Every

Chess game starts

like- this:

" THE MOVES: As soon as you learn fhe slmple moves of the

o _vanous Chessmen, you re ready to start.

THE PAWN The Pawn being the. feeblest man on the board :
can.move in ONE DIRECTION ONLY—STRAIGHT -AHEAD.
. On its first move, a Pawn can advance either 1 or 2 squares
| ~_:——at ihe player s chonce, but on all followmg moves, only

-



one square at a time. If a piece happens to be immediately
‘in front of it, the Pawn is blocked and can not advance until
that piece gets out of the way. The Pawn can capture any
opposing, piece which appears in the next square diagonally
_ ahead, either on its right or left. As in  the case of all

captures; the captured piece is taken off the board and

~ the captor moves to ‘the square, formerly held by the
~ captured. Should a Pawn safely.reach his opponent’s first

row, it is-exchanged for a Queen or. any other piece the
player chooses except King. Thus, it's perfectly possible
to have two White or Black Queens on the board at the

. same time. (A coin will serve as a Queen, if a real oneis

riot available.) = . -

THE BISHOP: The Bishop moves only ALONG THE DIAG-

ONAL, but being stronger than the Pawn, he can go back-

watrds -as well as forwards. Likewise, in one move, he can L
- gq as. few or as many squares along diagonal as ‘are

VACANT. He may capture any enemy piece appearing on

" same diagonal, PROVIDING NO OTHER PIECE LIES  BE-

" TWEEN CAPTOR AND CAPTURED. No chessmdn, regard-

less. of his opportunities, can make more than one capture

- per move. If he hds a choice of faking more ihan one piece,

it is customary to get rid of the most powerful, . - e

THE ROOK: The Rook moves in ‘a straight -line; -either
ACROSS THE BOARD OR UP AND DQWN THE BOARD.
Like the Bishop-its range is unlimited being able to move

" back and forth ovef any number of vacant squares on any
~ herizontal and vertical. It, too, can capture. any opposing
" piece appearing on the same row, providing no piece of its .

own color comes between it and the enemy.-

THE QUEEN: She is the most powerful piece on the board,
for she has the combined powers of Bishop and Rook: She
can move back and ‘forth on the diagonal, like the Bishop,

" and back and forth-on the horizontal or vertical, like the -
~-Rook, capturing any exposed piece she meets on her way. .

THE KNIGHT: At first, the Knight's moves seem queer, but -

- you'll catch on. lt's really a jump over one square,. but

landing in a square of a different color from the one he -

left. Thus, if he is on dark, his move will be into light and -



DIAGRAM 3. SO A - "
: 'vice versa. Look -at Diagram 3, a
‘rectangle, 2 squares wide and 3
squares long. The Knight leaps from
‘one corner t6 the opposite corner.
White Knight from A to F (or from
_F to A) and Black Knight from B to E or
back. Since the Knight is the only

it is immaterial whether or not squares

tice, start a Knight on his own square

—always visualizing  the Knight' s
- square as_one corner of the-2 x 3
rectangle. He cun cover 64 squares.
'Put a mafch in each one he occuples and see for yourself!.
The Knight can capture any piece occupying a square into -
whlch he could j jump on his. next move. -

-

THE KING Like the Pawn, he can move only one square at
a time—but he can go in any direction he likes and-can
’capfure any plece appearing in a square adjacent to the
one he is occupymg. The King can not move into “Check.” -

CHECK AND CHECKMATE The King is the only piece ‘that
can not be taken off the board when captured. Whenever
a player can capture his opponent s King, he does nothing

but says **Check’'<~—the King is then said to be ‘’In Check."

‘Whereupon his-owner tries to free hlm from. Check in one -
-of the three p0551ble ways.

1. By capturmg the Checklng piece.

2. By moving the King mto an ad|acent square, free
from Check.

_ 3. By moving one of his pieces to mferpose between |
the King and the Checklng plece—thus mtercept-
ing the Check.

Unless a player can free his ng in one of these three
'ways, his King is CHECKMATED and the opponenf ‘thereby

wins the game. _
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~ chessman thai can jump over pieces,
C and D are occupied. Just for prac- -

and trot him- all over an empty board



