» 7487 3% 'luu ALAAA h\u
4 Knights 2%

Set-up White to move | Object
White: Checkmate
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Strategy for white: XX
9y %@// Record your games!
Use your king as a XEXXK
“moving blockade” %ﬁ/ﬂ{é//% Game Moves
Use knights to drive the Al 1
black king toward the edge 5
Watch out for end runs! Use knights
to cut off the escape route. 3
4
Strategy for black: 5
Try to stay in center. Go for end runs 6
around barricades. P
8
Win in 20 moves? Try again against
the computer!
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