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EDITOR’S INTRODUCTION

How Not to Play Chess has long been regarded as
a classic of chess literature. It illustrates Eugene A.
Znosko-Borovsky's gift for explaining a difficult sub-
ject briefly and yet unhurriedly. Addressed to average
players, it imparts valuable knowledge and gives them
a glimpse into the delightfully complex problems of
master chess.

But this unpretentious book does much more. By
defining and iHustrating typical chess mistakes, Znosko-
Borovsky puts the student on the right road to chess
improvement. Though Znosko-Borovsky never resorts
to a false optimism, he does inspire the reader with
confidence in his own ability.

The qualities that distinguish all his books are 2
clear style, Jogical reasoning, a contagious love of chess,
and a systematic treatment of his subject.

In order to give the reader a chance to get the ut-
most from Znosko-Borovsky’s classic, a series of quiz
positions have been added. By applying himself to
these positions, the student can appraise each situation,
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examnine the possibilities for both sides, prepare a
general plan of procedure, and then try to find the
concrete sequence that is called for.

He may not always find the best line of play; after
all, these examples are from master games. Neverthe-
less, any reader who makes an honest effort to find the
right moves will be richly rewarded when he finally
turns to the solutions and sees how a great player met
the same difficulties and solved them successfuily.

A few words about Znosko-Borovsky’s playing
career may be of interest. He was born at Alexandro-
vich (Russia) on August 16, 1884 and died on Decem-
ber 31, 1954, He made a name for himself as one of
the outstanding Russian masters during the first decade
of this century, but during the Revolution he emi-
grated to France and spent the remaming years of his
life in that country.

As a player Znosko-Borovsky won some notable
individual games from Capablanca, Rubinstein, Tarta-
kover, Euwe, Bogolyubov and other noted masters,
But his temperament inclined him more toward analysis
than to playing; and it is on his masterly exposition
of the game that his fame will securely rest.

A\J\thor’s Preface

HE title of this Little book, and the idea underlying

it, came first to my mind in Liverpool, in October,

1926, while walking under the overhead railway
and thinking over a lecture which I had been invited
to give in that town.

Stnce that day many years have passed, and wore
changes have been made in that lecture of mine, which
I have since delivered in different languages and in
many towns in England, France, and other couniries.
In the beginning it was planned to take twenty to thirty
minutes, but it soon grew longer and somelimes took an
howr to an howr and a half to deliver. This lecture
I now offer to the kind attention of my readers in an
enlarged and revised form.

If the contents of the lecture became larger and
richer, its character remained always the same. 1 sought
to find the easiest and most popular form in which to
explain certain general ideas of chess strategy, so thal
even the weakest players could understand me, and
those who knew little about chess could follow me
without getting tived or boved. 1 was, therefore, very
pleased when I observed that this lecture was every-
where received with great intevest and followed with
profound attention. If I now publish it in book form,
it is because I have wvery often been asked to do so.

Although this Iittle book is intended for beginners,
it makes no claim to be a chess manual. Many things
necessary to a beginner ave not to be found in it.  For
instance, 1 do not explain how the preces move. Hence,
to be able to read and understand the book, the reader
must know something about the game. What I do set
out to do is to explain certain things that are not
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12 AUTHOR’S PREFACE

usually found in books for beginners, though it is much
more necessary that they should be treated there than
in books intended for stronger players.

1 hope that my explanations will arouse an interest
i players, will give them a new love for chess, and will
lead them to discover in the game things which perhaps
they had never suspected. For I shall never tire of
repeating that all study of chess must be based on the.
following principle :— ‘

Chess is a Game of Understanding, H O W N O T T O
ey s PLAY CHESS

Author’s Preface to the New Edition

SKED to revise this book for a new edition,
I was inspived in my work by the first advice
that I give to my readers—"" dvoid Mistakes.”
Accordingly I tried to find any unhappy expression,
any ervor, however shght, in my text, and to correct
them. I tried also to suppress ov change every sentence
which 1 felt might lead to confuston or be misunderstood.,

Incidentally, I have added three new examples as
well as move detatls in the most difficuit part of the
book, the analysis of positions, and I hope that now
all is clear, and easy to understand., The new diagrams
are given in the text as Diagrams A, B, and C.

May my book find in its new form the same or
even grealer success than twas secured by the first
edition, may it provide new interest and love for chess,
and help amateurs to tmprove their play.

E A4 Z-B.



How Not to Play Chess

N giving my little book its strange title,
HOW NOT TO PLAY CHESS, 1 had no
desire to be original. So many people, however,
try to teach how to play chess, and the results are
in gencral so_poor, that it was only natural to seek
to attack the problem from the other end. Before
trying to teach men how to become saints, is it not

well to show them how to avoid sin P

Perhaps, when you have finished reading this
book, you may tell me that I, like so many others,
have, after all, taught how to play chess, That,
however, Is my aim in this book. There are many
mistakes which you must avoid, if you are to play
chess well.  Every piece of negative advice which
I give must therefore lead to a positive conclusion,

To avoid mistakes is the
Avoid Mistakes. beginning, as it is the end, of
mastery in chess. If you make
no mistakes you can be certain of never losing a
game, and very constantly you will win it. And how
difficult this is! Even the strongest masters cannot
avoid them. How many games have been lost only
because of them ? Te¢higorin overlooked a mate in
two in the final game of his second match against
Steinitz for the world championship and thus lost
the match!! Here is a position from the game
Rosselli v, Alekhin, from the recent tournament at
Folkestone, which was really a “game of errors.”
White here won a P by 28 RxR, PxR; 29
Kt %P on which Black answered P—B6 ? ? and after
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16 HOW NOT TO PLAY CHESS
DIAGRAM “A”

i

P
7

;
7R

30 Q—Bz White was content to come out one
Pawn minus but with Bishops of opposite colours.
As a matter of fact White could simply win another
P by 30 KtxQ, PxQ; 31 BxKtP, because Black
could not play P xKt, for if so then 32 P—Kt7 and
queens the next move,

But the man is not a machine and in the heat
of battle and under the pressure of the clock even
the champion of the world may make mistakes.
Less pardonable are obvious mistakes in simple posi-
tions, especially in the beginning of the game, which
is now so carcfully analysed. One despairs when one
thinks of all the effort expended on the study of
chess, and of the poverty of the results. Year after
year the same elementary mistakes are repeated, the
same antediluvian traps claim their vietims. It is
almost incredible, yet so it is, and all that the masters
may teach or practise does not seem to help the
amateur in his play one whit. T will give an example
of an error which is continually being committed.

After the moves 1 P—Ky, P—Ky; 2 Kt—KB3,
Kt--QBz; 3 B—~Bg, P—Q3; 4 P—Q4, P—KRj3;
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5 Kt—QB3, B—Ktg?; 6 PxP, Kt XP ? we arrive
at the position shown on Diagram .
DIAGRAM 1
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In this position White plays 7 Kt x Kt, offering the
sacrifice of the Q, and after 7 ...... . _B % (), mates
in two moves by 8 B x Pch., K—Kz2 ; ¢ Kt—Q5 mate.
(It will be obvious that if Black does not accept the
sacrifice of the (@, but makes any other move, e.g.,
T , PxKt, White with 8 QxB has won 2
pawin.)

This, the “Blackburne Trap,” so called because
that master used to catch three or four of his oppo-
nents a night with it, and was really the first to
popularise it, was first brought off by M. de Kermar,
Sir de Iégal, Philidor’s teacher, in yjo2! It has
been published in one of its many forms scores of
times. 'The former Russian champion, M. J.
Tchigorin, was actually caught by a variant of it in
his match with Dr. 5. Tarrasch, in 18¢3, in the
position resulting from the following moves: ¥ P—
K4, P—Kg4; 2z Kt—KB3, Ke—QB3; 3 B—Ktg,
P—QR3; 4 B—Ry4, Kt—KB3; 5 Kt—QB3, B—
QKts; 6 Kt—Qz, B-—R4; 7 O—0, P—QKt4;

Ty




i8 HOW NOT TO PLAY CHESS

8 B—Kt3, P—Q3; g P-Q3, B—KKtz; 10 P—QBj3,
Kt—K2 ?? 11 KexKP ! Tchigorin was too great a
player blindly to take the offered Q, which would
lead to mate in three moves, or loss of material and
decisive positional disadvantage, but his game was
hopeless nevertheless. This example is given to
show that the famous trap may crop up in many
ways. For instance 1 P—Kg4, P—Kg; 2 P—KBy4,
P—Q3; 3 Kt—KB3, Kt—QB3; 4 B—By, B—Ktz ;
5 Kt—B3, Kt—Qs; 6 Kt XKP, BxQ; 7 BxPch
etc. It is probably—it should be—the best known
of all chess traps, and one would imagine that it was
familiar to every player. If you have once really
understood, you need never be caught by it. Yet
it is constantly recurring: in fact there are few
simultaneous displays in which one or more games
are not won by it

What must we infer from this? 'That many
amateurs have never seen or heard of this trap ?
Probably most know it or have been shown it, but
they have forgotten all about it, because they never
made the principle underlying it their own, nor
imagined that it could ever be brought off against
them, never really understood it, and so failed to
recognise it in another context. The importance of
a combination such as this had never been properly
explained to them. 'The combination is only made
possible by the cramped position of Black’s K, which
allows White, at the cost of his Q, to Iaunch a violent
attack leading to mate, or the recovery with interest
of the material sacrificed plus great positional
advantage. In the first example quoted, White nets a
whole piece, if Black does not submit to a mate :in
the second, if the Q is taken, after 12 Kt x Ktch,,
K—B1 (if PxXt; 13 BxPch., K-B1; 14 B—R6

HOW NOT TO PLAY CHESS 19

; i Kt—Q7yeh., QxKt; 14 Kt xXQch,,
ﬁiﬁz{’x ?3 zeglthf{rx B, I%7>< Kt; 16 BxP, White's
winning advantage is clear.

1 give a further example of another mistake to
show that I have not in the above taken an excep-
tional case. One would imagine that every ches;‘s
player must know the brilliant game of Morphy’s
which he won in Paris, in 1858, during a performance
at the Opera of *“The Barber of Seville.” It has
perhaps been more often published than any other
game.

~ White : Paul Morphy. |

Black © The Duke of Brunswick and Count

Isouard.

1. P—K4 P—Ky

2. Kt-—KBj P—Q3

5. P—Q4 B—KKts ?
4. PxP Bx Kt

5. QxB PxP

6. B—QB4 Kt—KB3
7. Q—QKt3 Q—Kaz

8. Kt—(QBj3 P—QB3

9. B—KKtg P—QKt4

See Diagram 2. In this position_i\flt}rphy brought
off the following beautiful combination :

10, KtxP PxKt
1. BxXtPch. QKt—Q2
2. O—0—0 R-—Q1
13. RxKe! ...

Maintaining the pin.

* The author gives “Norma™ as the Og’)era in progress, but
Mr, Sergeant gives ““The Barber of Seville.



26 HOW NOT 'T0 PLAY CHESS
DIAGRAM =

3.

4. QK
15. B XRch. Kt x 83
16. Q--Kt8ch. KexQ

7. R—Q 8 mate.

Black’s first mistake is on his third move, which
would lead, even if it were not followed by other
errors; to an inferior game in any case. Morphy’s
combination is so beautiful and so well known that
such an error should never be repeated. Yet it is
being committed over and over again. How many
times have I not myself had the opportanity of
playing this combination in simultaneous displays !
Indeed I once saw almost the whole of Morphy’s
game repeated by a master, whose opponent was by
no means a very wesk beginner.

Again, how must we explain this ? It is difficult
to suppose that these players have never seen this
game of Morphy'’s. They must have seen it several
times, for there is hardly a book on chess which does
not reproduce it. 'They have seen it, but they have

HOW NOT TO PLAY CHESS 2%

forgotten it. 'They may have been asked to remem-
ber it, they were not made to understand the reasons
which justified Morphy’s combination. What were
the reasons ? White has four pieces beautifully in
play converging on Black’s cramped King's position
with a fifth, the QR, which can at once be brought
up in support. Against these Black has only two
preces developed, and of these one, the Kt, is pinned,

“while the Q obstructs her own KB, This is all the

result of Black’s early mistakes, such as 3 ...... R
B—Ktg; 6 ...... , Kt—KB3; 7 «..... , O—Kz2;
and especially of ¢ ...... , P—QKty, all of which

merely served to develop White and bring embarrass-
ment on himself as the sequel showed. The sacrifice
of the Kt, clearing all avenues of approach to the
helpless enemy King, is therefore fully justified.
Admire the final position in which White has only
two pieces left, just enough to give mate and in
exactly the same time two of Black’s pieces have not
even moved. Note White’s 13 R x Kt |, maintaining
the pin and hence keeping up the tension until the
KR is brought into action, Had he played 13
B x Kt ch., Black would have been out of half his
troubles. The number of won games thrown away
by needlessly or prematurely relieving the enemy
from the tension of a pin 15 legion.

It is better to understand a combination, the
principles underlying it, than to memorize it
Analogous combinations may be possible in other
positions, after other opening moves. Provided you
have an understanding of the combination, you can
take advantage of the position, or aveid the danger,
even if you have forgotten the game. If you have
only learnt it by heart, nothing can help you, if you
forget it.



22 HOW NOT TO PLAY CHESS

I think that there are several
Do not make the reasons for these mistakes. The
opening  moves first is that amateurs often make
automatically and the opening moves quite auto-
without reflection.  matically, without thinking of

their meaning. They have seen
them made in many master games; they repeat them
as being good moves, but without understanding the
idea which is behind them, their possible weaknesses
or dangers, or what they may threaten ; so that if
their opponent make some unfamiliar move, possibly
a very weak one, they are at once at sea, and know
not how to reply to it, or take advantage of it. It is
impossible to remember all the variations and sub-
variations in an opening, but if you really understand
the main line of play, if you have grasped the spirit
of the opening, you will seldom be at a loss for a
good reply to an unfamiliar move of your opponent’s.

All amateurs know the following initial moves
in the QP Opening, which is now so popular : 1 P—
Q4, P—Q4; 2 P—-QBy, P—K3; 3 Kt-——QB3, Kt
KB3; 4 B—Kts, and they have many times scen
Black play here 4 ...... , B—Kz2 or QKt—Q2.
‘They know that those moves are made by the great
masters, and therefore repeat them, without thinking
about their meaning. They have no idea, for
instance, that with 4 ...... , QKe-Q2, Black sets a
pretty trap, which may lead to a fine combination.
The position is that given in Diagram 3.

A glance shows us that in this pesition White
can win a P, because with his KKt pinned, Black’s
QP is insufficiently protected. Is this an oversight
on Black’s part ?  Cannot White safely play 5§ PxP,
PxP; 6 KtxP? Iam convinced that the majority
of weak amateurs, playing together, would not
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DIAGRAM 3

EiiEvE &
4144 14
. v
'/"/%:7 -~

2

i

3

L

understand the issue. White would not see that he
could win a P.  Nor Black that his P was in danger.
Moreover, I am equally sure that if White did play
PxP, Black would not find the right reply, and
would blame the Masters for leading him astray.

I said that with 4 ...... , QRt—Qz2, Black was
really laying a pretty trap, for after 5 PXP, PXP;
6 KtxP, Black plays 6 ...... , Kex Kt, giving up

his Q! But after 7 B xQ, B—Kt5 ch.,, White has no
opti(cgn, he must inZe:rpose his Q, so 8 Q—Qz, BxQ
ch.; ¢ KxB, KxB, and Black, having regained his
sacrificed Q, is a whole piece up. 1 would wager that
ninety-nine out of every hundred players in making
the move 4 ...... , QKt—Q2, do not realise that
they are offering to sacrifice their Q, and they would
be greatly astonished if anyone told them that this
was the case. '

A very similar combination occurs in the follow-
ing variation in the Centre Counter Game: 1 P—
K4, P—Q4; 2 PxP, QxP; 3 Kt—QB3, QmQ)z;
4 P-—Q4, Kt—QB3; 5 Kt—KBj3, B—Kt5; 6 P—
Qg, Kt—Ky4?; 7 Kt xKt |, BxQ; 8 B—QKts ch.,
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P-—B3; 9 PXP and wins. This simple combination
which sometimes is no more than a trap can often

become a very complicated one and then even great
Masters fall.

DIAGRAM “B”

Bf. © 98 B
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Diagram “B” shows a position from a tournament
game between Rubinstein and Duras. The latter
played here 1 ...... y P--QKt4, giving White the
opportunity of bringing off the splendid combination
which follows : 2 QKt—Kj3, KtxKt; 3 Kt xKt 11
BxQ; 4 BXP ch, Kt—Qz; 5§ BxKt ch., QxB;
6 KixQ, B—R4; 7 Kt—Kjz and wins, If 4
...... v K—Q1, then § RXB ch.,, K—B1; 6 B—
R6 ch. Wins. If the fact that even Masters occa-
sionally overlock such combinations consoles us,
good ! ! but it must not be allowed to discourage us
or induce us to imagine that our continued studies
would be of no avail. On the contrary we must
understand that such cases are rare exceptions in
master practice, and that must give us the courage

and the desire to do better, to become at least the
equal of the Masters.
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There is another reason for these
Do not memorise mistakes, and an important one.
variations, try to In my experience the majority of
understand them. books on the openings are con-

cerned more with giving number-
less variations than with giving such explanations of
the game as would lead the beginner really to under-
stand the why and the wherefore of the moves he
sees made ; and in this way encourage the develop~
ment of his Chess sense, thus enabling him to think
his own thoughts in Chess, based as they will then
be on the wide principles underlying the game. As
it is, the reader, after wading through these endless
variations, has probably really understood but a very
small number of the moves given. He sets out to
memorise the variations. And what will be the
resuit ? ‘There can be only one. In a couple of
weeks most of these variations will have been entirely
forgotten ; the moves which he does succeed in
remembering will have probably got into their wrong
order, or otherwise be confused In his mind. As
he never really understood them, he remembers only
that such-and-such moves are made in a given
opening, and the odds are on his making them at
the wrong moment, or in the wrong variation.

An admirable example of the danger of con-
fusing two variations in the opening appears in the
following little game from a simultaneous display
given by Nimzowitsch in 1920: 1 P—K4, P—K4;
2 Kt--XB3, Kt——QB3 ; 3 B—Ktg, Kt—B3 ; 4 0—0,
PoQ3; 5 P—Q4, KexP? Black must play here
B—Q2. He has confused, or tried to combine, two
perfectly good defences to the Ruy Lopez, the Berlin
Defence, 3 ...... , Kt—KB3 followed after 4 O—O
by KtxP, and the Steinitz Defence, 3 ......
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P—Q3. Byplaying 4 ...... , P33, he passes over
to this defence, and if he had understood the idea of
it, in fact the idea of either of these defences, he
would never have dreamt of playing 5 ......
KtxP. Punishment follows with great swiftness.
6 P—Qs5, P—QR3; 7 B—Q3, Kt—B3; 8 PxKt,
P—Ks5; g R-Ki, P—Q4; 10 B—K2!! PxKt.
Black is unconscious of his doom. 11 PXKtP!
BxP; 12 B—QKtz mate. A pretty aspect of the
combination lies in the fact that if instead of BxP
Black plays 11 ...... , PXB; 12 PxRe=Q, ! and
Black cannot take White’s Q at Q1 as his P is pirined.
Instances of confusion such as this abound.

Again, a strange move by his opponent will
throw him entirely out of gear, and even if the moves
on both sides are all made “according to book,”
there comes a time when he is thrown on his own
resources. The variation he has Jearnt closes, per-
haps, with the words, “White has the better game.”
That 1s all very well, but what on earth is he to do
with this “better game” ? How is he to turn his
superior position to account ? To the solution of
this problem the book does not offer him any help.

Is it surprising that many who bave a real desire
to learn chess give up the study of the game in the
face of such disappointing experiences, as too difficult,
or go on ‘“wood shifting,” neither knowing nor caring
anything about theory ?  Our task, therefore, is clear,
We must seek to remove the difficulties, and to
convince the reader that there is such a thing as
“chess made easy.”

You must not, however, imagine that you will
be able to play a good game of chess by the light of
your native understanding alone. In every art or
science we have to build upon the work of our

HOW NOT TO PLAY CHESS 27

predecessors. Se, too, in chess we have to know
something about the openings and the pitfalls they
contain. Some of the traps and cowmbinations in the
openings are so complicated that it is easier to
remember how they run than to work them out
during the game. Nor would the average amateur
of moderate skill in general be capable of doing so.
An instance is the following pretty combination in
the Ruy Lopez known as the Tarrasch Trap. Over
5% years ago, i 18g1, in the February number of the
Deutsche Schachzeitung, Dr. Tarrasch published the
trap to expose a danger lying in wait for the unwary
in the Steinitz Defence to the Ruy Lopez. In the
following year at the Dresden Tournament of 1892,
Dr. Tarrasch in his game against the master, G.
Marco, was able to repeat the whole combination !
No one to-day, after all those years, who pretends
to be a serious chess player should be ignorant of it,
yet it, too, claims its regular victims, The game
runs thus: 1 P—Ky4, P-—~K4; 2 Kt—KBj, Kt—
QB3 ; 3 B—Kts, P—Q3 ; 4 P—Q4, B—Q2; 5 0—0,
Kt—Bj3; 6 R—Ki, B—Ka; 7 Kt—B3. Bee Dia-
gram 4. White’s last move looks innocent enough,
for it seems to leave the position in the centre
essentially unchanged. This, however, is far from
being the case, and if Black continues his normal
development with 7 ...... , O—0, he will at
best lose a P, if he sees what is coming in time,
more probably, however, a piece or the exchange.
This is because White’s KP is now, after Kt—
B3, doubly protected. Marco played unsuspect-
ingly 4 ...... , O—0O; and the game proceeded :
8 BxKt, BxB (If 8 ... .. , PxB; Black after
9 PxP, PxP; ro Kt xP will have lost a valuable
centre P, without any compensation whatever.



28 HOW NOT TO PLAY CHESS

DIAGRAM 4

R
it

However, this would be the lesser evil); 9 PxP,
PxP; 10 QxQ, QR XQ; xr KexP, BxP; 12z
Ktx B, KexKt; 13 Kt--Q3z, P—XB4g; 14 PKB3,
B~Bg4 ¢h.; 13 KexB, KexKet; 16 B—Ktg !, R—
Q4; 17 B—K7 1, R—Kx; 18 P—QBy4 and wins, for
a pitece or the exchange 1s lost. If instead of 1o
...... » QR X Q Black had played KR x Q the result
would have been the same, for again after 11 Kt %P,
BxP; 12 KexB, KtxKe; 13 Kt—Q3, P—KBy ;
14 P—KB3, B~—By4 ch. ; 15 K—Br1 |, Black must lose
a piece or the exchange. Note that if in the first
variation where Black plays 10 ...... , QR X Q, the
White K, on being checked by the B, move to B1 as
he did in the second, Black would get off scot free,
for he could play 15 ...... , B—Kt3, and after 16
P xKt, PxP ch. recovers the piece. The meaning
of the trap is easy of explanation. FEasier still is it
to remember that the moment White’s KP in this
variation is twice protected, Black must play PxP
at once and then go on with his development.
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Tt must not be thought that it is
Do not believe ol always easy to give an explanation
that you are told. on some point in chess which shall
Examine, werify, satisly the enquirer. Ilor instance,
use your veason. I remember well the astonishment

of one who asked me : *“Is it true
that in the opening it is not good to move the same
piece several times ! ““Quite true,” I replied. “Is
it true,” he then asked, “that the Ruy lL.opez is one
of the best openings !” “Yes, it is,” 1 agreed.
“But how can that be,” he objected, “when in the
Ruy Lopez White makes four of his first nine moves
with his KB ?”  He was quite right, for the opening
moves are : ¥ P—Ky4, P—Kyg ; 2 Kt—KB3, Kt—QB3;
3 B--Kis, P—QR3; 4 B—R4, Kt—B3; 5 00,
B—Kz; 6 R—Ki, PQKt4; ¥ B—Ki3, P—Q3;
8 P-QB3, Kt—QRyg; g B—Bz2, O—0, etc, and
one had to explain that to bring this result about
Black has had to weaken his ( side by his pawn
moves, that he has himself moved his QKt twice,
and on to a bad square at R4, and that in general
if your opponent plays correctly, it is impossible to
obtain something for nothing !

This shows how difficult it often is to explain
the game to a beginner, so that it is hardly to be
wondered at that many manuals refrain from any
attempt to do so. The simplest rules are subject to
many exceptions, and even one that is fundamental
may, in certain cases, find itself in contradiction with
others. Moreover, the explanations which are often
given can hardly satisfy even the weakest player.
Thus, after 1 P—K4, P—Kg; 2 Ke—KB3, it is
usually said that White's second move was made
with the idea of winning Black’s KP. Yet this cannot
possibly be the true explanation of the move, for
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even if Black does nothing, White cannot win the P,
thus: 3 KtxP, Q—Kz2; 4 Kt—KB3, QxP ch.
Confusion of ideas and misunderstanding of this kind
must be avoided. The Kt attacks the P, he threatens
to take it, he does not at the moment threaten to win
it.  If he ever does, it will only be owing to bad play
on Black’s part. 'The true idea of 2 Kt—KB3 is, as
will be seen later, to get a grip on the centre squarés,
Q4, Ks.

In Chess, as in other things, it is best to proceed
from the simple to the complex, and in a natural
order. 'This is the easier in Chess as we can clearly
distinguish three parts of the game. N

The game of Chess is based on mechanical, or
mathematical laws, which can be learnt by anyone,
They present no difficulty whatever, and there is
really nothing of Chess, properly speaking, in them.
Their importance lies in the fact that they are above
discussion, they are independent of any personal
taste or opinion, they do not change with the time
nor under the influence of different schools or
temperaments. They must be conformed to by
everyone, whether he be a great master or a tyro.
These laws form the basement of our Chess
structure.

On the ground floor we find the struggle of
Chess ideas, and here it is that we first meet what
we call Chess. No special gifts are needed to
understand them, for they are quite logical. All
that 1s required is that we should hold fast to the
logic of them, not become illogical in our application
of them. But in Chess, as in life, it would seem to
be a most difficult thing to be logical |
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And lastly, on the first and best floor of our
Chess building, are lodged the individual gift for
making combinations, and the capacity to understand
a position. 'This last is the most difficult thing in
Chess, and is the property of only the strongest
Masters. It is an individual thing, almost impossible
to teach, yet even in this branch of Chess we can
help the student on his way, since the understanding
of a position, positional sense, is based on what we
can learn in the other two storeys of our Chess edifice.
He who has really learnt the lessons there contained
will be able to appreciate a position rightly, not
perhaps in such detail or so quickly as a Master
would, but nevertheless well enough to enable him
to defend his game. As to combinations, no one
assuredly can invent them, if he have no imagination,
but here too, we can help the student by pointing
out the conditions under which different combina-
tions are possible, and also the relations which exist
between them and the positions out of which they
may arise.

In this little book, which is addressed to
beginners, we shall have to leave these difficult
questions aside, and confine ourselves to the primary
elements of the game, which it is essential that they
should master,

However, you must not think that there is
anything extremely difficult even in these examples
of the highest Chess inspiration, The great privilege
of our game is that there is nothing hidden ; everyone
can see all that is on the chessboard, and, what is
more, no piece can remain unneticed. It is necessary
only to be able to see, and the elements of Chess are
so united, the mechanical laws are so intimately
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united with the highest Chess ideas that these appear
no more than the logical results of what the primary
elements indicate. The trouble is generally that
inexperienced people have no real Chess ideas. What
must they seck ¢ For what must they play 2 1 have
not the space to explain fully what I mean by *Chess
ideas,”” but the examples given in this book must do
this for me. 1 will only point out here that most of
them have a purely mechanical foundation. Take,
for instance, an open line and the necessity of open
lines for our pieces. That is a pure Chess idea, but
at the same time quite a mechanical conception.
Take the necessity to create a weak square in the
opponent’s camp and to occupy it with a piece of
our own. Is that not also purely mechanical ? And
so on. Therefore the finest combinations have a
mechanical foundation and so soon as this is easily
seen and recognised, everyone becomes able to find
brilliant combinations,

Look, for instance, at the Diagram “C.” It is
a position which occurred in a game between Forgacs
and Tartakower at the International Tournament at

DIAGRAM «C”

T

J.......iy/ o
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Bt. Petersburg, 1909. We see that White attacks on

the K side, and Black on the Q side. Which attack
is the stronger ?  We do not know, but we are sure
that White’s attack is the more dangerous, as it is
directed against the King and threatens him with
mate, but Black’s K's position is well protected by
his P’s, and also by White’s P’s, because they shut
alf the lines in such a way that White’s pieces cannot
penetrate.

Certainly White can attack Black’s position and
break it by advancing his P’s, but that takes time.
Black will have to consolidate his position in playing
P—KBy4, and P—Kt3, so White must first try to gain

- time, and then, advance his pawns and exchange

them against Black’s pawns. This would certainly
open some lines, but they would be opened also for
his opponent so he must try to open lines against
Black’s P’s without demolishing them, frstly by
creating weak squares in their position.

You see how easily, because logically, we find
the method ; but look, it is a brilliant combination
that we have discovered || We are able to sacrifice
our pawns to win time, and so open lines for our-
selves only, 'This was the continuation of the game :
1 P—Bs, KPxP; 2 P—Ktg, BPxP; 3 Kt—Kits,
P—EKt3; 4 R—B6 (first one line is opened and now
another weakness created now White realises that
the time is ripe and is ready to start the attack
against Black’s backward KBP, all Chess ideas)
K—Ktz ; § QR—KBi, B—Kr1; 6 Q—B4, Kt——Qr;
7 P—K6 and wins because of the under-protected
KR (another Chess idea), R—R3 ; 8 Q—Kj3, K—R3;
9 QR—Bgs, BPxP; 1o Kt—B7 ch., QxKt; 11 R—
Ry ch.,, K—Kt2; 12 Rx KtP mate.

As in this game, so always we gradually pass
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from the mechanical part of Chess, through Chess
ideas, to a combination and so we must do in our
studies. It is foolish to think that suddenly inspira-
tion or some sort of auto-suggestion will produce
beautiful winning ideas. They are in the position
itself and we must learn to look with greater attention
and care for them, and then as a result of our
examination of every detail we grasp an idea.

It is natural to begin our study

In war, topography of Chess with the board on
dictates the opera- which it is played. Many may
tions. think that there can be nothing
to say about the Chess board,

consisting as it does of 64 squares all equal. Equal
in area they are, but they differ greatly according to
their position. "The squares in the centre are of a
very different degree of importance from those on
the side of the board. This will be clear to every-
one when it is observed that from the centre pieces
can range in all directions, while on the edge of the
board their action is restricted. Again, from the
centre you can reach, whether for attack or defence,
any square on the board in the shortest possible
time, whereas a piece on one side of the board is a
long way from the other, so that if your pieces are
massed, say, on the Q side and your opponent opens
a strong attack on the K side, you may have great
difficulty in bringing across reinforcements in time
to parry his attack. We can say that he who
commands the centre, commands the whole board.
We have already said that a piece placed on
the edge of the board is restricted in its range.
Place your Kt at R and you will see that he has
only two moves, to Kt3 and Bz, ie., he commands
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two squares. At Ktz he has four moves, to R4,
B4, K3 and Ki1. At Bz, again, he will have six
moves, to Rx, R3, Kt4, K4, Q3, Q1. I, however,
he is on a centre square he will with eight moves
command eight squares. From this it is obvious
that the Kt becomes stronger as he approaches the
centre. The same is true of all pieces, so that he
whose pieces command the centre has the advantage
over his opponent.

It follows from this that the strength of each
piece varies according to its position. Hence the
accepted relative values of the pieces—Q =10, R==g,
B or Kt=x3, ete., only express their mean values.
In reality, the value of a piece is continually changing,
and to estimate the true values of our pieces at any
moment, we have to analyse the position. Later we
shall see on what depends the strength of the various
pieces ; for the present it is enough to know that
they increase in strength as they approach the centre.
Since, therefore, our aim must be to make our pieces
converge on the centre, the proper tactics to be
followed in the openings are clear : advance of the
centre pawns, and occupation, or control, of central
points by pieces.

You will now, 1 hope, not ask, as
Do not abandon many amateurs do, why your first
the centre to your move should not be the advance
adwversary, of one of your Rook pawns, nor

whether, if you make such a first
move, your game is necessarily lost. There is no
forced win in sight, but your move had no sense,
and if your opponent ultimately wins the game
through having developed his game centrally, with
corresponding increase in the strength of his pieces,
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you must not be surprised if you are punished for
not pursuing similar tactics.

The immense importance attached to the control
of the centre is shown in the so-called hyper-modern
openings and systems, with the flanchetto of the B’s,
which have been devised with this fundamental idea
in view. The B’s posted at Kt2 occupy the long
diagonals which pass through the centre. They
therefore hold the centre, though from a distance,
supporting your grip on it, attacking the enemy’s.
And here it should be noted that to hold the centre,
it 1s not always necessary to post pieces there ; it Is

sufficient that the centre should come under thé

direct fire of your pieces, so that the enemy may be
prevented or hindered from establishing his pieces
there, It will also be obvious that if you occupy the
centre squares with your pieces prematurely, that is
without proper preparation, they will likely be
exchanged, or driven off by the enemy, and you will
have wasted valuable time. A preliminary preparation
1s therefore indicated. Hence the fianchetto develop-
ment of the B’s, bearing on the centre, just referred to.

A glance at the beard shows that
Do not give up the squares form lines which may
open lines, seize be vertical, horizontal, or diag-
them and hold onal. These lines are referred to
them, as files, ranks {or rows), and

diagonals, respectively. It will
be obvious that the longer the lines are, the stronger
will they be. Those lines which pass through the
vitally important centre squares are also stronger
than those on the flanks of the board. It is therefore
important to seize and hold strong lines with pieces
which act along them. Neither 2 P nor a Kt can
control a line ; for the former threatens, L.¢,, holds,
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only two squares, the latter, though he may threaten
eight squares, yet can hold only two on any given
line. With a R or a B (and, of course, a Q) it is
different, and it is very important to get open lines
for your R’s and B’s to operate on, files for the R's,
diagonals for the B’s,

And certainly such lines must be open. If, for
instance, a B be on a diagenal which is occupied by
pieces, or, worse, by blocked pawns, ie., pawns
which cannot move, his strength will be very small,
and will only increase as these obstacles to his action
are removed. The same is true of R’s on files.
The importance of opening lines for your B’s and
R’s is therefore clear. It follows that if, say, both
you and your opponent have a R, that R will be the
stronger which is on an open file. If both are on
open files, that R will in general be the stronger which
is on the stronger, i.e., more central file. You will
understand now why it is that players will struggle
desperately to get control of open lines (files or
diagonals). It is to add strength to their pieces.
Of course, if a combination is possible leading to a
clear win, you need not think of such things as
opening lines, just as you would not pestpone giving
mate in order to capture a P which was en prise !
When, however, there is no clear forced win in
sight, then you must do all that you possibly can to
strengthen your pieces, i.e., your position, which
you can best do by getting control of as many
squares on the board as possible.

You will have seen that by simply examining
the board we have been able to reach several very
important conclusions, which indeed form the bases
of all Chess strategy ; and you must agree that it
has been very simple to arrive at them, and that no
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special gift for the game was required to understand
them. It will also not be very difficult now to
establish at any given moment which side is the
stronger ; for superiority in any position depends on
the position of every piece engaged.

We know that while the Chess
Do not create  men differ in strength, the weak-
weak  points in  est of them all is the P. 'This
your game for the  very weakness is sometimes a
eneny to seize, great strength ; for if it attack a

piece, that piecce must retire, since
in general it would be disastrous to exchange a piece
for a pawn. If, therefore, you place a piece on a
square which can be attacked by an enemy pawn,
that piece can never feel quite secure, and you

cannot say that you really occupy the square. You

are only doing so on sufferance, so to speak. A
square can only be said to be occupied when it
cannot be attacked by a pawn. Such a square will
be weak and a source of danger to the player in
whose camp it is, and, conversely, a potential strong
point for his opponent. If therefore you see such a
weak square in your opponent’s position, you must
try to occupy it with one of your pieces or pawns,
and the nearer that square is to his base, the more
dangerous will the occupation be to him. The great
Steinitz used to say that if he could establish a Kt
at his K6 or Q6, he could then safely go to sleep,
for the game would win itself. And even on the
sth rank, a Kt at Ky, say, threatens at once four
important squares in the enemy camp, QB6, Qy,
KBy, and KKt6, and seriously cramps the freedom
of his pieces, Again, a P which has arrived at K6
not only threatens the squares Q7 and KBy, but
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also cuts the whole enemy position in two, often
with disastrous effects to him.

The pawn configuration forms the skeleton of
the position, and since a pawn can only move forward,
it follows that as a pawn advances, weak squares are
left on its flank and rear, for these can no longer be
threatened or protected by the pawn. We call
“holes” squares in the pawn position which cannot
be defended by pawns. For instance, in the con-
figuration PKR3, PKKt2, PKBj, there is a hole at
KKt3. Such holes must be especially watched, and
if- possible controlled by pieces.

After what has been said I think you will
now understand how a square which we should
unhesitatingly call a strong square on an empty
board, e.g., the square QBg, may from your peint
of view be less strong or actually weak, when pieces
are on the board, This will be the case if your
piece occupying that square has less effective strength
than it would have elsewhere, or from where it has
no Haison with your other picces. This does not
mean that the theory is wrong, but that you have
played unwisely in moving your piece to that square.

There is another element in
Do not lose time. Chess of which we have not

yet spoken, and that is time.
In Chess we play with men which act in time (i.e.,
moves) as well as in space (i.e., the board). Just as
you can get an advantage in space by occupying or
controlling strong points, so too you can get an
advantage in time, gain a tempo (or tempi), as it is
called, if you are earlier in completing your develop-
ment than your opponent, or press home your
attack quicker. If you have played, say, B—Kts,
and afterwards retire it to By, you will, ceterss
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partbus, have lost a move; for you have done in
two moves what could have been done in one, If
in the meanwhile your opponent has made two good
moves, he will have gained an advantage over you
in time, will in fact have gained a tempo. In this
case, thus put, the loss in time is obvious, but very
often several moves will have intervened between the
two moves of the B, and the loss in time, though as
real, will escape the notice of the player. Again,
ill-considered exchanges provide fine examples of
time wasting. For instance, if you exchange a piece
which has made one or more moves for an
undeveloped enemy piece, you lose the whole of the
tempi consumed by your piece, and the same is true
if you exchange a piece which has moved several
times for an enemy piece which has only moved
once, or when your opponent can make the recapture
with a piece hitherto undeveloped. And it must be
remembered that the loss of a single tempo may lead
to the ultimate loss of the game, since you have given
your opponent time which you may never be able
to retrieve, with the consequence that he will be
before you in developing his attack.

You may ask, how can one know at any given
moment who has the advantage in time, which side
has gained or lost tempi. Very simply. If you
want to know which side has the advantage in
material, you count the forces left on the board ; to
ascertain the advantage in space you count the strong
points held or controlled by the two opponents,
So, too, in time, you must count the useful moves
made by both players to determine whether one has
gained tempi from the other.

As a concrete exatnple, we will take the opening
moves in one of the main variations of the Ruy
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Lopez : 1 P—K4, P—Ky4; 2 Kt—KBg, Kt-—QB3 3
3 B—Kts, P—QR3; 4 B—Ry, Ke—KB3 5 5 0—0,
KtxP; 6 P—Q4, P—QKty; 7 B—Kt3, P—Q4;
8 PxP, B—K3; ¢ P—0OB3, B—Kz. To ascertain
whether there have been any tempi lost on either
side, we must, by counting, calculate in how few
moves the position could be reached by each party.
White could have arrived at his position with 3 P
moves, 2 B moves, 1 Kt move, castling 1 move : 1n
all 7 moves ; Black with 3 P moves, 2 B moves, 3 Kt
moves, or 8 moves in all. From this we see that
since both sides have actually made 9 moves, White
has lost a tempo, since he took 9 moves to reach a
position which could have been arrived at in 7, as
compared with 8 made by Black. Black has there-
fore gained in time. Whether White has not com-
pensation in Black’s weakened Q’s side which has
been to a certain extent compromised by the advance
of the P’s is another matter. For the moment we
are only concerned with the calculation of the temp:
gained or lost.

To show what loss in time can mean in the
opening a flagrant case may be quoted, taken from
a game between two Masters in an 1mportant
tournament.

1 P—QBy, Kt—KB3; 2 Kt—QBj3, P—Kj;
3 P—K4, B—Kt5; 4 P—Kg, Ket—Ktr (forced,
forif 4 ...... , BxKt; 5 QP xB, Ke—Ks; 6 Q—
Kt4 wins the piece, or extracts a heavier penalty),
5 Q—Kt4, B—B1, and Black has lost 4 tempt. An -
amazing position | See Diagram 5. You will not
be surprised to learn that Black died under extreme
torture. Here the issue is not confused by any
counter-balancing advantages, Such a case 1s rare.
As a rule, if both sides have played correctly as in
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the Ruy Lopez example discussed above, one side or
the other may have gained a tempo, but has had to
give his opponent something for it. Remembering
that the time element, though an important one,
does not stand alone. It is only one of three which
enter into our mechanical analysis of a position.

We have just made a mechanical
Unless you analyse or exterior analysis of the posi-
the position you tion, and I can hear you asking :
will achieve Is it really necessary to make
nothing. such an analysis, and if so, why ?

‘The answer is that it is indis-
pensable. In order to determine on your proper
course, it is essential that you should know exactly
how you stand. How often have 1 heard players
say : I knew that T had the better position, but I did
not know what to do to take advantage of it ; I made
some bad moves and lost the game. I would then
always ask them : Did you really analyse the position ?
Did you know in what precisely your advantage
consisted ?  If you had done so, you would have
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known what to do, and you would not have lost
your game.

You see, it is not enough merely to have the
feeling that you stand better or worse than your
opponent ; you must know and understand exactly
in what consists this superiority or inferiority, If
you have the better position you can take the initia-
tive and attack. If your opponent has the advantage
in position, you must concentrate on defence. If
your advantage is very great, attack vigorously ; if it
be only small, be prudent, play carefully, do not
attempt to hasten things. Only a thorough analysis
of the position can guide you to your proper path.

The complete analysis of a position is a long
and difficult task. You should always begin with a
mechanical or exterior analysis, of which the result
must always be the same whoever makes it, since
it depends neither on the taste nor the opinions of
the player. Examine everything that is on the
hoard, note those pieces which are well or ill placed,
you will then see whose pieces are the most effective
and therefore stronger, yours or your Opponent’s.
Next estimate the strength or weakness of the
various squares: the result will show you which
has the advantage in space. Lastly, examine the
time element to ascertain whether either side has
gained tempi over the other. If, as a result of
your analysis, you find that you hold the advantage
in all three elements, you need not trouble, and you
may play to win. If, however, your opponent holds
the advantage in all or some of these clements, there
is something wrong with your position, you must play
circumspectly, and endeavour to rectify what is amiss.

A thorough analysis of this kind can, of course,
be made at any moment of the game, but as it takes
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time, you will certainly not repeat it, unless it be
necessary, It often happens that a player with the
better game begins an attack and continues with it,
when the superiority in position which perhaps
justified it has vanished. He may not have made
the strongest moves, or his opponent may have
discovered a resource which he had not anticipated,
the bearing of which he perhaps does not quite
grasp. Whatever it be, his positional advantage has
disappeared, and with it all reason for continuing the
attack. T'his, however, he does not observe, and
goes on attscking as vigorously, with the result
that his attack is thrown back, his position crumples
up, and he loses a game which he bhad thought
himself certain to win, He cannot understand how
this could have happened. Yet a careful analysis
of the position at the proper moment would have
warned him of his danger, and the result might have
been very different,

Now that you have thoroughly understood how
important it is to analyse the position, I can, without
any fear of discouraging you, point out that the
“exterior’”’ analysis, which we have been consider~
ing, is only the first part of a complete analysis.
Having made it, we must then pass on to the dynamic
or interior analysis of the position.,

Suppose that you have advanced your RP to
the sth rank, and that in doing so you have gained
one or more tempi. If this pawn thus advanced
be now weak, your gain in time is illusory, being
out-balanced by your loss in strength due to the
weakness of this pawn. Again, the fact that your
pieces occupied strong points in the enemy camp
would profit you little if meantime he mated you in
another part of the board. So, too, of what use to
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you is the gain of an enemy piece, if in compensation
for its loss he is able to open an irresistible attack on
your position ! This does not mean that your
mechanical analysis was wrong or useless ; far from
it. It means that you must supplement it by a
dynamic or interior analysis, by which you must
seek to ascertain the true balance of values in this
position, in time, space, and materiai._ Th'is wiil be
not quite so easy to carry out; but if this first or
mechanical part has been properly done, the dynamic
analysis will not be so very difficult.

In this analysis your primary
Do not leave any object is to see whether your
piece where it hasno pieces have a future, whether
range of action or from where they stand they
is out of touch with can occupy stronger sqguares or
your other pieces. scize, or control, important

files or diagonals. Although
apparently strongly placed, a piece may yet have
no future where it is, since there is no way for it to
occupy, if need be, other perhaps more important
points, or to co-operate effectively with your other
pieces. The value of such a piece, w\;rhere it is, 18
very small. Liaison must be maintained between
your pieces, so that they may co-operate whether
for attack or defemce. An isolated piece, out of
contact with his fellows, and therefore unable to
come to their support in time, may well lead to the
loss of the game. Hence the vital importance of
this “interior” analysis of the position. If all is
not well in your camp, if one or more of your pieces
have no “future,” or if between your pieces there is
no proper liaison, your course is obvious : put your
house in order while there is yet time, To do this
under enemy fire is not always easy, but the attempt
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must be made. Above all, stay your attack, if one
has been started, and concentrate on the problem of
co-ordinating your forces.

. By making a complete analysis of the position
in the manner I have outlined, you will arrive at a
perception of any peculiarity atrached to it, of its
idea. Of the two divisions of the analysis, the first
the “‘mechanical” part, is almost wholly impersonal.
It is little more than a matter of arithmetic. The
second is qualitative rather than quantitative, and is
of course, by far the more difficult. Great piayers:
who are highly gifted and have had much experience,

practically confine themselves to this second part of

the complete analysis, feeling it fo be superfluous to
go through the preliminary mechanical stages, and
m general they are justified. Yet it not seldom
happens that such players, even the best among
them, will differ widely in their opinions on the
value of their positions, and may even misjudge
them : so that for them, too, it is the part of wisdom
to go through, when occasion requires it, the cor-
plete analysis in the order indicated. If this is
true of great players, the necessity for inexperienced
players to make a complete and thorough analysis is
ebvmus: Only by so doing will they have a solid
foundation on which to base their judgment, which
is only called into play when the first quantitative
part of the analysis has been performed. And as
this is not subject to opinion, but is purely exterior
or mechanical, they start the interior part of the
analysis with a solid basis of facts on which to bujld

and will with greater ease grasp the idea inherent in
the position. Janowski, one of the most brilliant of
masters, was once asked how he managed to play
simultaneous games so well, making his moves, as he
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had to do, almost without thinking. He answered :
“I play them as well as I do serious games. I see
at once what move to make in a given position, In
a tournament I would verify this by analysis, in a
simultancous display I do not, but I know that it is
a good move.” 'This Is possible for a very strong
player since he grasps the idea of a position at once,
and therefore knows what course to take. The
inexperienced player, on the other hand, must find
the idea, and to succeed in this his only safe course is
to make the complete analysis, considering one after
the other each piece on the board, both his own and
those of his opponent, estimating their actual and
potential strength, their degree of co-operation, etc.

The interior analysis of a position leads us to
the understanding of its character, but its real idea
can be estimated at its true value only by an indi-
vidual analysis, 'This is the third and last part of
the analysis, and has to do especially with the
peculiarities of the position.

Suppose that in one position one has castled
on the K side, and suppose that we have the same
position except that one has castled QR, all remains
equal, space and time, the laison of the pieces and
their strength. And nevertheless the whole meaning
of the position is changed, and perhaps the game
which was won in the first case will be lost now.
Generally an interior analysis will discover this
peculiarity of the positions, but sometimes we may
not pay enough attention to it, because sometimes
such a peculiarity appears to be of less importance.
An unprotected piece, an undeveloped piece, etc.
Sometimes they have great importance, but some-
times it is only a question of a couple of moves to
put them right. Therefore it is necessary to con-
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centrate your mind on such a peculiarity, as therein
may liec the whole idea of the position, or the
possibility for a tactical combination. ‘That is what
we call the individual analysis of a position, the last
degree of a complete analysis. It is not only of the
highest value in combination in every game, but also
in quiet positional play, because very often on such
peculiarities we can construct our plan.

Inexperienced players are too
Do not play often impatient. They want to
too quickly. get to the end quickly, and jib
at the time spent in a complete

analysis of the position, with the result that they de.._

not fathom its peculiarities, the differences between
their game and that of their opponent, the weaknesses,
threats, the chances on either side, etc. Failing to
do this, they often lose a game which, with a little
care, they might otherwise have at least drawn and
perhaps won. To see at a glance what is the proper
course to take is only given to the very strong player
of great experience. 'The tyro cannot safely neglect
the complete triple analysis, quantitative, qualitative,
and individual or interior, which we have indicated.

I will now give an example to show how the
analysis of a position can guide you to the correct
line of play. In the position shown on Diagram 6
{from the game Capablanca—Yates, New York, 1924)
the material is equal. White has certainly gained
in space, and in time probably. Moreover, his P’s
are better placed, for Black has two isolated P’s,
one of them, the P at QR4, very weak, since, standing
on a Black square, it cannot be defended by the B,
while the Black Kt cannot come to its support
without a great loss of time. The problem for White
is how best to attack Black’s QRP a second time.
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The idea is therefore discovered. The ‘precise
manner in which White wins the pawn s very
pretty : 1 Kt—B3, R—B4; 2 Kt—K4, R—Kt4;
3 Ki(K4)—Q6, R—B4; 4 Kit—Kty, R—Bz2; 5
Kt(Kt7) x P, and wins.

The combination we have just seen is a forced
one, for by a series of direct threats against the
Black R White was able to gain his objective, the
win of the RP, the Kt being pinned because of the
unprotected B, which just makes possible this tactical
maneeuvre. The issue in the position shown on
Diagram 7, taken from a tfournament game,
Teichmann-Bernstein, is not so simple, nevertheless
a complete analysis will enable us to elaborate an
extended plan of action. 1 take it for granted that
you can yourself now make kthe first, kmechamcal,
part of the analysis, so I will pass direct fo the
second and individual part.

It is not difficult to see the peculiarities of the
position. Black has two very weak squares, his
KB3 and KR3, “holes” caused by the advance of
his KKtP. These are at present defended only by
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DIAGRAM ~

the K, who, however, can eventually be rei

by his Black B. If, then, this B cemy be exclllgzgiid
these squares will become still weaker, and more-
over, White’s Q will be able to seize and control
one of the long diagonals QR1—KRS or QB1—KRé6
and with the aid of the Kt will be able to establish
herself on one of the weak squares, when the danger
to the Black King will be extreme. This, then, is
the main peculiarity of the position. The quest’ien
is : Can White force the exchange of this B? 1If he
can, all is well ; if not, then Black, with his two B’s
one of them firmly established at his Q3, will stand’
better. However, by 1 B—B2, White can force the
exchange, and the last act of the drama will run as
follows : 1 BBz, BxB {forced, for if B—K4. 2
P-—KBy4 and the B has no good square to retreat t(,)) ;
2 RXB, Q—Ry (to prevent Q—Bj3 ch); 3 Q—K2
{(and Black has no adequate defence against Q—
Ktz ¢h)), ?MKBQ. White now begins a direct attack
on the Black K, in which the hole at KB6 will pla
the chief role. Thus: 4 Q—Ktz, R—KBy 55 ijj
Kt4, P—R3; 6 P—Ry, P—Kt4 (to parry the threat
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P-~Kts5) ; but there follows: 7 P——KBy4, PXRP;
8 Kt xKBP, and wins.

These two examples enable us
It is not a move, to draw the conclusion that our
even the best play must be based on an
move, that you  analysis of the position, and
must seek, but a  that this analysis will indicate
realisable plan.  the idea to be followed out, the

objective which we must set
ourselves. It is not a question of finding one more
or less good move., 'That is the mistake so many
amateurs make, An isolated move has no meaning.
It is only when taken in its context as one of a
sequence of moves that it acquires significance. In
playing we must have a definite 1dea of the object
which we wish to attain, and then make our moves
with this one idea in view. We do not play merely
from move to move but by series of moves, which
must conform to our plan. 'Foo many players rack
their brains to find in any given position the best,
the winning move, and fail to find it, for they ignore
the relation it must have with what has gone before
or is to follow. If you have a definite plan, it will
not be difficuit to find the move best suited to its
furtherance at any particular moment. It is just as
in a discussion. If one has no definite opinion on
the subject at issue, he just chatters on, makes, it
may be, clever remarks, but they will be of little or
no importance, since they lead to no conclusion.
If, however, he has a definite opinion, his remarks
will always be to the point, and he will find the
right words with which to defend it. So in Chess,
at a given moment there may be several good moves
which you could make, but only that one must be
chosen which supports your Chess opinion. Thus
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will your game be a logical development of an idea
which has inspired you from the beginning. True,
you cannot start a game with a complete detailed
plan in your mind, but you can have a gencral aim,
which will give you your orientation, and with every
move your aim will become more definite. You will
have developed your pieces with the idea of giving
battle in one part of the board or another, of
attempting to carry the enemy position by assault,
or of wearing out his resistance, and you plan your
series of moves in accordance.

You know, probably, the strange first move

in the Alekhin defence : 1 P—K4, Kt—XKB3: .

Regarded as an isolated move this looks to be not
only bizarre but weak, for White by advancing his
centre P’s can drive the Kt all over the board till
he finally finds sanctuary on the poor square QKt3.
The opening moves in the main variation run thus :
1 P-Kg4, Kt—KB3 ; 2 P—Ks, Kt-Qq; 3 P—QBy4,
Kt—Kt3; 4 P—Q4. At first sight it would appear
that Black has a very bad game, with only one piece
developed which after three moves finds itself in an
inferior position ; whereas White’s centre P’s are
developed and seem to control the centre. There
is, however, a real idea in this defence, which, when
we discover it, will force us to change our first
opinion. Black’s plan is, in fact, to provoke the very
advance of White’s P’s which we have seen made.
White, moreover, will now have to develop his pieces
behind his pawns, whereas Black plans to develop
his in front of them, and therefore more effectively.
His P’s, meanwhile, which have as yet not moved,
will attack White’s P centre as occasion offers.

Black has now such an opportunity, and challenges .

the centre with 4 ...... , P—Q13, to which, if he
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wishes to preserve his central pawn formation, White
will reply 5 P—-KB4. But then after 5 ...... , PxP;
6 BP x P, Black again attacks the centre, at the same
time developing a piece by 6 ...... , Kt—QBj3.
If now White defends his QP with Ke—KB3, Black
pins the Kt by B—Kts, thus developing a piece
without loss of time, so he plays instead 7 B—K3;
and after 7 ......, B—B4, Black threatens with
Kt—Ktg and P-—QB4 again to attack the centre.

You see, then, that there is really a great idea
underlying the strange move I ......, Kt—KB3,
which standing alone would have ne mterest to us.
It is in the series of moves initiated by it, each one
the logical sequence of the preceding one, and all
subservient to the idea underlying the defence, that
the interest and value of ¥ ... .. , Ktm'KI'B?, lie. A
good move is always one which carries 1n 1ts train a
long sequence of other moves, with each one of which,
as it is made, the threat and the danger foreshadowed
in the first one becomes more and more apparent.

The same is truc of all openings, and this is
why, as | have said, you must not play your opening
moves automatically, and without thought. To find
the best moves great Masters, with years of experi-
ence, engage in laborious research, and the moves
thus found are blindly repeated by amateurs without
any attempt to fathom their real meaning and how
and why they stand in their context. You must
give each move real thought, and not only each
move but the series of moves depending on it
Thus only will you be able logically to r_(_.’{eyeiop the
idea which inspired your first move. This cannot
too often be insisted on. To make a sequence of
isolated moves, having no bearing on one another,
is like beating the air.




54 HOW NOT TO PLAY CHESS

In the QP openin

Do not despise moves ! ? P£Q4, g,Pifthz 'th:
the small details; P—QBy4, P—QB3; 3 P%i{3
s ofteninthem  P—K3; 4 Kt—QB3, Kt~KB3 ;
that the idea of 5 Kt—KB3, QKt—Qz; 6 B
the position will Qg B—Q3; 7 0—0, 00 ;
be found. we arrive at the position shown
on Diagram 8.

DIAGRAM 8§

T frermmssssst

_ The analysis of this is not difficult. To begin
with, the only difference in White’s and Black’s
position 1s that White’s QBP is at its 4th, and his
QKt at OQB3, while Black’s QBP is at its 3rd, and
his QKt at Qz. This difference is too small to
allow us to base a detailed plan of action on it.
Generally the difference is great enough to enable
us to see the idea of the position as a whole and to
make some definite plan. If, as in this case it is
not, an analysis will still indicate your course to you.
You first of all notice that in your QB you have an
undeveloped piece. As you cannot make any plan
of attack at the moment, your obvious policy wij) 4,
to get this B into play, for by so doing you wil{;

HOW NOT TO PLAY CHESS 55

unite your R’s, and thus kill two birds with one
stone. 'The question, then, is how and where to
develop this piece. There are only two feasible ways
of doing this : (a) to play P—K4 and then develop
your QB at KB4 or KKts, and (b) to play P—QKt3
and follow this by B—Ktz2. You have now to decide
which course is the better, or rather which you
prefer. "I'o make your decision you must be able
to foresce the general course which events will take
in either case. For again, it cannot be repeated too
often, a move to be good must be one of a series of
moves which logically furthers your plan. If it
bears no relation to this, it will be useless, and
having moved a piece, to a square which looks good
and commands perhaps a file or diagonal, you do
not know what to do with it afterwards, as it is out
of the picture of your plan. So in the present
position you must ask what you will do later, when
you have got your QB to QKtz, or to KB4 or KKts,
as the case may be. We will examine both alternatives :

(a) We propose to develop our QB at KKitg
if possible, so we make the preliminary move 3
P—Ky4, and, ignoring for the moment what our
opponent may do, how his idea may clash with
ours and force us to modify our plan in detail, we
form in our minds an ideal picture of the situation
after a sequence of moves which we should like to
make, if not prevented by the enemy. And first of
all we notice that after P—K4g, P—Kg will drive
away Black’s KKt, leaving his KRP undefended
except by the K. Moreover, Black will have to do
something to avoid the loss of a piece, in the
present position, after P—Kg which forks Black’s B
and Kt, again that after B—KKts, the same move
threatens the Kt which is now pinned. We therefore
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make in our mind the following ideal sequence of
moves leading to an ultimate attack on Black’s K :
8 P—Ky4, ¢ B—KKts, 10 P—Kg, 11 B—Bz, 12
Q—Q3, 13 QR—XK1, when our development will be
complete, and our attack in full flood. This ideal
picture is shown in Diagram ¢. What actually
happened will be shown later under Diagram x3.

DIAGRAM ¢

(b) We will now see what happens if we develop
our QB at QKta2. After P—QKt3 and B—Kiz,
the B has a very limited range of action, for the
long diagonal, on which it is, is blocked by a White
P at Q4. We must therefore seck to extend the
effect of the B in this diagonal, and this we can
clearly do by posting our KKt at Kj (after clearing
the line in the immediate neighbourhood of the B
by QKt-—Kz), for now the B helps to support the
strongly posted Kt at K5, This Kt can be further
supported by P—KBy, after which with the moves
Kt-:wKth, Q—KB3, say, and QR—K1 we shall
again have completed our development, but the
resulting ideal configuration of our pieces, see
Diagram 1o, differs greatly from that in Diagram o,
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and leads to an entirely different kind of attack,
Let us remark, in passing, that to see a player
confuse these totally different plans, inconsequently
making moves, some corresponding to the first,
others to the second, is a truly piteous spectacle !

DIAGRAM 10

TV IT
Hiamint
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Do not think too You will have noticed that so far we
soon about what have given no constderation to what
your  opponent our opponent can do. And this is
can do; first get right, for we must first get clear in
clear what you our mind what our general plan is
want to do. to be. If you have the initiative,

and remember that White always
starts with this advantage, you must strive to keep it.
You must construct your plan, which, do not forget,
will be based on the actual position facing you
without giving too much thought to what your
opponent can do whether in defence or offence.
You must determine to make him dance to your
tune. If you are forever thinking of what he may
possibly threaten, you will soon lose the will to
conquer, the initiative will pass out of your hands,
and it will be your opponent who then will call the
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tune, and you will be lucky if you save the game.
On the other hand, if your opponent has the
initiative, as he will at the start if you are Black,
you must obviously give careful thought to his
moves, so that you may meet his immediate threats,
and fathom the plan which he is forming, while all the
time you will keep your eyes very open for the chance
by 2 timely thrust to seize the initiative from him.

To return to the position given on Diagram 8,
What was said for White js equally true for Black,
since the positions are practically identical. Black
also can develop his QB in twe ways, at QKiz2 or
KKt5. He must play for one or the other, since
the development of his QB is the main probler
he has to solve. There is, however, this difference
betweeh Black’s and White’s positions : that Black’s
QB, if developed at QKt2, will have the long
diagonal obstructed by two of his own P’s, at QB3
and Q4, so that if placed there his effect may for
some considerable time be greatly restricted. Tt
will therefore be better for him to prepare for its
development at Ktz by P—Ky.

There is an important remark
Do not lose confidence which must be made here.
I your Judgment. White, shall we say, has

decided that it is better to
develop his OB at KK¢ts5 than at QKrt2, and with
this in_view plays P—K4. Suppose now that Black
plays P—QKt3 and B-—Ktz2, getting his B, that is
to say, on the long diagonal. On this many players
in White’s position suddenly get anxious and lose
confidence : visions of 3 mating attack in the long
diagonal begin to haunt them ; they wonder if they
did wrong in developing the QB as they did. This
is all very foolish. The positions are so nearly
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i 1C4 at what is good for White must also be
lg{fgglgj gilack. Whiteghas decided that the develo§~
ment of his QB by P—Kj4 is the be?ter plan, the
one giving greater chances. Let him have‘fthe
courage of his convictions, and not lose hearg i K e
sees his opponent choose a course which he a.t;
deliberately rejected. Opt;mlsz}a is a grfaatl ) moi’la
asset in Chess, but confidence in oneself is 1tti:ra K
essential if we want to play the game at all.
defeatist spirit must lead to disaster.

. . Black
We will now suppose that _Whm’: and Blac

have both decided to develop their Q’B s by piayx;llg
P—K4 (see Diagram 8). It is White’s move and he
plays 8 P—EK4. Black at once sees that White
threatens to win a piece by P—Kg5, so before exettgf..
ting his own plan he must find a defence to this
threat. What is he to do ¥ The obvious 8 ‘e .1.]:,
PxKF solves his immediate problem, and if t Ezs
were all he had to think about, he would c_:ertamhy
make the move. But he has also to consider the

i is real problem,
bearing of 8 ...... , PXKP on his real prol
the degveiopment of his QB. How WI‘H t?gs II))e
affected 7 After, eg., 8 ...... , PxKP; g Kt xP,

t; 10 BxKt, P—Kgq; 11 PP, KexP; 12
E: i %ét,,B x Kt; 13 BXRP ¢h., K XB; 14 Q—Rsch,,
followed by Q x B, White has won a P If t?}eret;?re,
Black captures the KP, he will be unable himse t;;
play P—K4, and the problem of developing his fiQd
will remain unsolved. He must therefore n
another defence against the threat. If no ofher (ils
ta be found, we must then assume that he has mabe
some mistake previously. ) However, before ;uﬂ-—
mitting to such an assumption, Black must cahre uh{
examine the position, always with the one t c})::xg !
in his mind, that whatever defence to White's



ol HOW NOT 'TO PLAY CHESS

mmediate threat be chosen, it must not prejudice his
real plan, namely, to play P—K4. He can, of course,
retire the Kt or B, but in cither case this would mean
the loss of a move, and therefore of a valuable termpo,
besides allowing White to play P—K 5, for ever
stopping him from playing P—X4. Black must
therefore somehow or other gain 2 move, and this
he can do by 8 ...... » PxBP ! White must reply
9 Bx BP, which brings his B on to a less favourable
diagonal, and Black gains the time necessary to play
9 cvain. » P—K4, when his main difficulty in this
opening will have to be overcome,

There is a moral in all this,

Never lose sight  which must be laid to heart.
of your general However hard pressed you may
tdea, however  be, never forget the general plan
thick the fight.  of action which you had formed.

If, in the example we have been
considering, Black had lost his head, had not kept
his main idea {development of his QB by means of
P—K4) constantly in view, he would have fared
badly. And this is what so many amateurs actually
do, Faced by a serious enemy threat, they content
themselves with finding a move which will parry the
immediate danger, without considering whether that
move will serve their plan, or actually make it
impossible of execution. They forget in the stress
of the fight that they too had a plan, and perhaps a
thoroughly good and sound one, and throw away all
their chances of carrying it out. When the immediate
danger is past they will likely again remember their
plan, and try to further it, but it will then generally
be too late. They may have temporarily repulsed
the attack, thev will be lost nevertheless, for their
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game will have been compromised by their
inattention to their mamn interest,

You will have noticed the important part pfa.yed
by the QB in the pesition we have been discussing.
Once you have discovered that the peculiarity of the
position lies in this B, and have decided that the
best way to develop it is by P—Kj4, you must go to
any lengths, attempt the impossible even, to carry
through your design.

Order. Counter-order. Disorder !
Do not modify ~ In Chess, as in war, th?s:e are the
vour plan. worst sort of tactics. Therefore,
hold to your main idea, however
difficult the position may seem. If you are forced to
abandon it, you will have to bow to the inevitable,
for necessity knows no law. But you must not too
readily submit to the conclusion that you are so
forced. 'This would mean that you considered that
your opponent had already outplayed you. If, how-
ever, a careful analysis of the position convinces that
you stand as well as he does, do not tamely submit
to his will. A way must be sought, as in the example
under discussion, to meet the enemy threat and at
the same time further your main plan, Of course,
if you have no definite plan you are beaten before
you begin to play. If you have, do not too readily
admit to an inferiority complex. ’
Our last example was taken from the opening.
We will now take one from the middle game, rather
more complicated than the ones considered under
Diagrams 5 and 6, which were very simple since the
combinations illustrated were almost forced.
In the position shown in Diagram 11 (from a
game Nimzowitsch—Capablanca) Black has the
advantage in time and space, since he has gained
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two moves, and controls the centre. The forces on
each side are equal and no weaknesses are visible in
the configuration of the pawns. Black’s superiority
is clear in that all his pieces are, or can quickly be,
in play, including his QB, while White’s QB is not
o'niy undeveloped, but it will take time to develop it,
since this cannot be effected by P—K4, without

DIAGRAM 11
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seriously weakening the KP, and meanwhile White’s
R’s will remain unconnected, so that virtually Black
has three pieces more in play than White, whose only
method of developing his QB is by P—QKtg and
B—Kt2. White, therefore, must plan to bring his
QB into play and unite his R’s, while Black will of
course put every obstacle in his way, and utilise
every tempo gained to bring his pieces into com-
manding positions, for if he passively allowed White
to carry out his plan unmolested his present
superiority would evaporate.

Such is the game of Chess! A broad plan,
based on a precise analysis of the position, which
will at the same time indicate the method to be
followed in carrying it out. It is not in the heat
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of the battle, when perhaps you are menaced on
every side, that this broad plan can be quickly
thought out. This must be done before embarking
on complications, at crucial stages of the struggle.
For instance, when passing from the opening to the
middle game, or, particularly, from the middle to
the end game. We say “particularly,” because so
many amateurs forget the supreme importance of
forming in advance a sound plan based on the
position for the concluding stage of the game. In
passing out of the opening into the middle game,
the pieces are most of them still on the board;
complications of all kinds are possible, and the
player is forced, by obvious threats or what not, to
consider the position with a little care. After the
rough and tumble of the middle game, however,
when the excitement is over, when little remains on
the board except K’s and P’s, then is the time to
take firm hold of oneself, and make a thorough
analysis of the now simplified position, with a view
to forming a sound plan for the end game. An
ill-considered move is less incvitably fatal in the
middle game than in the ending. Yet how often
we see after general exchanges one side or the other
making the first best move which comes into his
head, without devising any plan of which this move
i3 to form the first of a series, with the result that
in an otherwise even position, his more careful
opponent, who has by analysis formed a clear idea of
the course to be pursued, will outplay him and win
a game which should logically have been drawn.
We shall return to this later.

To go back to our Diagram. It is Black’s move
and he plays:
; SO QO—B3
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Clearly with the idea of stopping the immediate
P—QKt3.

z. B—R6 BxB
3. QxB Kt—Kitg
4. Q—Ka2 KR—Q1

Black, we sce, has gained a tempo for the
development of ome of his R’s, while White’s plan
1s not advanced one jot.

5. P—QR3 Kt—Q6

6. Kt—K1 Kt x Kt

Here we see one of Capablanca’s principles in
action : to simplify the game by exchanging pieces
(here the Kt) which do not contribute to the super-
iority of his position, which here resides inthe B
and two active R’s. Incidentally, he has gained
another tempo for the development of his QR.

7. RxKt QR—B1

8. R—QKit1 Q—Kq!

Threatening B-Q3, which will oblige White to
create a weakness on the K side by P-—KKt3.

In this lies the excellence of
Do not be content  Black’s last move. His main
with attacking an  threat, based on the position of
existing weakness;  his R’s and White’s undeveloped
always seek to state, lies in the invasion of
create others. White’s 2nd rank by these R’s.

This invasion will be all the
more deadly if White can be made to weaken his K
side, which is what Black threatens to do with his
last move. Therefore remember: In carrying out
your main plan, which will be directed against some
enemy weakness, never, in working out the details,
neglect the opportunity to create other weaknesses,
if such occurs, as it usually will. In the case in
point without such a weakening of White’s position,
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‘his game, though difficult, would be tenable, for

there are at present no compromising weaknesses to
point to in his position,

9. P—KKt3 Q—Q4

It is now a fitting time to take a census of the
position afresh. In time the two sides are equal:
each has made the same number of effective moves.
They differ, however, greatly in value, for Black has
a firmer hold on the centre than ever, his R’s com-
manding open files, are far better placed, and White’s
K side is compromised by P—KKt3. Black can no
longer prevent the development of White’s QB.
Indeed, after P-—QKt4, Black’s KB will be forced to
give up his commanding position. The White R’s
are still ill placed. It will take time for him to get
them into better positions, which time can be
occupied by Black in the invasion by his R’s of
White’s position, the effect of which will be all the
more deadly, as already pointed out, through the
weakness of White’s K side Ps.

10, P—QKt4 B—B1

A very important move, It is often difficult to
determine on the best square to which to retire a
piece, which has been forced away from a command-
ing position. By retiring to Bi, he (1) shields his
K from possible checks when his R’s have invaded
the enemy base, (2) protects his KKtP in case of
mating attacks in the long diagonal. The alternative
was B—Ka2 {clearly B—Q3, obstructing the R would
have been idle, now that White has already been
forced to weaken his K side by P-—KKt3), but there
is no obvious use to be made of the diagonal Qi—
KRg, and the definite ends attained by B—B1 would
not be realised.

1. B—Krta Q—R7y
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With the desperate threat of P——QR4, which
would result in the loss to White of his QRP,

iz. R—R: ...,

White’s difficulties are mounting. He has now
to try to meet the Imminent invasion of his 2nd
rank by the enemy R’s,

I2.0.0.... Q--Kt6
3. B—Q¢ L.
Hoping to shut out at least one R !
I 3. LREI N R"""""B?
4. Q—R6 L.

White seeks counter chances. It might have
been better to retire the Q to the 1st rank, but Black
then with P—KB3 and P—EK4 would provide White
with a very difficult problem to solve.

7 VO P—Ka4!

A beautiful P sacrifice, which forces open the
road for Black’s second R to invade White’s 2nd rank.

15. BxP R(Q1)}—Qy

Now the importance of Black’s 8th move,
forcing P--KKt3, is manifest. All the white squares
on the K wing are now weak. The B cannot come
to his K’s aid as the only available square (KKt3) is
occupied. You may say Capablanca could not have
foreseen all this. True, he could not analyse all the
possible variations, but he had based his general idea
of attack on an analysis of the position; he knew
that this attack must be carried out by his R’s from
their position on their 7th rank; it was therefore
clear that he must so devise it that White’s QB should
be prevented from getting to KKt3, to protect the
K wing, and since this could be done by simul-
taneously weakening that wing, his course was clear.
Thus it is that even in the severe fighting in the
middle game, the master, by keeping ever before his
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mind his main idea, steers his way through the
numberless variations possible in the position,

6. Q—Kt7 L

To restore communication with his beleaguered
K he must lose a P, for if R—KBi, 16 ...... ,

QxKP! and if Q—Bx, 16 ...... , QWQ‘IT; 17
B-—Q4, Q—KR4; 18 P—KRy, Q—B6 and wins.
0. ..., RxBP
17. P—KKtg Q—K3
18, B—Ki3 RxKRP!

Ancther very fine idea. I BXR, 19 QxKtP ch.
and mate cannot be avoided. It will have been
noticed how with his 17th move White had to
create another weakness, in order to allow his KB
to come to his K's aid. One weakness almost
invariably brings another in its train.

19. Q—B3 R{R7)}—Kt7 ch.
zo0. QxR R x(Qch.
zi. K xR Q< KeP

And Black won easily, having 2 P’s more and
a Q commanding the board for White’s two R's.
In this game superiority in time and space has been
converted inte superiority in force.

This fine game is a striking example of our
thesis, that we must play with a definite plan in
mind, and that this plan must be based on a careful
analysis of the position. On neither side have there
been isolated moves, having no bearing on the
general idea; we have seen only series of moves,
logically conceived, through which the position was
ever changing, leading therefore to new possibilities,
The plan formed by each party was correct, and
held to. If Black won, it was because his m:’ga!
superiority in position gave him a commanding
advantage, assuming that he knew how to exploit it
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If he had given away to his opponent a single tempo,
it would have enabled the latter to carry through his
plan in time to equalise the game. And all that is
required of a player is that he think logically, granted
not an easy thing to do, but one for which no special
gifts are necessary. It 18 pure laziness of mind
which leads to the distressing sight, so often seen, of
moves made without rhyme or reason, having no
bearing on the position, let alone any relation to a
settled plan.

It must not be thought, however, that in any
given game one idea dominates to the extent that
the whole game from the first muove to the last is a
simple development of that idea. Chess, we must
remember, is a battle of ideas, and throughout our
ideas encounter at every moment those of our
opponent. We shall, therefore, in the event, often
have to content curselves with small results, and be
glad if in the struggle we can gain some definite
positional or other advantage instead of the poten-
tially commanding advantage, for which a complete
realisation of our aim might have led us to hope.
And even if we have realised our idea, it does not
necessarily follow that the game is won. Time alone
can prove whether our idea was really a sound one,
whether our opponent’s idea was not after all a better
one. But assuming our idea realised, we have then
reached a new position at which a fresh stage of the
gare may be said to begin, when we shall have to
find a new idea, which of course will be in logical
sequence to our first, on which to base our future
action. It is at this moment essential to take fresh
stock of the position, to make a thorough analysis,
and never is this truer than at the critical moment
when we pass from the middle to the end game.
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The example which follows
Da not get care- shows how chess is played from
less when, after  one position to another, how in
general exchanges, each one the ideas inherent in
the end pame is  them must be discovered. When
reached. the new position for which we

have played is reached, then is
the time by a careful analysis to ascertain the idea
underlying it, or to confirm our judgment previously
formed of it ‘when making our plans.

DIAGRAM 12
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In the position shown on Diagram 12, it was
Black’s move. Analysing the position, we see that
if White has apparently gained one move In time,
Black has the advantage in space, his pieces more-
over have greater effective strength, while White's
Q side 13 entu'eiy undeveioped Fuarther, Black with
P—Qg can at once give himself a protected passed P.
However, he sees a better plan, namely, to reduce
the position to an end game, and since White's
moves are almost forced, the following sequence of
moves 1indicates the pian which Black formed.
y SN , PxKP; 2 BxP, KtxB; 3 QxKt
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Q—Qs514 QxQ (if QxBP, BxP;and White’s QBP
will fall in a move or two, while Black still has a
passed P} PxQ; 5 Kt—Qz, B—R3; 6 P—QKut3,
KR—Ki1; 7 Kt—B3, B—B3; 8 B—Ktz, R—Kj3;
g QR—Ki1, QR—Ki1; 10 RXR, RxR; 11 R—K1
(R—Q1 might have offered better resistance) R xR ;
12 KexR and we have the position shown on
Diagram 13. A clear and easy win for Black, as he
had foreseen when he began his combination to force

DIAGRAM 13
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exchanges. He has a passed P, which, after P--(QBy4,
will be a protected passed P. He has his two
beautiful B’s, one of whom can immediately be
brought on to a better diagonal with gain of a tempo,
by attacking White’s KBP which is in the air. His
K, too, is nearer the centre. His obvious plan is to
bring his QB round so as to be in a position to
support this advance of his passed P. This he can
do, as already said, with gain in time, by B—Brx.
White must defend his KBP and his only way is by
P—KKt4, when with P—KR4, Black will threaten
to break up White’s K side P’s, leaving free range
of action to his B’s. If at any moment White plays
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Kt—B3, then P—QBy4 protects the P.  Meanwhile
White is condemned to a purely passive role. He
can only try to blockade Black’s QP, and pray for a
chance of getting rid of one of Black’s terrible B’s,
preferably by exchanging his Kt for the KB, leaving
B’s of opposite colour on the board. Black, however,
instead of taking time to analyse the now clarified
position, hastily played 12 ...... , P—QB4g? and
after 13 Kt—Q3!, B—Kz; 14 B—R3, B-—QB1
(he has nothing better) ; 15 BxP, BXB; 16 Kt X B,
B % P, saw his whole advantage vanish.

Haste is never more dangerous
Haste, the great  than when you feel that victory
enemy. is in your grasp. It is at this
critical moment that there s 2
terrible tendency to forget ordinary caution, to
become careless, to relax in accuracy, or on the
other hand to be over-timid, giving the alert enemy
his chance to extricate himself. Never is cold
reason, clear thinking, more necessary than when
victory is in sight. And as we have already insisted
more than once : it is when passing from one stage
of the game to the next, that the greatest care should
be taken, and a census of the position at these
critical moments should never be omitted. For it
is through thoughtless haste at such moments that
countless games are only drawn, or more often lost,
which might have been won with great ease, but for
careless over-confidence.
When you have a clear won
Do not relax in  position, then is the time when
the hour of victory.  you must be most careful not
to relax your attention, and, by
a careless or inconsequent move, give your opponent
drawing or winning chances. The number of games
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thus thrown away is legion, and the example given
in Diagram 14 shows that even the mightiest master
sometimes falls into this error. It occurred in a
game between Alekhin (White) and Yates in the
Hastings Tournament of 1922,

It is White’s move, and Black’s position is
desperate. His one conceivable hope les in Q—
K6 ch., for then if the K moves to Rz (if K—R1,

DIAGRAM 14
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mate in two follows by Q—R6 ch., and QX P mate)
Black with Q x KP ch. and Q—Kt2 wins a P and is
safe ; in fact will have a won game. White wil]
therefore have to interpose the R, which will then be
pinned. White could and should have ignored this
threatened pin, and played at once B—Kt6 when
Black to avoid mate would have at best to give up his
Q for a R and B. For instance : 1 B—Kit6, Qo
K6 ¢h.; 2 R—B2, K—Kr1; 3 BxP ¢h, K—Q2!
4 RxBch, PxR: 5 BxP dis. ch.,, K—K1; 6 Q—
K8 ch., K—Kz ; 7 Q—B~ ch., K—Q1 : 8 Q—B8 ch.,
K—Qz; 9 P~K6 ch., and wins. White, however,
thought he might as well safeguard himself against
the pin of his R, so sacrificed the exchange by
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1 RxB, PxR; 2 B—Ktb6, K—Ki. No real harmo
has so far been done, for he has still a clear win by
3 Q—Kt8 ch.,, K—Q2; 4 QxPch, K—B3; 5 Q—
K6 ch.,, K—Kiz; 6 QxQP ch, K—Kt1; 7 B—Kgy,
R—B3; 8 P—Kt4, P—R3; g P—R4 and wins. But
instead of this, White played 3 RxP?? Black
seized his chance with both hands, as might be
expected of so enterprising a master, and never gave
his formidable adversary a chance. 'The game pro-
ceeded 13 ...... , R—B8 ch. ; 4 K—Bz (Desperation.
If R—Br1 dis. ch., Black’s K gets to safety at his
QKi1x, since his R at B8 is guarded by the Q) Q—
Rg ch.; 5§ K—K3, Q—XK8 ch.; 6 K—B3, R(B1)—
B6 ch.!; 7 PXR, RxPch.; 8 B—Q3, QB8 ch. ;
9 K—K3, RxBch.; 10 xR, O xQch.; 11 KxQ,
K XR and wins easily.

In the Nimzowitsch-Capablanca game we saw
how Black converted the advantage he had in a
well-developed B into one based on the position of
his R’s. He had therefore two concurrent ideas : to
delay the development of White’s B as long as
possible, and to use the time so gained to bring his
R’s inte commanding positions. 'White, on the other
hand, could have but one idea : to develop as speedily
as possible his QB, since until this was effected he
was at serious disadvantage. Black’s problem was
therefore the easier. In our next example we shall
meet with a real clash of ideas, in which both oppo-
nents form plans based on different, but essentially
sound conceptions.

The position shown on Diagram 15 has arisen
out of that discussed under Diagram 8, when it will
be remembered we saw in Diagram g the vision
which was before White’s eyes when he determined
on a plan for developing his QB at KKtg. Diagram 8
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advance). White, in view of his beautiful protected
passed P at Q3, is stronger in the centre. Against a

assive defence, White would with every move
strengthen his position until his superiority became
overwhelming. What then shall Black undertake ?
He has really little choice. Since he can do nothing
for the moment ol the Q side, he must attempt an

attack on the K side.

"The problem is how to carty out such an attack,
for White has no present weakness on his K side.
He can gain a move by attacking White’s QB. To
maintain the pin White will probably retire his B to
KR4, and at once Black recognises his KB35 as a
potentially strong square for him, hetraying therefore
the only weakness, if 50 it can be called, in White's
K side position. If Black can establish 2 Kt there,
it will be very strongly placed, directly attacking as
it would, the White K’s stronghold. if White,
chafing under the restraint, and wishing to be rid of
the threats hanging over him, drive the Kt away by
P—KKt3 the Kt will have amply fulfilled his mission,
for White’s K side P's will be seriously weakened,
there will be disagreeable “holes” at his KB3 and
KR3, and in fact bis whole position on this side of
the board will be compromised. The only question
is how to get the Kt to this square; always remember-
ing that Black’s original plan, the development of his
OB, must never be fost sight of. 'This at once
suggests the proper plan. It is his QKt whom
Black must detail for this important Service, with
orders to travel via KB1 and KXKtg, and you will
notice that with his first move Kt—KB1, the Kt
clears the road for the (B. However, before starting
the Kt in his raid, Black must prepare & sufficient
defence for his Kt when be shall reach KBs. This
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}IIF ;{mst do by P—-KKt4, again with gain of time
¢ failed to make this provision, White could
exchange this Kt when it reached KBs, and, since
Black wc?uld have to recapture with his KP, White’
centre P’'s would be strengthened. , o
. Let us, th?n, assurme that Black has been able
o carry out his plan unopposed. The sequence of
iz;oves : P-—~KR3, P--_~KKt4, R—Ki1, Kt—Bz, Kt—
B1t3’ ‘Kt—w_-Bg will bring about the configuration of
Hack’s pieces shown in Diagram 12. This again
g;lves us an ideal picture of what could happen, if
there were no conflict of ideas to modify the pictuire.

DIAGRAM 16
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And this leads to a very important point. It is this
ideal picture which you must build up in your mind
when .fez'mmg a plan, based of course on you
analysis of the position. It is worse than idijci, t;
attempt to anticipate every possible reply your
opponent may make
Do not entangle  your pmposeg moves,m;{fgbwg
yourself im a Dbut waste your time; in fact
maze of calcula-  you will only lose you’rseif ina
tions. maze of calculations which can
have no end. Never, therefore,
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do what so many less experienced players do in
analysing a position, eternally putting the question
to themselves : “If I do this, he will do that—or that
—or that,” ad infinitum ! First form your ideal
picture on the supposition that your opponent does
nothing. With this picture clear in your mind,
then is the time to ask your self what general plan
your opponent may form to counter yours ; whether
he may have some definite plan inherent in the
position, which you in turn will have to counter,
while keeping your own in view ; whether finally
your idea 1s really capable of execution, and whether
it really carries the threat your ideal picture promises.
Fxact calculations are in general only possible in
combinations in which your opponent’s moves are
largely forced, as for instance in the example given
under Diagram 6.

Let us mow return to Diagram 15. To carry
out his plan Black plays :

EZ.  aeanns P—KR3

White cannot be sure whether this move is the
beginning of an attack or has merely the object of
releasing his Kt from the pin ; so he has only at the
moment to decide to which square to retire his B,
and he will certainly keep up the pin with :

13. B—R4 R—K1

Black’s move is readily intelligible to White.
Black clearly wants to develop his QB—this had
been the object of his P—K4, he must therefore
free a square for his Kt, which is obstructing the B.
With R—K1 he not only provides an admirable
square for his Kt, whence it protects his KR2 and
watches the squares K3 and KKt3, but also brings
his R into play in a file where he may well be needed
cither for the protection of his KP or to hold White’s
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KP. So much is obvious. White, however, must
not be content with this. Has Black not some
ulterior object in this move Kt—Bit? What is
probably his whole plan 2 If White does not fathom
Black’s idea in time, he will likely find himself too
fate to organise an adequate defence to it. His
analysis of the position will have shown him that
Black at the moment can undertake nothing useful
on the Q side, and his move Kt—Bz is a clear
indication that he is preparing a K side attack, and
is aiming to plant his QKt at his KBs. And rapidly
he in his turn forms the ideal picture which Black
has in his mind {(Diagram 16). White then reflects :
Is this position so dangerous to him that Black must
be prevented from realising it at any cost ¢ If 1t 1s
not so dangerous as all this, what defence-must be
organised against it  Will Black create any weakness
in his own position while carrying it out ?

Again, emphasis must be laid on the proper
method of dealing with the problems which arise
during a game of Chess. White here quite properly
does not attempt to consider every Black move, but
tries to foresece and understand his whole general
plan ; and to find a general defence against it.  If we
only think of finding & defence against each isolated
move, without considering that move as one in a
series made in relation to a general plan, our defence
must eventually break down, since our moves will
be out of relation to it. In the case under con-
sideration it is not so very difficult to form a counter
plan to Black’s threat. Suppose Black’s QKt is
aiming for his KBjs ; well, White’s Kt can also make
a stmilar raid and arrive at his KBg. White’s Kt at
KBg will then threaten Black’s K position precisely
as Black’s Kt would threaten White, only the threats
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What must White’s whole plan really be? It
is not difficult to see. His real superiority lies in his
protected passed P at Qg. Black must never if he
can help it allow this P to advance. And here, in
order fully to understand the situation, a short
digression is necessary. If your opponent should

have a passed pawn, your first
Newer omit to and most urgent duty Is
blockade an enemy  mechanically to stop its ad-
passed pawn. vance—blockade it. This you

must do by placing a picce, the
less valuable the better, on the square fronting it.
Such a piece Nimzowitsch calls “der blockeur,” or
the blockader. Now as long as the blockader remains
at his post the passed pawn is mechanically pre-
vented from advancing. The efforts of the lucky
owner of such a pawn will obviously be directed
towards raising the blockade, either by exchanging
or by driving off the blockader, when his passed
pawn will be free to pursue its journey.

Black should have taken all this into his calcula-
tions when analysing the position and asked himself
in time, what measures will White be able to take
to clear the road for the advance of his QP. Black’s
Q3 is at present the critical square, the one which
he must keep occupied in order to blockade the
passed pawn. White’s moves so far have therefore
only been tactical elements in his strategical plan,
which must, if he analysed the position correctly, as
he did, be directed against his 6, as the first part
of his campaign to advance his QP.  He now discloses
his hand with

8, Kt—Keg L

Biack must seek to maintain the blockade, so he
occupies his second line of defence with
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White does not at once take the B, since by the
text move he can gain a tempo by attacking the Q.

25, ... .. Q—Ka
22. BxB QxB
23. P‘“‘““RS } ......

White could here have played at once Kt—K3,
threatening Kt-—Bg ch., but he rightly preferred first
to induce a weakness on Black’s Q 'side (cf. the
similar tactics employed in the game discussed under
Diagram 11), and thus to increase the effective
strength of his QB. There was, however, anothef
consideration of great importance involved.

We can gain nothing in Chess except by means
of threats. Now threats may be of various kinds :
direct or indirect, real or merely apparent, etc. They
may also be immediate or remote, and it is here that
the greatest difference in threats lies. Against an
immediate direct threat, it is not in general difficult
to find a parry to it, given that the forces on each side
are equal. Against a remote threat, you will only
succeed in finding a good defence if you foresee it
coming many moves ahead, as many moves in fact
as. your opponent planned it. The case is much
more difficult when two threats appear on the board
at one time. This can often be brought about by
approaching the remote threat by a series of moves
each carrying an immediate threat. At a given
moment the time will come when the remote threat
hecomes imminent, and with it another direct imme-
diate threat in our series is also in being. Our
opponent in defending himself against the single
immediate threats which our moves revealed, had his
hands full defending himself against the immediate
dangers which faced him at every move, and was
unable to make adequate provision against the remote
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Black has not yet succeeded in carrying out his plan
of playing his Kt to his KB3, and if he did, P-——KK1t3
would at once drive him away, if White felt his
presence there irksome. Note, too, the important
role plaved by White’s KKt. When White on his
14th move played Kit—Q2, he certamnly could not
have foreseen all the details of the succeeding play;
but he could and did see that this Kt could reach his
objective, the square KBz, by either of two routes,
via KB1 and KKi3, or via QB4 and K3. He chose
the latter route because in taking it the Kt could
always threaten something, at the same time sup-
porting the attack on Black’s Q flank, because, too,
since it was open to him, his Kt would at all stages
be centrally, and therefore better, placed, than if he
had taken the road via XB1 and KXKt3, where he
would be completely out of touch for a time with the
central battlefields, and barred from co-operation n
any action on the other flank, and would moreover
advertise the fact that his mission lay on KBs.
By taking what we might call the central route,
Black is left in doubt where eventually White means
to employ this Kt, who from his central position can
quickly come into action, on either wing. Black,
therefore, being in doubt, got into trouble, for he
could not be sure of his own line of play. "lhe
moral Is obvious : choose always that continuation
which will allow your pieces the greater freedom of
action, so that your opponent may be left in the dark as
to your real intentions up to the last possible moment,

White has now an ideal offensive position, for
he can launch a double attack on the enemy, one on
his X’s positicn which has been compromised and
weakened by the advance of his KR and KKt P’s;
the other by an advance of his QP which is now
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unobstructed. The passed pawn will be still stronger
when the board is cleared of pieces, so White will
wisely direct his first attack against the enemy King,
leaving the advance of the QP, the fear of which will
ever haunt Black, till an opportune moment arrives.
You will notice that it is the Black squares, KB3,
KKtz, and KR3, which have been weakened by the
pawn advance. The attack will be directed against
them. The method of operation is clearly indicated.
The White Kt has already Black’s KKtz and KR3
under attack ; P-—KR4 will force a further weakening,
and the White Q will take up a position on the
diagonal QB:—KR6. It remains to determine where
in this diagonal to place the Q. At first sight QBx
looks to be 2 good square, for from here she will
attack Black’s QBP, KRP and KK1tP simultaneously
(after P—KR4, P X P). Black would, however, have
an adequate reply in Kt—Bg! threaténing Kt—
K7 ch, and the win of the Q. So this pretty plan
must be renounced and the Q posted at Qz. In
Chess, as n life, you seldom get all you want, and
have to content yourself with what you can get,
provided it brings you nearer your goal.

If we analyse the position we see that since we
last took a census Black has gained two moves; on
the other hand he has lost in space, for White holds
the centre more firmly than ever, and his Kt is
strongly entrenched in a commanding position, and

P moves unnecessarily, of Wi
advantage from them.
Black was wrong it
did it how could th
fact his mistake was 10 tak
was no more than 2 simple d
being on the Q side, his al
threaten his opponent on th
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26. Q—Q2 Kit—Bs
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s be foreseen ! As a matter O

e for a real attack what
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give him all the freedom but without weakening his
o osttion- | Kt—R6 ch.

28, KKtz Ktx B

20 i p_KR4. Black could

in White threatens
meég‘ge immediate threat by R—KKt1—Kt3, but

White’s reply of P x P and R—Rx wouli ifez;r; Biag;
helpless, 80 he must look ft?r another de % RI; b
will defend his KtP with his K and his

his i;, so- :- . K Ki3
30. P—ER4 R—R1

{ lay 131 Kth'!_?, a:nd after
I White C?f‘i{?:w?,zp P);E:’; regain his pmc%,v k’t:zét
3 o Biack will bold the KR file, and though White
has gained a P, his attack has come to an ,

Jays : :
his B is well placed. Further, Black’s K side has he PEYS P P xP
been badly weakened by the advance of the P’s, and 33 p—Q6l e
White’s only weakness, his QRP, actually serves a 32 ment has arrived, and the passed

The proper mo : : © passec
awn adxlr}ances. Thus it ever is when 2 passed pa

es ¢ a
is not blockaded. The pawn advam,c.::, S:;ic;; ;our
moment of your choosing, but when 1

useful purpose by stopping that combined advance
of Black’s Q side P majority, in which lies his only
hope of saving the game. White’s advantage is
therefore pronounced.
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adversary, and you can never foretell the time of its
advance ; you cannot make provision against it, the
threat of it is ever over your head, and when it falls
you are helpless against it. You will now not be
astonished when you hear that an experienced player

never leaves a passed pawn of his opponent’s
unblockaded.

......

You see by this that it was not with the idea of
queening his P that White advanced it, but that it
might support the Kt in his attack on the enemy
King.

k¥ T KKz

35. QxPch K-—Bx
White must here resist the temptation to take the
Kt, for there would follow Q-—~R6 ch., and mate next
move ! Even when you have a winning attack you
must play with care and avoid falling into traps,
Remember the example given in the Alekhin-Yates
game {Diagram 14).

36, Kt--Bs; ...

With the diagonal QB1—KR6 thus closed by
White’s Kt, which now protects the QP, Black is in
great difficulties. White threatens two things, Q-
Kty ch., and Q X Kt, and it would seem at first sight
that his best defence would be Kt——R4 with the threat,
if 37 R—R1, of 37 ...... , Kt—Bj5 ch.; 38 PxXKt,
R—Kt1, but White has an answer in 39 R-—RS§!
and after 39 ...... » RxR, mates in two. Black
therefore must seck another defence, and he plays :

36, ... Kt—Ka1x
7. R-Rix R xR
If Black had played here 37 ...... , R—IKKtr1,

a very beautiful mate in two would follow: 38

O—K7ch.l QxQ5 39
triumgh for the passed p
the distressful situation ¥O
you neglect 10 €8
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Px(Q mate. A veritable
awn | and a fine examgie qf
u may find yourself in, if

»

cablish a firm blockade on 2 passed

pawn. R
xR :
%%hite now threatens R—R2 leading o another

mate. In what follows Black’s moves are forced.
His position is hopeless.

8 o p—KB3
20, Q—R6ch. %"”}ff
10. Q—R7ch. Q:B 3
41. Q—Kt8ch QP
42. Be—Ku7 ch. t X

‘}fr;d %ﬁg resigned, not only because oiertfég
Toss of the exchange but because he is also thrg e
o?fh the loss of his Q and with mate by ng (gz c};,
E;lc For he dare not take the QP since ;—é awx;
would speedily force the issue. Ti}g gaii | (iiced
must therefore now queen. You will ha R
the whole of White's attack, star % wieh
thatK —Qz, has had one aim, to add to the stre dgﬂ
:)%th; passe’ci pawn, which in the end was the deciding
ment in Black’s defeat. ' . |
o Some of the variations i this game 11:13:8,{ ?::,2
retty, but it is not on that account t a}[1 ave
Vf}I:Y 4 ciylzc in detail. The real reason 15t 3t'd x
dlbmi;itructive as a study in the conflict of 1 e;;; ci
Vclg* as an example of Chess logic. Each partyal ad
?n ed a plan, in itself sound, })ased on an an g;de
?Ee t}sitior;. 1f in the cnsuing strugg!efog:omed
o t ' dgcisive advantage, it was hecause he ia omed
gg t;:c outset his opponent’s idea and could fmf?eg is
?ylans accordingly, while his opponent iai
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understand the full meaning of the attack he had to
meet. Hence in carrying out his plan he created
weaknesses in his own camp of which the enemy
could take advantage in developing his attack, and
recognising his danger too late, no adequate defence
could be found.

Do not, however, close this little book with the
idea that if you analyse the position, and base a

sound plan on your analysis, you will never lose a -

game ! You will lose many a game, but even in the
games which vou lose, your play will have been
logical, and your opponent will have to go to great
trouble to come out victorious. If, however, you
will follow carefully the ideas developed in this book,
and aveid the many “don’ts” with which its pages
are scattered, you will derive far greater pleasure
from the game than you had before, for you will
understand what precisely you are aiming at, and the
you will also understand your opponent’s play, what
his plan is, and you will realise that Chess is indeed
a struggle between two minds, not a matter of
chance, certainly not a mere haphazard moving
of pieces, wood-shifting, as the great Blackburne
called it.

Whether 1 have succeeded or not in my aim to
explain to you how you must not play Chess, 1 hope
that you will have learnt how to play the game.
This will be a still greater thing : and then, looking
back upon the days when you did not know how to
play Chess, you will be able to say, after a well-
earned victory, that now, at any rate, you really know

HOW NOT TO PLAY CHESS.

TEST YOURSELF QUIZ

by Fred Reinfeld
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TEST YOURSELF QUIZ
by Fred Reinfeld

{Answers begin on page 102)

18 BLLACK TO
MOVE

What is White's thveat

and aphat can Black do

abour it?

19 BLACK TO
MOVE

Black’s advanced Knight

should move to . . . .
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20 WHITE TO
MOVE

Whaose attack is seronger

— White's or Black’s?

21 WHITE TO
MOVE

Give White's strongest

continuation.

22 WHITE TO
MOVE

What is White'’s advan-

tage and bow does he

exploit it?

13 BLACK TO

MOVE
Can Black avoid the
threatened loss of 4
pieca? Hoaw?

24 BLACK TO
MOVE

Black played 1 ...0Q

—B? and White re-

plied . . . -

75 BLACK TO
MOVE

How should Black meel

the threatened loss of bis

Knight?
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26 BLACK TO

MOVE 29 WHITE TO
What is the defecr in MOVE
White's position; can What is Black's fwef?k
Black exploit izp point? How does White

proceed?
27 BLACK TO |

MOVE 30 BLACK TO
If Black plays 1 . . . Ky MOVE
~K4, bow should W hire What is White's weak
reply? pomt? How does Black

exploir it?

28 WHIT _
MO%%E o 31 WHITE TO

Appraise this position MOVE

and supply White’ Should Whire play BxK1

m'nge;f z'?g, e g?: bgw;'rd his  attacked
ishop:
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32 WHITE TO
MOVE

Instead of playing 1 Kt

—Q4, White resigned.

Why?

33 WHITE TO
MOVE

Can White hope to win

in this barricaded posi-

tion?

34 WHITE TO
MOVE

What is White’s most

forcible continuation?

35 BLACK TO
MOVE

Is1 ... P-KKt4aduvis-

able to close the attack-

my lines?

36 BLACK TO

MOVE
How does Black simplify
to bis advantage? Why?

37 WHITE TO
MOVE

How does White set up

a wwinming attack?

-
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ANSWERS TO QUIZ

18 White threatens a i

) : - a fearful d 2

moving his Rook from King B;zi?;ver;d '?E?Ck i})’
powerful Rook move would be R—»Bg m;tte ¢ most

Black 15 powerless agai o]
S against
I.. . Rx(; 2 R-B8 fgaf:i this threat, for example

19 The stron
o rongest move by far is 1
gnmmg White's Queen, for if 2 Pth. Q §E~K6!
m(IfN_K;_B, QxKtP mate. P QRieh: 3
'hite played the openin ]
g badly. i
i})‘loves were 1 P-Q4, Ke-KB3; 2 K);w(%e ?Oplgmng
%P, Kt-Kt5; 4 P-KR3?7) PR
20 At first glance this seems & very ox
_ firs ' s seems a very exciti
:::;hghxte zttacl.(mg the Black King?;n txl:;r;zgh ﬁ%}c]it,
and ézck attacking the White King on the ngm ;
se{;{;;rel gtd \fvhereas White's Queen Rook ?ax:re:e{;;
y defended, Black is all too vulnerable on the

other wing. The res . i
pleasing finish: esult is that White has a very

I QxRPch!t K
The oo 2 R—Rich XQ
e triumpzh of the open King Rook file.
AN B
3 RsB mate ne
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When we re-examine the situation in Diagram 20,
we see that Black’s futile attacking gestures on the
Queen-side actually had the damaging effect of e~
moving his pieces from their proper defensive func-
tions. For example, with Black’s Queen at his King
Bishop 2 square, ¢his brilliant combination would have

been impossible.

21 ‘White has a distinct plus in mobility, and Black’s
picces are huddled in a bleak defensive position. White
can continue in strict positional style with 1 P-B4,
buat he has a much better line of play by setting up 2

Knight fork:

1 QxKt/B7ch! Kx()
7 Ke-Q6ch K moves
3 KexQ

With a piece ahead, White has an easy win.

29 White has 2 stranglehold on the open King file.
By exploiting this open line he forces an immediate
win:

i R—Kagch R-B1

On 1 ... RxR rhere follows 2 RxRch, R-~B1; 3
RxReh, QxR; 4 (Qx(Q mate.

Rut after 1 ... R=Bl it seems as if Black might
hold the position, as capturing either Rook gets White
nowhere; and 2 R/K8—K7 1s satisfactorily answered
by 2...R-BZ But White has another way, which
wins:

7 R/K1-K7!

Black is helpless against the mate threat, as 2 . .
R—B2 is impossible and 2 - - - QxBPch; 3 K—R1 does
pot alter the situation.
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23 White has sacrificed a piece for the attack, and
it seems he must regain the piece. His threar i 1
PxKrtch, PxP; 2 BxPch!, KxB; 3 O-Rdch winning
Black’s Queen.
This looks terrifying, ver Black is far from despair-
ing and calmly plays:
...
Threatening | .
a piece ahead,
2 PxKrch PxpP
Now it turns our thar White’s Bishop is pinned —
and cannot be saved. Thus Black remains a piece fo
the good. Black must be commended for net losing

heart and finding a clever defence in what seemed a
very bad position.

. Q--Q4!
- OxKP which would leave Black

24 Black sees the threat 1 RyP, PxR; 2 BxP mate.
Hence he plays:
e QB>
Black’s idea is that on 2 RxP? he will play 2 ., .
QxQ; 3 PxO, PxR; 4 BxPch, K-—~R1; 5 BxR, BsR and
with a picce for two Pawns Black has an easy win, But
Black has overlooked 2 much subtler threar:
2 QxPchit KxQ
3 BxP mare
Moral: in a defensive situation, don’t assume that

the threat you see js the only threat, or the strongest
threat, available.

25 Black is momentasily a piece up for a Pawn, But
his Kanighe is attacked and has no retreat. Nevertheless
he can turn this seemingly precarious situation ro his
advantage by playing tesourcefully:
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i K—K1!

The first poin't.i's that if White does not (_;zptxiéi:hc
Knight Black saves this piece with , o t—Kt4.
T2 PaKe Q-Rsch
Now we see the second point: after S Pre
QxKP; 4 OxQ, BxQ material s everé,_ t;;]; Blackcs
ishops ar all-powerful and he immediate /
}gmh{;pslczing &/’hite’s Pawn position 1n a 5ha%§ered
ztzz ‘A fine example of inventive counterattack.

26 The fatal defect of White’s gi;neo.‘i]st (t}f;a;}jz;%
‘ is permanently 3
ishop has no scope az}.d is perma
iiseffof;ct White is playing with a piece d(;v_mi. rack
| Wom; yet, the Bishop is subject to nraltip ei_ fack
for éxampfm by the doubling and even tr;alln%h !
giack’s heavy pieces on the Queen R(}O}i{. faf;'t 1he
success of this manoeuvre is assured }'3}? the fact that
White will be unable to move the ?mhop ofvc the
line of atrack. What makes White’s d;fﬁg\sl b p.oqi‘
ects even more disheartening is tha‘t- h{z_s j“ osii}tigm
?in;a is riddled with weaknesses and his § ing’s pql on
is 'badij? exposed. We have then the add;{lon{yifﬁ
s\ibilitv that in some situations Blaik g?n c;:gccedq_ v
" 1 i i aCkK. Fiay . s N
a quick S\?i-’}t{:;i to King-side attac . }{, o
Already tizree;tening te win the Bishop with 2 . ..,
O—-Réorz... Q—fR'i.
; QMKII’ Biack coz;t‘i.n.ue‘; 2 Q—
i ies 2RexP, Black mues 2 ...
Ktl"fd?];lt{;{?—g%, (-~R3 winning the unfortunate

Bishop, 4
oL Q-Rs
3 Q-Ktl B~-Q
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Another winning method is 3 . . . QxP; 4 Kt—K2,
OxRP and White's game is hopeless.

After the text, the coming . . . R-—R3 is absolutely
decisive. The flexibility and mobility of Black’s forces
is in striking contrast to the fack of cooperation among
‘White's pieces.

27 Black, feeling ancomfortable under the piessure

of White's pieces, wants to free himself somewhat by
driving back White’s King Bishop. Hence:
..., Ket—K4?

Black thinks this move is playable because after

5 pxKe he can avoid the loss of a piece. Bur, as the

sequel will demonstrate, Black has not looked ahead
far enough.

2 PxKt! QxR
The only way to recapture, as 7. .. RxRi? is
disastrous because of 3 BxPch winning the Queen.
3 PxR QxBch

Apparently White was under the impression that
the reply 4 K—R2? is now forced, whéféupon 4 . . .
BxPch wins for Black.

4 B-Bi! cee

But this quiet interposition wins for White, for
after 4 . . . BxP?; 5 QxPch leads to mate on the fol-
lowing move. And 4. .. RxP? leads to the same
result.

The disagreeable consequence for Black is thar he
is confronted with a menacing, far-advanced passed
Pawn and threats of checkmate.

A K-R1
> P Q-Qs8
6 P—)7 O-O3
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K~R2
_B4 r
?) %PKS B--K2
10 B--Kigch Rw}_{i
11 B-QS dis ch Resigns

“K_R2; 12 BxPch. P_Ke3; 13 Q—

n7ch, K-RY; 14 BxP Black st give {225 hﬁgﬁiﬁi
T‘z;us we see that Black’'s - - - Ktmﬁl*. B ey
in that he failed 10 reckon w\t_h 4 B 1‘& hen )
play tricky moves, jook for tricky fepues.

For after 11 ..

King
ot ok along the open
28 Whie? powerfey 2$:rwheiming advantage. Ob-

both White Rooks piay ap

Knight file g1ves him an
serve, also, that whereas
active IO in the attack,
218 momentarily useless.

Howevet, Plack can @mcdy b defeC ing up 2
R tlmc‘iot:"xyg ?gféylszgo.né rank tO White's con-

:d defence 2 ‘ : Jhite's COM
Sc(;};{:rat?o; on Black’s King Knight Pawn. This m

that White must gndertake 8O

¢his defect, i he 18

‘RXP, ete. There ¥ no doubt
without much tF

atinuation? o ‘ . Kin
C()Let us review the situation. White attacks "

' : ith
Knight 7 with three anits, and Black defends with

! - ay one
three units. Suppose Wh;{e w;»;ere tt;)efc{%;i:g }aftta(:k
i ecn In that €8¢ . _
e defending umits® fager
g‘fxeﬁ;d bring an .mmediate decision. Following
ing, we get:
reasoning, ingQé‘. -



108 HOW NOT TO PLAY CHESS

Black has no choice. He is compelled to weaken his
defence of the crucial point.
2 RxPch K-B1
Note the disastrous consequences of the removal
of Black’s Queen. If 2 . . . K—~R1: 3 QxPchi, KixQ;
4 RKr8 mate.
3 RxP dis ch
Whire can also play 3 RxRch, KxR; 4 R—Krt7ch,
K~K1; § QzxKt, Q-Bi; 6 Q-K5 (threatening Q-
Kt8ch and mate next move), R—R1; 7 RxP and Black
is helpless against the coming 8 R-R8. The text is a
bit sumpler.

3 o.... K.--K2
4 RxRch KxR
5§ R—Kt7ch K-X1
& QxKt Resigns
For on 6 ... Q~B1 White wins the Queen with

7 R~R8 (this explaing White’s third move).

This 15 a splendid example of well dmed, forcing
play in exploiting an advantage before the defender
has an opportunity to consolidate his position for a
stubborn defence. .

29 Black’s weak point is his solated Queen Pawn.
As this Pawn cannot be guarded by a Pawn, it must
be defended by pieces. This gives White a lasting
initiative: White is free to attack the Pawn; Black
1 compelled to defend it.

In order to win the Pawn, however, White roust
play with great accuracy. Thus, the immediate cap-
ture would be wuseless. There would follow 1 KxP,
KtxKr; 2 BxKe, BxB; 3 RxB, RxR; 4 QxR, Q-Bsch
followed by 5 ... QxKtP and the forces are sull
even. White must therefore proceed with grear care
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if he is to be successful in turning his advantage to
account.
i K—Kr2! e
Now White really threatens 2 KexP, KexKe; 3 BxKe,
BxB: 4 RxB, RxR; § QxR, as Black no longer has a
check available.
... QK4
This defence of the Pawn proves inadequate, but 1
.. . QB3 is not much better. White then continues
2 B—Q1! followed by 3 B—Kt3 and 4 P-B4! with a
view to P--BS, driving Black’s Bishop away from the
defence of the Queen Pawn,
2 P-Ked! e
Forcing Black’s Rook to give up the defence of the
Queen Pawn,
2 ... R—B3
Black hopes for 3 KexP, RxR; 4 PxR3, KoxKel;
5 PxQ, Kv—B5ch followed by 6 . . . KxQQ and Black
i a piece ahead.
3 KexP! e
fs White falling into the trap? No, for he has a
winning finesse in mind.
3., BxKkt
Rlack changes his mind, for he sees that on 3 . . .
RxR White will interpolate 4 KexKtch!, QxKt; § PxR
and White has safely won a Pawn.
4 RxB! R-B6
Or 4 ... KexR; 5 OxR, Ke—Kt3; 6 Q-K4! and
White wins a second Pawn.
3 Rx(Q Rx(Q
6 R--R5! R
And now White wins a second Pawn, as Black can-
not simultaneously defend his Queen Knight Pawn
and Queen Rook Pawn., Thus White has carefully
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and ably carried out his plan. In the forcgoing play
we have a good example of the tactical skill which is
often required to exploit a strategical advantage,

30 Here White's weakness is his backward Queen
Bishop Pawn. This unfortunate Pawn cannot be
guarded by Pawns, nor can it be advanced or ex-
changed. It therefore forms a perfect rarget for pres-
sure by Black’s Rooks.

However, if White is given the necessary time, he
will play Kt—K12 followed by Kt—B4, successfully
masking any further attack on his weak Pawn. Black

must therefore lose no time in driving his advantage
home,

| S Q—B4!
Threatening 2 . . . QxQ which would win a piece.
2 R—K4

Ie is clear that 2 Kr—Kt2 loses the Pawn at once
(2 ... RxP!; 3 RxR, RxR: ¢4 RxKt, QxQ; 5§ R—K8ch,
B--B1; 6 KexQQ, RxB etc,); while after 2 QxQQ, Kex(Q,
the weak Pawn likewise falls. e

2 ..., Ki—(4!

Just in time to prevent White from carrying out

the contemnplated manoeuvre Kt-Ktr2-B4,
3 KeKr2 Kt--B6!

Now White is forced to capture the intruder, for
if 4 R/K4-K1?, QxQ wins for Black — for example
5 KexQ, Ke—R7 winning the weak Pawn; or § PxQ,
Ke—K7ch winning the Exchange.

4 BxK¢ RxB
5 Q-K2 B-R3!

The real point of Black’s Knight manceuvre to

force the disappearance of White's Bishop. Now Black
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drives off the defending Rook and thus finally wins
the weak Pawn

5 R—K8ch RxR
7 QxRch KKtz
g8 R—-B1 RxBP

And White wins easily in the endgame. flks“ x::}s{;éxsi

i tional w S

in Diagram 29, pressure on & position :
?:freeried thegplayer with the more aggressive develop

ment,

i iti lans than play-
hite has much more ambitious pians t
ignlg a-v':i'itc move such as BxKt. _'I_‘he point ;shthaé i:e
has a magnificent attacking position along the trikg-
Knight file, supported by the ;;{f)wg!rfuli 5'3:51;;‘;33 Z x
i diagonal, ack is g
i thﬁne} G::r%l cxghange Queens, bringing the

.E ’ - .
zftggil;nézl a);n abrupt end. So White must act quickly.
1 QxKtPch!! KexQ
2 RxKtch K—-R1

3 R—Kt8 dbl Ch;ii
i White's sacrifice.
The point (S}f e KxR
4 R-KKtlch QK4
5 Rx(Q mate ' )
Call this inspiration if you wilk but 1t repressel?;f
the flawless fusing together of ;alcmes;ts th?tearsf -
i i ises the valu
tect to analysis. If White reaiises ‘ :
}ce(::ncentrated pressure against King Knight 7, -h; is
halfway on the road to this beautiful combination.

i i lized that | Ke—Q4
9  White resigned because he rea ; :
?voald be answered by 1 . . . B—Ré!! leaving White

defenceless.
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However, this “answer” only increases the mystery
of White's resignation, so let us examine the position
of Diagram 32 in some detail. Tt soon becomes clear
that Black has an enormous advantage. He has com-
pleted his development, whereas White's Queen Rook
and Queen Bishop are still on their home squares and
absolutely useless.

Secondly, we observe that while Black’s King is
quite safe, White’s King is in danger because several
protective Pawns have disappeared. Add these factors:
Black’s Bishops have considerable scope, and the
tripling of his heavy pieces on the King Bishop file
looks menacing. But the question remains wiy White
did not at least try 1 Kt--Q4. This is what would have

happened:
1 Ke—Q4 B—Ré!!

Although this move is astonishing at first glance,
there is enormous power behind it. Black’s threats are
so powerful thar he will be able to win quickly even
if his Queen is captured.

2 RxQ RxR
Threatening . . . R~B8 mate. And if 3 B—Kt2,

R—-Bsch; 4 RxR, RxR mate. So White tries a dif-
ferent way.

3 Kt—K2 R-B8ch
4 Ke-Krl RxKtch
5 KxR R—B8 mate

It is the overwhelming superiority of Black’s de-
velopment that makes his drastic victory possible.
Black’s superiority prevails even when White declines
the sacrifice. Let us return to Diagram 32 and try
another way for White:

1 Ke-Q4 B—R6!!
2 R—-KKt} Q-RS

HOW NOT TO PLAY CHESS g

3 B-Kt2 e .
Too late. Black now infiltrates .dec:swely into
White’s fataiiéf we-a'kened castled p(;:f%};:
4 Q-K1 B--B8
And Black mates shortly.

ition 15 § icted that he hardly
I’s position is so CONSIIICEe he ha
?1?5 a?}i}::c moses lefr. Yet the Pawn ;'}osmo?b;s ff)or
blockaded that it seems difficult if not 1MpOSSIIC
' ke any headway.
Wgtlf;; t?t rI(]iaoes ngt take White long to evoifrc:( }2)1
higﬁl); ingentous winning plan. This has twof[.aargi.ack,s
to sacrifice his Knight 0{;} ng B%ih(;;; c;z;bi(;r Blactc®
en Pawn, which will make 1 : )
glﬁzk?s Queen Bishop ‘Pawn; éZ) toBfg}l}i{c});tha?ﬂut;;
.k the advance of his own Lueen hb Paw
g::}]:op 6. Given the slight m()bf‘hzy of ]ﬁlac}fs pieces,
fe will be helpless against the Pawnr(;1 ler. brings his
In preparation for the first step, White Ro(;k :
Bishop to King 3 and his Q:iaeen to “?;;;zznpkaces hié
. { : tep,
In preparation for the second §
Ro(f))kspon Queen Bishop 1 and Queen i,thxzrh;aé;;}é?é
‘Il be most effective in supporting ot !
‘;;i’n advance. The whole plan proceeds like clock

work.

1 QB R~Q1
2 Q—R3 B--B1
3 B~K3 R—Q2
4 QR-BI! R-Q1
s KR-Q1 EWQZ
Now White is ready for the sacrifice.
6 KexQP! KKt

_Kel: 8
The alternative 6 . . . QxKe; 7 BxBP, Q—Kitl;
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B-K7, QR~BI; ¢ P—B5 is just as bad for Black, as
White carries out the plan outlined above.
7 BxBP B---Bi
8 B-KK14!
This removes an important defensive piece and thus

lends added strength ro the intensification of the pin
by Ke—BS.

B .... BxB

9 PxB R-(2
10 Ke—BS Q-1
11 BxKt

Now that White has recovered the sacrificed piece
and is two Pawns ahead, he has an easy win.

| I Ke—Bl
12 P-RBs Kt—-Kt3
13 P—-Bs PxP
14 PxP RxB

Black’s despair is justified. If 14 ., . R—KB2; 15
P—Kt7 and the Pawn queens.
15 QxR QxQ
16 Rx(Q Resigns
There is nothing to be done against the advance
of the passed Pawns. An impressive example of the
value of a carefully considered plan; such plans are

almost magical in the effective way they dispose of
obstacles.

34 With Black'’s King driven from the castled posi-
tion, White has an overwhelming attack, with several
winning lines at his disposal.

The simplest method would be 1 B—Kt3, with a
view to 2 P-QR3 followed by 3 Kt/B3xP, BxKr; 4
Q—R8 mate. If Black answers 1 B—Kt3 with 1 . . .
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hite can reply 2 RxB, PxR; 3 KitxKPch win-
gﬁg’ t;f Queen — 01;3; RxB, QxKt/B5; 3 Qm»i;{? 1&2:::’
Now that we see the dangers to which Blac sth df?
is exposed, we can try 3 more compl.lcateng}e 2; }..
1 Kt/B3xP!, KexKe (not 1. . . BxKr; 2 Q_R %h'-; i;
2 KexKze, RxKy; 3 Q~—R8ch,_ K-K2; 4_ Qxb. hex‘has
certainly good enough to win for White, but S
an even more conviz_';gi}?g hne:
Very stror::; E t{“?c idea is to force Blzc?{’s Knight to
give up the protection of his Queen Pawn.

1 ... KtxB

2 Kt/BixP! RxKr
12 ... BxKre; 3 Q—R8 mate.

3 KixR Resigns

Black is helpless, as his Que(;? ;{s at;f‘:k‘:éé 8»“'%2
! ' BxKt allows -
mate is threatened, and 3 . .. ;
mate. It is always instractive to s€e how a good .plta);er
seeks the simplest, most convincmg road to victory.

ideri i ~KKt4
35 Before considering the meritsof 1. . P \
:\;v':: have to get our Eearir}g& Vﬁ)"‘nzte%2 ixg(si jzdhzggegil‘;j
1 bility, as Black’s pieces arc -
tlr:;émh(:zvc \)fery little scope. Furthermore, we no(r;: t:ézz
Black’s King-side has been wea?(ened l:_)y th; a nvaand
of his King Rook Pawn apd King angi:std abw ,K n
that in consequence White has gdvanwk o sz}ac kg
Rook Pawn in order to open the ng Roo ; €. m}d;
on the other hand, has no similar target for a

ther wing. .

mFEizli{;, note tlgat ‘White has five pmeceskor;l ’:xar;g
to menace the Black Kingr’whereas Blac i;- n
threats against the White King. When we su P
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all these factors, we realise that the chances are that
White can refute 1 . . . P—KKr4. Let us see:

S P-KKt4

The object of this move is to prevent White from

opening the King Rook file. But, thanks to the ad-
vantages previously outlined, White can sacrifice
successfully.

2 Kt/K4xKeP!

This threatens Q—R7 mate,

2 ... PxKt
3 P--Ré! e
Black cannot capture the Bishop, forif 3 . .. PxB;
4 PxB dbl ch, KxP; § Q—R7 mate {or 5 R—R7 mate),
3 ..., BxRP
4 BxP K--Kt2
5 BxBch KexB
6 RxKtl KxR

7 R—RlIch e

And White mates next move, Thus we see that 1
. P..KKt4 would not have achieved its objective
of closing the King Rook file; White’s margin of
extra maobility is much too great to give Black 2
chance to escape.

Returning to Diagram 35, let us follow the course
of the actual play, which makes a fine Sttgy in incisive
middle-game tactics,

1 P QPXP

2 QPXP p“”QKtv{}
3 BPxP QXK{?
4 PXP PxP

White has attained his objective — the opening of
the King Rook file. Bat now he is confronted with a
crisis: both his Bishop and his King Pawn are attacked.
Fe solves the difficulty very cleverly.

¢ 6 KixPch, K-R12; 7 Ke—Ke5 mate.
?%‘KKM do because of 6 Kr—Kt6eh,

mate. Andon 5 .-
methods, for example 6

rjon ‘Wwins some material his atrack
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5 KR4

Very tricky. Black cannot play 5 - - Rxl} because

Nor will 5 -+ -
K-R2;7 WexKed
K—R?2 there are various winning
o KexP! or 6 Kr—Kesch!
KxP

Black gives up the Fxchange to gain some relief tha

proves only temporary.

6 Bt BB

7 KixPch KKl
8 KexR RxKt
9 R—R3!

n aggressive pos%——

gows down. This
ite’s pieces ce

is not the case here, because White’s pioces are pla

o very good advantage.

Generally, when 2 player with 2

g ... 'thBB
o R—-QK3 Q-~R3 _
Or 10 .. i QMKC;.; 11 Q—BS and White has 2 Win-

ning attack.

) 11 KBS ?{~~I§33m

12 R-K1! esIgns

A curioas position. iz . .- B-(3; 13 Kéwléfgil.
or 2. .. O—Q3; 13 R—023, _B:»«QS; 1‘4 Rx., .ﬂ,
15 Ke—Kéch and in either ¢ase White wins the Queen.

A convincing demonstration of the value o’iorpgﬁ
lines. White drove his advantage home relentlessly DY
stressing DS superior mobility.

o is ahead in material finds ]Ei’wt
n
simplifying exchanges €ast 'the ‘pmblcm i;“fl m;ze ; égr
tis material advantage tell in his favor. .mit <
pieces left on the board, the less opportonity ¥

36 A player wh
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opponent has to create diversions and complications
that might becloud the issue.

Acting on this principle, Black, who is the Exchange
ahead, wants to simplify. In this case this involves the
exchange of Queens. The method selected is subtle
and forceful.

I.... Q—--Ks!

Very ingenious. The answer w2BxQis2 .. . Kt
K7ch; 3 K--BI, KtxQch. Now White cannot play
4 K—Krt1 because of 4 . | | R—R8 mate. Hence he
must play 4 K—-K1, leading to 4 . | | R—R8ch; 5 K~
Q2, KtxBch and Black is 4 whole Rook ahead.

Obviously 2 BxQ won’t do, but meanwhile Black
is threatening to win outright with . , . Q-R2.

2 OxKre cae

Reluctantly White decides to simplify, as he sees
that 2 B—Q1 will not do because of 2 . . | Q-R2;
3 P-B3, R—R8ch; 4 K~B2, Kt—Q6ch etc.

2 ... QxQ
3 BxQQ RxB

Now Black has obtained the exchanges he wanted,
White's weak Queen-side Pawns make vulnerable
targets.

4 R-K1 R—-QR¥

Biack will win the ending without much trouble.

Black’s procedure is an instructive example of how to

use powerful threats to bring about a simplified end-
game,

37 Most players with the White pieces would auto.
matically remove the attacked Rook. But instead of
this mechanical retreat White finds a brilliant surprise
attack:

I B—-K4!1
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i ' ' ktries b ... P—
Threatening 2 QxRP mate. If Blac ‘
K3, the continuation is 2 BmBéf_ {(threatens Q.mR)é'
and mate), KtxR (if 2 . . . P~KR4; 3 RXP‘ Wins ;
3 BxKe, P-KR4 (if 3 . . . BxB; 4 Q-R6 forces mate);
4 BHQ’B}! (threatening Q-Bé followed by mate),
K-R2 (if 4... Q-Qt; 5§ Q-Q4! forces maze)_; 5
Q-Bs, R—KKtl; 6 QxBPch, K~R3; 7 BxB and wins.
I.Jii(e,wise I ... P—KR3 leads to a lost game afte;
2 BxP. Black cannot reply %h . P{{B i;ecausep(f84
R~KKt5ch! forcing mate. If he tries 2 . .. '
there follows 3 Q—Kt5, Q-—-B2; 4 BxKcP!, QXE, 5
OxQch, KxQ; 6 R—Q7ch. White recovers the piece

and remains with a considerable material advantage.

1 .... P-b4
2 BxP! RxB
3 R—Q8ch QxR

4 Bx(Q and wins ) ’
White’s substantial material advantage gives him
an easy win, o . ~
Sudden attacks of this kind can often u?sct [:h:
most carefully laid plans. This is especially s(;w e.e
a Queen Is separated from the defence, as 15 the cas
here.





