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    Meet the Main Characters


    Four fun characters in this book will help you learn power moves and think ahead like a pro:


    
      Zort from Zugzwang


      [image: images]


      Zort is a teenaged computer from the planet Zugzwang. His favorite hobbies are chess, facebook and googling. Zort thinks his planet is boring, because only computers live there, they all look kind of alike, and they aren’t much fun. Zort was googling images of kids playing on planet Earth, and fell in love with these exotic creatures. When he found out I was writing a kids’ book, he wanted to help. As luck would have it, there was one way he could help a lot. Thinking two moves ahead is hard for us humans, so I thought it was unfair that many kids’ books expect you to play through 5-move long variations! Hard for us, but easy for computers, who have a big advantage: a perfect picture of the board in their ‘minds’, after every move! Zort had a great idea: when a variation in the book is longer than two or three moves, he will use his computer board sight to show you the key positions.

    


    
      The Dinosaurs


      [image: images]


      ‘The Dinosaurs’ is a nickname for players in the first great chess tournaments, from the 1850’s to the 1890’s. Why do I call them that? Well, besides being old, they played like dinosaurs: awkward and crude, but also deadly! They didn’t like draws, so they went for the kill every game, even in bad positions. This made for exciting chess, full of tactics and great power moves. At first I worried some kids might find these old games boring, but Zort reminded me that most kids love dinosaurs. Plus, think how cool it is that you can look in a book or database and find games that were played 150 years ago! Wouldn’t it be awesome if one of your games was in a book in the year 2159? If you study and practice hard enough, it really might be!

    


    
      Power Chess Kids


      [image: images]


      Lots of kids’ chess books don’t answer the questions kids really want to know! So you, the chess kids of the world, have a voice in this book to make comments and ask typical questions that kids of different ages ask when I teach these power moves.

    


    
      The Chess Professor


      [image: images]


      The chess professor will help answer kids’ questions and give you important winning tips.

    


    
      Algebraic Notation


      [image: images]

    


    The files are labeled a-h, and the ranks are labeled 1-8. So each square has its own name. The pieces are described as follows (pawns do not get a symbol, so if you see ‘1.e4’ that means White’s first move was pawn e2 to e4):


    
      
        	Knight

        	= [image: images] (N)
      


      
        	Bishop

        	= [image: images] (B)
      


      
        	Rook

        	= [image: images] (R)
      


      
        	Queen

        	= [image: images] (Q)
      


      
        	King

        	= [image: images] (K)
      

    


    We also use the following symbols:


    
      
        	Check

        	= +
      


      
        	Checkmate

        	= #
      


      
        	Capture

        	= x
      


      
        	Castles kingside

        	= 0-0 queenside = 0-0-0
      


      
        	Good move

        	= !
      


      
        	Bad move

        	= ?
      

    


    While many kids’ books use simplified diagrams, this book has the same diagrams used in adult chess books, which shows some additional information which is fun to know! The square next to each diagram indicates which colour is to move. Above each diagram you’ll see a label like this:


    Del Pozo-Jauregui, Lima 1959


    The first word (Del Pozo) is the last name of the player of the white pieces. Jauregui played black. This way you get to know the names of many famous players. They are followed by the city or country, and the year, in which the game was played. At the end of the game, the symbol 0-1 means Black won the game (or had a winning advantage), 1-0 means White won, and ½-½ means a draw.

  


  
    Introduction


    Three Skills You Need to Be One of the Best Players in Your School


    What are the first three things you should study to become a tiger at chess? The list might surprise you:


    1. Know the basic checkmates.


    2. Learn the key master tactics for checkmate and winning material.


    3. Work on thinking one and a half moves ahead.


    In this book we will work mostly on numbers two and three, but you will improve your skills on #1 too. Why doesn’t this book focus more on basic checkmates? Well, there are lots of good kids’ books on checkmate, but not many that teach all the power move tactics that help you think ahead and win games.


    
      [image: images]


      Here’s another secret:


      Learning master tactics is the best way to sharpen all three basic skills.
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      How can learning tactics help me think ahead?

    


    
      [image: images]


      Good question! Master tactics help you think ahead in two ways. You learn to recognize patterns that help you find winning moves quickly. Then you start calculating to see how you can make these patterns work in your games.

    


    [image: images]


    White can win this position, but only if he knows master tactics and sees 1.5 power moves ahead! (‘one move’ in chess means your move, plus your opponent’s reply. Your move only is called a ‘half move’). Most kids in your school wouldn’t know what to do in the diagram. If they’ve studied pins, they might look at 1.Ne7+ or 1.Nb4, to attack the pinned black knight. But 1.Ne7+?? loses to 1…Nxe7 protecting the queen, and if 2.Qxe7 Qc1+ mates on the back rank. 1.Nb4 is a little better, but Black can escape the pin with, for example, 1…Qe8!, threatening the same mate.


    After reading this book, you will be able to find the winning move in about five seconds: 1.Qxc6! Qxc6 2.Ne7+ regains the queen and keeps an extra knight.


    To find this, you only need to see 1.5 power moves ahead – your move, your opponent’s best answer, and your winning second play. But most kids wouldn’t even consider 1.Qxc6! because it gives the queen. Knowledge of master tactics helps you find this winning pattern easily, by thinking – ‘If only I could get rid of his knight, my knight could fork his king and queen. Hey, what if I just take it! Then if he takes back, I still have the win!’


    The ability to recognize the fork trick by calculating ahead is the only possible way to win this even position, unless your opponent makes a terrible mistake!


    
      [image: images]


      That’s pretty cool, but what’s a power move?

    


    
      [image: images]


      A power move is a winning master tactic that requires thinking ahead – one and a half moves or even a bit more. When you start finding these strong moves in your games, you will be a very dangerous player.
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      What’s so great about thinking 1.5 moves ahead? My friend says he can see ten moves ahead!

    


    
      [image: images]


      Well, kids say lots of things when they’re trying to impress their friends, you know, like ‘my dad once swallowed a whole alligator!’ But… that’s just silly.


      The great Hungarian grandmaster Richard Réti once admitted that he usually looked only two moves ahead! When kids say they see five moves ahead, what they’re really saying is ‘I see the next five moves I’d like to play in my dreams, if the other guy rolls over and plays dead!’


      But when a grandmaster says he sees two moves ahead, he means he sees the best moves for both sides. That’s much harder than it sounds! Consider this: in the first one and a half moves of a game, there are close to 10,000 different possibilities!!

    


    
      [image: images]


      OMG! Then how can anyone find the best 1.5 moves?

    


    
      [image: images]


      When you get better, you will learn to weed out ‘silly’ moves and just consider a few important ones. Studying master tactics helps a lot, teaching you which power moves to look out for. A master always checks for these winning tactics first. If he can’t find one, he looks for a good positional move to improve his pieces a little bit.

    


    
      [image: images]


      So how far ahead do most kids really analyze?

    


    
      [image: images]


      A chess teacher from England named Richard James tested a whole bunch of kids from different school chess clubs, from young kids to older teenagers. He gave them many tactical positions to solve, and this is what he found:


      Most kids think just one half of a move ahead. They only
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