
Anteater 

The game of “Anteater” pits the Queen against eight pawns plus two moves (or “tempi,” meaning units of time).  

This game has a lot to teach us about the power of the Queen, the relative value of the pieces, and the trade-off 

between time and material.   

Set-Up 
The set-up for the board is shown below: 

 

Rules 

1. The pawns and the Queen move as in regular chess and begin on their normal starting squares. 
2. Black moves first and is given TWO moves to begin the game. After that, players take turns and make one 

move each turn.  (For a different challenge, experiment with giving Black THREE moves to start). 
3. If the Queen (the anteater) gobbles up all of the pawns, then White wins. 
4. If any one of the pawns (the ants) makes it safely to the other side of the board, without being captured, it 

becomes an anteater and Black wins. 

Strategy 

1. The ants need to work together and support each other, forming “pawn chains,” in order to help make it to 
the other side. 

2. Usually some ants need to be sacrificed to the anteater in order for a small team to advance quickly. 
3. The anteater can attack two pawns at a time in order to win one by force. We call this tactic a “fork,” since 

it’s “a two-pronged attack.” 
4. In the end, zugzwang (forcing the opponent to make a bad move) is a key tactic. 


