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By the fime someone has played their first
dozen games of chess, they've had many
chances o think ...

If only it was my turn to move, not hers!

0[. 00

T was so close to winning when he ...

0[. 00

I had a great plan,
but didn't get a chance to try itl

A game of chess is a race where speed
is measured by MOVES not minutes!

The victor of a chess game is the player
whose moves were most POWERFUL. That
is, the player who delivered checkmate in
fewer moves than his opponent could.



You're probably already familiar with the
word guessing game called Hangman. In
Hangman, like in chess, you try to save
your neck by making every move count.

You're likely to be hung before you reach
the finish line if you move quickly but
without much thought or planning.

Remember.

o well-planned moves are always
SPEEDIER than 235 reckless ones!

The exercises in this book will help you
improve your use of time. By practicing
delivering checkmates efficiently, you'll
learn 1o make better use of every move.

Just like a careless guess can cost you your
neck in Hangman, reckless moves in chess
will shorten your life on the board!

SO get out your chess set or fire up your
chess computer 1o see if you can beat

THE GHIESS HANGM AN!



Chess Meets HLANGM AN!
Overview -- Part 1

e There are 20 Chess Meets Hangman
problems in this collection. Each problem gives
a chess position in which White has a large

advantage over Black:
In problems 1-5, White has the advantage of a queen.
In problems 6-10, White has 2 rooks against a lone king.
Black’s lone king faces a rook in problems 11-15.
White can win by promoting a pawn in problems 16-20.

* In all problems, it is White’s turn to move. Your
fask is to learn fo play the White pieces in these
positions with enough skill fo deliver checkmate

in a specified number of moves.

e The number of moves that you're allowed to
use to give checkmate varies. You’re always
given more than enough moves to force
checkmate against a strong opponent.

e Every fime White makes a move, Black (The
Executioner) should cross off a number on the
form , and may (just like in Hangman) draw an
item on the gallows. On the score forms is
information about how to declare a winner!



Chegs Meets HLANGM AN!
Overview -- Part 11

e Practice playing both the White and Black
positions against strong opponents or a chess
computer. [f you think a problem’s too easy,
pick a lower number for your allowable
number of moves, or a tougher opponent!

e Fven though computers can be tough
opponents, they play differently than humans.
For example, a computer will usually not set a
weak trap to “trick” you into stalemate, like your
“friends” might!

e Some of these problems can take many more
moves than a traditional game of Hangman. I
you run out of things to add to your gallows
artwork, consider these ideas: confact
lenses (!), wristwaiches, tattoos, socks, band-
aids, freckles, pagers, designer shoes, braces,
pockets, rings, body piercings, eye brows, bow
ties, fingernails, moustaches, foupees,
necklaces, headphones, body casts, logos.

e These exercises are ideal for working on chess
when time is limited (recess, between games,
when mom called for dinner 6 minutes ago!)
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And the Verdict Is ...

Phite MHay Go Ffree!

+ White successfully checkmated Black in the
allowed number of moves. Congratulations!

l WHIITE GOES T¢ THIE GALLOWS!

D After the allowed number of moves,
White had not checkmated Black.

D White allowed a drawn position to be reached.

Copyright © 1997-2002 Frof. Chester Nuhmentz, ‘Ja.
(Photocopying this form for instructional use i¢ permitted.)
Hints to Black: A king fighting by itself nearly always does best by moving toward the

center of the board at every opportunity. In a losin
if you can get into stalemate or other type of draw.

g position, don’t give up too early -- see



White:
Black:

i\ * Y SNV ) B @) W N B o)

Chess

Meets

HLANGM AN!

Date:

Recorded
By:

_
_

7 7 7
o5

7

Z

%%

\

.

\

\

\

7

\

2

7

_

4

_
%%/

N\

7

a b ¢ d e

13.

f

= N

14.

15.

16.

17.

18.

19.

20.

21.

22.

23.

24,

h

And the Verdict Is ...

Phite MHay Go Ffree!

+ White successfully checkmated Black in the
allowed number of moves. Congratulations!

l WHIITE GOES T¢ THIE GALLOWS!

D After the allowed number of moves,
White had not checkmated Black.

D White allowed a drawn position to be reached.

Copyright © 1997-2002 Frof. Chester Nuhmentz, ‘Ja.

(Photocopying this form for instructional use i¢ permitted.)

Hints to Black: To avoid being trapped , try to keep your king away from the edge on an
open board. Rather than take a loss, see if you can get into stalemate or other type of draw.
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\ 3 And the Verdict Is ...
2 1. j Phite MHay Go Ffree!
3 15. + White successfully checkmated Black in the
allowed number of moves. Congratulations!
4 16.
5 7 J WHIITE GOES To THE GALLOWS!
e e Qe
7 19.
8 20.
9. 21.
22.
23 Copyright © 1997-2002 Frof. Chester Nuhmentz, ‘Ja.
‘ ‘ (Photocopying this form for instructional use i¢ permitted.)
2. Hints to Black: A king fighting by itself nearly always does best by moving toward the

center of the board at every opportunity. In a losing position, don’t give up too early -- see
if you can get into stalemate or other type of draw.
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And the Verdict Is ...

Phite MHay Go Ffree!

+ White successfully checkmated Black in the
allowed number of moves. Congratulations!

l WHIITE GOES T¢ THIE GALLOWS!

D After the allowed number of moves,
White had not checkmated Black.

Copyright © 1997-2002 Frof. Chester d\/u/;mantz .
(Photocopying this form for instructional use is permitted.)

Hints to Black: To a dbgtppdqtkp kg fmhdg
open board. Rather th take a loss, see if yc gtt stalem other type o fdw.
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And the Verdict Is ...

Phite MHay Go Ffree!

+ White successfully checkmated Black in the
allowed number of moves. Congratulations!

l WHIITE GOES T¢ THIE GALLOWS!

D After the allowed number of moves,
White had not checkmated Black.

(L] White allowed a drawn position to be reached.

/zy wight © 1997-2002 o/. Chester d\/u/;mantz M
hotocopying thig form for instructional uge i¢ permitted.)

Hints to Black: To a dbgtppdqtkp kg fmhdg
open board. Rather th take a loss, see if yc gtt stalem other type o fdw.
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13, And the Verdict Is ...

1
2 14. ,
Phite MHay Go Ffree!
3 15. + White successfully checkmated Black in the
allowed number of moves. Congratulations!
4 16.
5 . l WHIFTE GOES T¢ THIE GALLOWS!
D After the allowed number of moves,
e 18. White had not checkmated Black.
19. D White allowed a drawn position to be reached.
20.
21.
22, Co ye gﬁt © 1997-2002 Lf- w/[ Cheste zd%ﬁmsnﬁz g'z
Photocopying this form for instructional use is permitted.)
23. Hints to Black: To a 1bg,tpdtrvtkpv r king away from the edge o

open board. Rather th take a loss, see if you can get into s tlmt r other type o fdw.
24. Threaten unprotected white pieces with capture - you may catch your opponent off guard!




Chess

Meets

jm__® LS
—— |
™ www.professorchess.com

White: Date:
Black: Recorded
By:

3
Enm o
>, 0, B /@
N7, %),
s v
2 N Y D

a b ¢ d e f h

13, And the Verdict Is ...
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1
2 14. ,
Phite MHay Go Ffree!
3 15. + White successfully checkmated Black in the
allowed number of moves. Congratulations!
4 16.
5 . l WHITE GOES To THE GALLOWS!
After the allowed number of moves,
6 18. (L Wrive he not checkmased Block
. ite allowed a drawn position to be reached.
19 White allowed a drawn position to be reached
8 20.
9. 21.
10. 22, Co Hu'gﬁt © 1997-2002 fpw/[. Chester d%ﬁmsntz, gz.
Photocopying this form for instructional use is permitted.)
11. 23. Hints to Black: To avoid being trapped , try to keep your king away from the edge on an
open board. Rather than take a loss, see if you can get into stalemate or other type of draw.
12. 24. Threaten unprotected white pieces with capture -- you may catch your opponent off guard!
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N 5 And the Verdict Is ...
2. 14. ,
Phite MHay Go Ffree!
3. 15. + White successfully checkmated Black in the
allowed number of moves. Congratulations!
4. 16.
s 7 l WHIITE GOES To THIE GALLOWS!
After the allowed number of moves,
6. 18. u White had not checkmated Black,
7. 19. D White allowed a drawn position to be reached.
8. 20.
.
. 22, Co Hu'gﬁt © 1997-2002 fpw/[. Chester d%ﬁmsntz, gz.
23 Photocopying this form for instructional use is permitted.)

Hints to Black: To avoid being trapped , try to keep your king away from the edge on an
open board. Rather than take a loss, see if you can get into stalemate or other type of draw.
24. Threaten unprotected white pieces with capture -- you may catch your opponent off guard!
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And the Verdict Is ...

Phite MHay Go Ffree!

+ White successfully checkmated Black in the
allowed number of moves. Congratulations!

l WHIITE GOES T¢ THIE GALLOWS!

D After the allowed number of moves,
White had not checkmated Black.

D White allowed a drawn position to be reached.

Co Hu'gﬁt © 1997-2002 fpw/[. Chester d%ﬁmsntz, gz.
Photocopying this form for instructional use is permitted.)
Hints to Black: To avoid being trapped , try to keep your king away from the edge on an

open board. Rather than take a loss, see if you can get into stalemate or other type of draw.
Threaten unprotected white pieces with capture -- you may catch your opponent off guard!
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1 13. And tbe Verdict Is ...
2 1. j Phite MHay Go Ffree!
3 15. + White successfully checkmated Black in the
4 16. allowed number of moves. Congratulations!
5 . J WHIITE GOES T THIE GALLOWS!
e e Q e
7 19. D White allowed a drawn position to be reached.
8 20.
9. 21.
22, Co Hu'gﬁt © 1997-2002 fpw/[. Chesten d%ﬁmsntz, gz.
23 Photocopying this form for instructional use is permitted.)

Hints to Black: To avoid being trapped , try to keep your king away from the edge on an
open board. Rather than take a loss, see if you can get into stalemate or other type of draw.
24. Threaten unprotected white pieces with capture -- you may catch your opponent off guard!
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And the Verdict Is ...

1. ©
20 140 4
Phite MHay Go Ffree!
3. 15. + White successfully checkmated Black in the
allowed number of moves. Congratulations!
4. 16.
5 . l WHIITE GOES T@ THIE GALLOWS!
After the allowed number of moves,
6. 18. Dwm had not checkmated Black.
7. 19. (L] White allowed a drawn position to be reached.
8. 20.
9. 21.
10. 22, k gﬁt©79972002 /C’ﬁ sten d%ﬁmsnt .
Photocopying this form for instructional u pmttd)
11. 23. HllBl/eAkg,fg,hg)b lf early always doe bbm ving toward the
of the board at every oppor . Inalos gp n, don’t give up too early - see
12. 24. ifyou can get into stalemate oro th tp of draw
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Phite MHay Go Ffree!
3. 15. + White successfully checkmated Black in the
allowed number of moves. Congratulations!
4. 16.
5 . l WHITE GOES To THE GALLOWS!
After the allowed number of moves,
6. 18. J White had not checkmated Black,
7. 19. White allowed a drawn position to be reached.
P

8. 20.

9. 21.
10. 22, Co Hu'gﬁt © 1997-2002 fpw/[. Chester d%ﬁmsntz, gz.

Photocopying this form for instructional use is permitted.)
11. 23. Hints to Black: To avoid being trapped , try to keep your king away from the edge on an
open board. Rather than take a loss, see if you can get into stalemate or other type of draw.

12. 24. Threaten unprotected white pieces with capture -- you may catch your opponent off guard!
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L. 13. nd the Verdict Is ...
20 140 4
Phite MHay Go Ffree!
3. 15. + White successfully checkmated Black in the
allowed number of moves. Congratulations!
4. 16.
5 @ l WHIITE GOES T THIE GALLOWS!
After the allowed number of moves,

6. 18. (L Wrive he not checkmased Block

7. 19. D White allowed a drawn position to be reached.

8. 20.

9. 21.
10. 22, Co Hu'gﬁt © 1997-2002 fpw/[. Chester d%ﬁmsntz, gz.

Photocopying this form for instructional use is permitted.)
11. 23. Hints to Black: To avoid being trapped , try to keep your king away from the edge on an
open board. Rather than take a loss, see if you can get into stalemate or other type of draw.

12. 24. Threaten unprotected white pieces with capture -- you may catch your opponent off guard!
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15 And the Verdict Is ...
1. Phite MHay Go Ffree!
15. + White successfully checkmated Black in the
16. allowed number of moves. Congratulations!
7 J WHIITE GOES To THIE GALLOWS!
0 g e et e o s
19. D White allowed a drawn position to be reached.
20.
21.
22, Co Hu'gﬁt © 1997-2002 fpw/[. Chester d%ﬁmsntz, gz.
Photocopying this form for instructional use is permitted.)
23. Hints to Black: A king fighting by itself nearly always does best by moving toward the
center of the board at every opportunity. In a losing position, don’t give up too early -- see

24. if you can get into stalemate or other type of draw.
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1 And the Verdict Is ...
1. Phite MHay Go Ffree!
15. + White successfully checkmated Black in the
16. allowed number of moves. Congratulations!
- J WHIITE GOES To THIE GALLOWS!
e Qe
19. D White allowed a drawn position to be reached.
21.
22’ CO %ztgftp?n79tz7 Zfofnzf J :12[ uft/; nilifwgzzf:ﬁfeg -
23. Hints to Black: To a ?b g,tp dtrvtkpv r king aw meth edge o
open board. Rather th take a loss, see if you can get into s tlmt r other type o fdw.
24. Threaten unprotected white pieces with capture - you may catch your opponent off guard!
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And the Verdict Is ...

Phite MHay Go Ffree!

+ White successfully checkmated Black in the
allowed number of moves. Congratulations!

l WHIITE GOES T¢ THIE GALLOWS!

D After the allowed number of moves,
White had not checkmated Black.

D White allowed a drawn position to be reached.

Copyright © 1997-2002 /CE ster Nuhmentz, ‘.

Photocopying this form for instructional use is pemtted)

Hints to Black: When defending against a single charging pawn, it’s llbtf aking
to try to stay directly in fro tfthp .Rth than take l s, f an get into
stalemate or other type of draw.
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13, And the Verdict Is ...

1
2 14. ,
Phite MHay Go Ffree!
3. 15. + White successfully checkmated Black in the
allowed number of moves. Congratulations!
16.
. l WHITE GOES To THE GALLOWS!
D After the allowed number of moves,
18. White had not checkmated Black.
19. D White allowed a drawn position to be reached.
20.
21.
22. Copyright © 1997-2002 /CE ster d%.ﬁmsrzt .
Photocopying this form for instructional use i pemtted)
23. Hints to Black: To a 1bg,tpdtrvtkp ur king away from the edge o

open board. Rather th take a loss, see if you can get into s tlmt r other type o fdw.
24. Threaten unprotected white pieces with capture - you may catch your opponent off guard!
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And the Verdict Is ...
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S\

15.

Phite MHay Go Ffree!

+ White successfully checkmated Black in the
allowed number of moves. Congratulations!

l WHIITE GOES T¢ THIE GALLOWS!

D After the allowed number of moves,

White had not checkmated Black.

D White allowed a drawn position to be reached.

Co Hu'gﬁt © 1997-2002 fpw/[. Chester d%ﬁmsntz, gz.

Photocopying this form for instructional use is permitted.)

Hints to Black: To avoid being trapped , try to keep your king away from the edge on an
open board. Rather than take a loss, see if you can get into stalemate or other type of draw.
Threaten unprotected white pieces with capture -- you may catch your opponent off guard!
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And the Verdict Is ...

Phite MHay Go Ffree!

+ White successfully checkmated Black in the
allowed number of moves. Congratulations!

l WHIITE GOES T¢ THIE GALLOWS!

D After the allowed number of moves,
White had not checkmated Black.

D White allowed a drawn position to be reached.

D Black somehow managed to checkmate Whitel!

Co ye gﬁt © 1997-2002 Lf- w/[ Chester Nobmentz, g'z

Photocopying this form for instructional use is pemtted)

Hints to Black: Rather than take 2 l fy
draw. Cons1derp shing your paw
may be able to gain a queen by promo t

an get into stalem,
h ck. If your

r other type of
opponent isn’t alert, you
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13, And the Verdict Is ...

1 *
20 140 4
Phite MHay Go Ffree!
3. 15. + White successfully checkmated Black in the
allowed number of moves. Congratulations!
4. 16.
5 . l WHIITE GOES T@ THIE GALLOWS!
After the allowed number of moves,
6. 18. (d Wnive hodt nr checkmared Slack
7. 19. D White allowed a drawn position to be reached.
8. 20.
D Black somehow managed to checkmate Whitel!
9. 21.
10. 22, Co Hu'gﬁt © 1997-2002 fpw/[. Chester d%ﬁmsntz, gz.
Photocopying this form for instructional use is permitted.)
11. 23. Hints to Black: When in a king and pawn endgame, it’s very important to make your king as
active as possible. The player who succeeds in moving her queen to the key part of the
12. board first has a huge advantage.




