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I just had to let you and your company know how great I think your books are. I just pur-
chased my third Visual book (my first two are dog-eared now!) and, once again, your prod-
uct has surpassed my expectations. The expertise, thought, and effort that go into each
book are obvious, and I sincerely appreciate your efforts. Keep up the wonderful work!

—Tracey Moore (Memphis, TN)

I have several books from the Visual series and have always found them to be valuable
resources.

—Stephen P. Miller (Ballston Spa, NY)

Thank you for the wonderful books you produce. It wasn’t until | was an adult that I dis-
covered how I learn—visually. Although a few publishers out there claim to present the
material visually, nothing compares to Visual books. I love the simple layout. Everything is
easy to follow. And I understand the material! You really know the way I think and learn.
Thanks so much!

—Stacey Han (Avondale, AZ)

Like a lot of other people, I understand things best when 1 see them visually. Your books
really make learning easy and life more fun.

—John T. Frey (Cadillac, M1)

1 am an avid fan of your Visual books. If | need to learn anything, I just buy one of your
books and learn the topic in no time. Wonders! I have even trained my friends to give me
Visual books as gifts.

—Illona Bergstrom (Aventura, FL)

I write to extend my thanks and appreciation for your books. They are clear, easy to fol-
low, and straight to the point. Keep up the good work! 1 bought several of your books and
they are just right! No regrets! I will always buy your books because they are the best.

—Seward Kollie (Dakar, Senegal)
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chapter

An Introduction to Chess

Welcome to the game of chess. Like most games, chess has some very
basic rules. Once you learn and understand those basics, you will be
able to play against others, and you will be able to play through and
enjoy the great matches that chess masters have played through time.
In this chapter, | introduce the chessboard, how to set it up to start a
game, how each piece moves, and how to begin play. | also give you
the basics on chess notation, showing you the “shorthand” used in the
chess world (and in this book) to indicate each move a player makes.
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Getting

Started

Chess is an ancient game of war first invented and played in China or India more than 1,000 years
ago. Over time, the rules have changed, but chess remains a game of strategy and skill that continues
to excite players young and old. The names of the pieces bring to mind the origins of the game—a
battle. Imagine soldiers on foot with the pawns leading the charge. Imagine the cavalry on horse-
back; the Knights jumping into battle. Imagine the general or the King with the Queen at his side.
In many battles of yore, when the King died the battle would end. And so it is in the game of chess.

Chess is played between two players who sit on opposite sides of a “chessboard.” Each player takes command of a “white” or
“black” army of 16 units always arranged in the same way at the start of the game. By rule, the player with the white pieces
always begins the game. The players alternate moves until one player attacks the enemy King in such a way that the King
cannot escape. We call that checkmate.

Many people believe that you have to be a genius to be good at chess. Being really smart helps at most things, but success in
chess requires familiarity with the rules and some basic strategy, as well as practice. This book will help you to get started and
to feel comfortable sitting down and playing a real game. Know that everyone starts out as a beginner.

To get the most out of this book and your chess experiences, | recommend that you buy or borrow a chessboard and a chess
set to play along as you read this book. Many people have very artistic sets. Those are fine for display, but when you review
the material in this book and when you play, you will want to have a standard set much like the one depicted in this book.
They are not very expensive and easy to find in stores and on the Internet. If you are having trouble finding a standard set, go
to the U.S. Chess Federation’s website at www.uschess.org.




Viewing the
chapterl

Chessboard An Introduction to Chess

Chess is played on a board with 64 squares. To make it easier to view the board and move the
pieces, the board has alternating light and dark squares. As you will see, it is useful to think of the
board in terms of its ranks, files, and diagonals.

\ The Chessboard Setup

This chessboard is typical of those on which you will play. To set up the board correctly, place it so that a dark square is in the
lower-left corner. Or, as chess players like to say, “It's white on the right.”

Some boards are labeled with letters (a—h) and numbers (1-8) in the margins. Others are blank. It is perfectly fine to play
with a board that does not have these letters and numbers in the margins. They are there to help you talk about the board,
to name each square, and to emphasize certain features. In this book, we use a labeled board so you can easily identify the
pieces and moves discussed.

For example, every board has eight ranks (rows) and eight files (columns). The 1st rank consists of the eight squares directly
in front of you. The 8th rank contains the eight squares that are farthest from you. As you can see, ranks are horizontal. Try to
visualize each rank in turn: the 2nd rank, the 3rd rank, and so on.

Files are vertical. The eight squares on the left side of the board are called the a-file. The eight squares on the right side of the
board are called the h-file.

The alternating colors of the squares are another wonderful visual aid. For the moment, simply note that there are alternating
light and dark squares and light and dark diagonals. As you will soon see, some pieces move along the ranks and files, while
others move diagonally.




Introducing

. the Pieces

Your chess “team” is made up of five
types of pieces: one King, one Queen,
two Bishops, two Knights, and two
Rooks. Each player also has eight
pawns. The pieces can look different
from chess set to chess set, but you
will always be playing with these same
chessmen.

The Five Types of Pieces /

The King is truly the most important piece because you lose the game if
your King is attacked and cannot escape. Kings are abbreviated with the
letter K.

The Queen is considered the most powerful piece in terms of its ability
to move around the board. Each player has one at the beginning of the
game, though you will see, it's possible to get more! Queens are abbrevi-
ated with the letter Q.
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Bishops usually have a nice, tapered appearance. At the beginning of the
game, each player starts with two Bishops. They are abbreviated with

the letter B.

Knights, like the cavalry, can jump into action. Each player starts with
two Knights. They are abbreviated with the letter N.

Rooks are sometimes called towers or castles because they resemble the
tower of a castle. Each player starts with two of them. They are abbrevi-

ated with the letter R.
CONTINUED ON NEXT PAGE
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Introducing the

Pieces (continued)

| the Pawns |

The pawns are the smallest unit on the chessboard. They can
seem small and unimportant, but they are often very useful
in helping to control territory and to launch attacks on your

opponent.

Pieces and Pawns at a Glance

Pieces and Pawns Abbreviation How They Move
King Q @ K One square in any direction, but never into a square controlled by an enemy
piece.
Queen Q %, Q One or more squares in any direction.
Rook E g R One or more squares horizontally or vertically.
Bishop _Q_ Q: B One or more squares along the diagonals.
N Like the letter L. The Knight is the only piece that can “jump” over other pieces

Knight m @

and pawns.

Pawns 1 i

Forward, one square at a time. Pawns capture diagonally ahead one square.
Pawns that have never moved have the option of moving forward two squares.
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The chessboard setup for the start of a game is always the same. In fact, one of the great charms of
chess is that you start from the same position as others have done for centuries.

\ Where to Place the Pieces

The Rooks begin the game in the corners. The
Knights (many beginning players call them
horses) are next. The Bishops start the game
next to the Knights. Finally, the Queen and King
fill in the remaining squares on the 1st and 8th
ranks. The Queen will always start on its own
color. Note that the white Queen is on a white
square. The black Queen is on a dark square.

Don't forget the pawns; all eight of them are
ready to start the charge. At the beginning of
the game, the eight white and eight black
pawns form a line just in front of the white
and black pieces, across the 2nd and 7th
ranks, respectively.

Note: In this book, the black side is always repre-
sented assuming a starting position at the “top” of
the board on ranks 8 and 7, and white at a starting
position at the “bottom” on ranks 1 and 2.

Chess is played between two players, one in
control of the white pieces and one in control
of the black pieces. White always has the first
move.

To decide who gets white and who gets black,
it is customary for one player to hide a white
and black pawn in each hand. The other
player then picks a hand. Whoever picks or is
left with the white pawn will get the white
pieces and will move first.

In the second diagram, white is advancing
one of its pawns by moving it forward two
squares. As you will soon see, this pawn
move helps control the key squares in the
very center of the chessboard and permits
one of white’s Bishops as well as the white
Queen to move out.




How the King Moves

and Captures

The King can move one square in any direction, horizontally, vertically, or diagonally. It can move
forward and then back, but only one square at a time. The King can also capture any opponent’s piece
if it is on one of those squares. However, the King is not permitted to move into an attack. If you make
a mistake and move your King into an attack, you will be required to take back your move. In other
words, the King is not permitted to move so that it could then itself be captured on the next move.

[ How to Move the King_|

In this position, the white King can move
legally to any of the squares highlighted in
purple. A King in the center of the board can
therefore move to a total of eight different
squares, assuming that your opponent does
not control any of those squares. By contrast,
the black King in the corner can move to only
three squares, those highlighted in green.

Here, only two squares are forbidden to the
white King. The King cannot move to a square
already occupied by its own pawn, and the
King cannot move to the square marked with
a red X. The white King is not permitted to
move there because one of the black pawns
controls that square (see page 16 to learn
how the pawns move and capture).

White has several interesting options. White
can capture either black pawn (to capture,
white would simply remove the pawn from
the board, placing the King on the square that
the pawn occupied). It's fun to practice such
captures. Masters have become adept at mov-
ing and snatching a piece in one fluid motion.
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In this position, both Kings are facing each
other. The white King can move to any of the
squares highlighted in purple, and the black
King can move to any of the squares high-
lighted in green. But neither King can move
next to the other King. Simply put, a King may
never move next to another King. To do so
would be illegal because the other King con-
trols those squares. It's an important point.
Both Kings “control” the same three squares!

[FAQ

Is a checkerboard the same as a chessboard?

It sure is! Both contain 64 alternating-color squares
situated in the eight rank/eight file format. You can use
a checkerboard in a pinch if you don’t mind the checker-
board's traditional red squares instead of the white used
for chess. In fact, you can purchase chess/checkerboard
sets, which contain just one board, along with a set of
checkers and a set of chessmen.




How Rooks Move

and Capture

Unlike the King, a Rook can move more than one square at a time. A Rook can move any number
of squares in a straight line, either horizontally or vertically, but only in one direction at a time per
move. Note that a Rook cannot jump a piece of either color.

[ How to Move a Rook |

In this position, the white Rook can move legally to any of the squares highlighted in purple. For example, it can move toward
the black Knight or capture it by replacing the Knight on the square on which the Knight stood. Similarly, you might decide to
capture the black Bishop, again simply by taking the Rook and placing it on the square that the Bishop occupied, being sure
to remove the Bishop from the board as part of the move. A Rook is not permitted to jump either white or black pieces, so it
cannot move on the other side of the white King.




How Bishops Move
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and Ca Ptll re An Introduction to Chess

Like a Rook, a Bishop can move more than one square at a time. As opposed to a Rook, which
always moves in straight lines, a Bishop can move any number of squares diagonally. A Bishop will
therefore always remain on a square of the same color on which it started the game. Like a Rook, a
Bishop can move forward or backward, but in only one direction at a time per move.

[ How to Move a Bishop |

In this position, the white Bishop can move to any of the squares highlighted in purple. For example, it can move toward the
black Knight or capture it. Similarly, you might decide here to capture the black Rook, again simply by replacing the black
Rook with the white Bishop. The white Bishop is not permitted to jump either the white or black pieces.




How the Queen

Moves and Captures

The Queen is a very powerful chess piece. It combines the powers of both a Rook and a Bishop. As
such, the Queen can move horizontally, vertically, and diagonally. Like the King, it can move in any
direction. Unlike the King, however, it can move far in one direction if there are no pieces in its
path. As you might expect, the Queen cannot jump another piece.

[ How to Move the Queen |

In this position, the white Queen can move legally to any of the squares highlighted in purple. The power of the Queen
becomes obvious when you observe all of the purple squares. Clearly the Queen has many, many options. For example, the
Queen can move toward or capture the black Knight. Similarly, you might decide here to capture the black Rook or the black
Bishop. The Queen is not permitted to jump either the white or black pieces.
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and Ca ptu re An Introduction to Chess

A Knight is the only piece that can jump over other pieces. Some players visualize the Knight mov-
ing in an L-shape—two squares horizontally and then one square vertically (or two squares verti-
cally and then one square horizontally). More experienced players understand the move is a straight
line from the starting square to the destination. As you practice your Knight moves, notice that a
Knight starting on a dark square will land on a light square. And of course, a Knight starting on

a light square will land on a dark square.

[ How to Move a Knigh |

In this position, the white Knight can move
legally to any of the squares highlighted in
purple. As you can see, it can capture the
black Rook but cannot occupy the same
square as the white Bishop. Remember, two
pieces can never occupy the same square.
Some players have some difficulty with a
Knight's movement. Keep in mind that a
Knight on a dark square, as in this diagram,
will only be able to move to light squares.
And of course, a Knight on a light square will
only be able to move to dark squares.

KNIGHTS CAN JUMP

A Knight is the only chess piece permitted to
jump over other pieces. In this position, the
white Knight has just made the first move in
the game. As you can see, it has jumped over
the white pawns. Note again that the Knight,
which started on a dark square, has arrived
on a light square. From its new position, the
Knight now has access to four new dark
squares, indicated in purple.




How Pawns Move

and Capture

The pawns are often called the “soul of chess.” They are the only chessmen that move differently
from how they capture. A pawn, like a foot soldier in war, marches ever forward, one square at a
time. Unlike the other pieces, the pawn can never retreat. Pawns that have not yet moved have the
option of making their first move two squares forward instead of just one square; but after this ini-
tial two-square move, it’s one square at a time.

[ Pawn Dynamics |

HOW TO MOVE A PAWN

In this position, the white pawn can move for-
ward one or two squares (highlighted in pur-
ple). The white pawn has that additional
two-move option because it has not yet
moved. It does not matter how many moves
have been played. A pawn that has never
moved will have the additional option to
move ahead two squares on its first move.

By contrast, the black pawn has already
moved. It therefore has only one option, to
advance a single square (highlighted in
green).

Note: Experienced players never refer to pawns as
“pieces.” Pawns are pawns. Knights, Bishops, Rooks,
Queens, and Kings are considered pieces.

HOW PAWNS CAPTURE

A pawn is the only chessman that captures
differently from how it moves. It captures
diagonally only one square ahead, as if it
were fighting on its side with a short sword.

In this position, the white pawn can advance
one or two squares, but it also has the oppor-
tunity to capture the black Knight. To bring
about the capture, simply move the pawn diag-
onally one square, replacing the black Knight.

The black pawn has three options. It can
advance a single square, but it can also cap-
ture either the white Knight or the white
Bishop.




Chess
Notation An Introduction to Chess chapterl

In order to discuss and write about chess, chess players have invented a written language that, as
languages go, is the easiest language you will ever learn.

\ Reading and Writing Chess Moves

Just as each piece has a name, so too
does every square. In each chess dia-
gram, you will notice that there are
eight letters along the top and bottom
of every board (a-h) and eight num-
bers along each side (1-8). To identify
any square, locate its letter and then its
number.

For example, the square in the bottom
left corner is al. The square in the
upper-right corner is h8. The square
indicated is d5.

Using the names of the squares helps us to
discuss the board in a very simple, clear man-
ner. For example, in this position, the white
Queen is on b1, the black Queen is on e5,
and a black Bishop is on d7. White has pawns
on ¢3 and c4. Take a moment to locate them.
As you will see, it's very easy.

A numeral and period at the beginning of a
notation indicates the move number. For
example, in the game shown here, white's
first move was pawn e2 to e4. This is notated
1.e2-e4. You will see this type of notation
starting in Chapter 8, “Opening Strategy.”

CONTINUED ON NEXT PAGE




Chess Notation

(continued)

Notation also permits us to talk about the
movement of pieces. Remember, pieces are
abbreviated as follows: K for King, Q for
Queen, B for Bishop, N for Knight, and R for
Rook (there isn’t an abbreviation for pawn).
For a refresher on these abbreviations, see
“Pieces and Pawns at a Glance” on page 8. In
this position, white has just moved the Queen
from d1 to b1. In this book, I use the long
form of the notation, “Qd1-b1,” but many
chess players abbreviate the move with “Qb1."
As a result of white’s move, the white Queen
on b1 is suddenly attacking the black pawn
on bé. As you can see, it's not very hard to
find the black b6-pawn. To defend the bé-
pawn, black might now play Re8-b8, moving
the black Rook from the e8-square to b8.

Captures are simply recorded with an “x”" And
so in this position, if black were to move the
black Queen on e5 to capture the white pawn
on e4, you would write: Qe5xe4. Of course,
that awful Queen move would result in losing
the black Queen to the white Bishop (Bc2xe4).

When a move results in check, an attack on
the enemy King, this is indicated with a “+" at
the end of the notation. When a move results
in checkmate, this is indicated with a “#" at
the end of the move.

In this second position, white is about to pro-
mote a pawn. Promoting the e7-pawn to a
Queen on e8 would be written e7-e8=Q or
simply e8=Q.

Note: If a pawn makes it all the way to the 8th
rank on the other side of the board, you get to pro-
mote it to a more valuable piece, meaning you get
to trade in this pawn for a Queen, Rook, Knight, or
Bishop (most often players promote to a Queen
because of its versatility). For more on promoting
pawns, see “Promoting (and Under-Promoting)
Your Pawns” in Chapter 2.




Protect Your
chapterl

Pieces An Introduction to Chess

Many beginners make the same simple mistake. After their opponent captures a piece or a pawn,
they fail to recapture or “take back.” A good rule of thumb is if your opponent captures one of
your pieces, try to recapture a piece of equal or greater value. Generally speaking, if one side has
more material than the other, they will have the advantage and will be more likely to win the game.

\ Protection Strategies

BE SURE TO RECAPTURE

In this example, recapturing is illustrated with
pawns. Black is about to move the pawn on
d5 to capture the white pawn on e4. Not to
fear. As long as white is alert, black will not
“win” the pawn. Rather, white can simply
move the Knight to e4 (following the arrow)
to recapture the pawn.

PRESERVE THE BALANCE

In this position, the situation is more compli-
cated because more pieces have moved, but the
idea of recapturing is the same. Black moves the
Knight on a5 to capture the white Bishop on c4.
White could respond with many moves, but
white should recapture with the white pawn on
d3. If white fails to recapture, black will simply
move the Knight back to safety and will have
taken the white Bishop without losing a thing. It
may be hard to believe, but good players will
almost always win the game if you give them
the advantage of an extra Knight or Bishop.

Note: If an illegal move has been played in an
informal game between friends, you would simply
point out the illegal move and your opponent would
have another chance to move. In a tournament,
that's still the case except that the opponent who
touched a piece would still have to move it albeit in
a legal manner. There’s also often a time penalty . . .
extra time for you or less for your opponent.




chapter

Special Moves

Like many other games, chess has some special moves. There are
checks that attack the enemy King, checkmates that are checks from
which the enemy King cannot escape, and stalemates—an end to the
game in which the enemy is not in check but has no legal moves. There
are discovered checks and double checks. You can transform (promote)
your pawns into Queens or even under-promote your pawns to become
Knights, Bishops, or Rooks. Castling permits you to move your King and
Rook at the same time. And there’s a special capture called en passant
reserved just for the pawns. This chapter explains all these moves and
helps you understand how you can use them to improve your play.
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Checks and

Checkmate

Whenever you attack your opponent’s
King, you are putting the King in
check. The goal of chess is checkmate—
to attack your opponent’s King when
it has no escape. You are not obliged
to say “Check,” and in tournaments,
saying “Check” is considered rude.
But who could resist saying
“Checkmate”?

When the King Is Under Attack l

Check simply means that a King is under attack. In this position, the
black King is in check because the white Queen is attacking it along the
diagonal.

On the very next move, black must make sure to stop the attack. There
are three possibilities. First, the King can move out of check to any square
that is not being attacked (f1, g2, h1, or h2). Note that the King cannot
move to f2 because that would still be check. Simply put, the King cannot
move into check.
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Or black could end the attack by capturing the white Queen with the
Knight (Nd5xbé6).

Or black could move a piece between the attacking Queen and the King
in order to interrupt the direct attack. For example, black could move the
Bishop to d4 (Bal-d4) or the Knight to e3 (Nd5-e3).

If the King is under attack and there is no immediate way to end the
attack, the game is over. Note that checkmate does not actually involve
removing the King from the board. In this position, the black Bishop is
attacking the white King. The King has no legal moves because the other
white pieces are occupying the escape squares. White cannot capture or
block the attack from the Bishop. Checkmate!




Stalemates and

Other Draws

Not all games end in a checkmate. Many games end in a draw, usually an agreement between the
players that no one wins. This section reviews most of the types of draws. So what is a draw? That’s
when nobody wins. In tournaments, draws are recorded as 2 — ', essentially half a point for each
player rather than a full point for a win.

[ ypes ofDraws |

A TYPICAL STALEMATE

The most exciting form of a draw is the stale-
mate. On a player's turn, if he or she is not in
check and cannot make a legal move, this is a
stalemate—neither side wins.

In this position, it is black’s move. The black
King is not in check, and it has no legal moves.
It cannot capture the white pawn or move

to c7 or e7 because the white King controls
those squares. Similarly, the black King cannot
move to c8 or e8 because the white pawn
controls those squares. Remember that the
King is not permitted to move to any square
controlled by an enemy piece. This position is
the most common stalemate in chess.

White appears to be well behind in this posi-
tion. In fact, black is threatening to move the
Rook on g3 to g1 (Rg3-g1#), checkmate. (The
Knight on f3 would defend the Rook.)
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However, it is white’s move. White surprises
black by moving the Rook on a2 to h2, check
(Ra2-h2+). At first glance, the move looks ter-
rible because black can simply capture the
white Rook with the Knight. But after the
Knight on 3 captures the Rook (Nf3xh2), the
result is a stalemate. The white King is not in
check but cannot move.

OTHER TYPES OF DRAWS

By Agreement

The most common type of draw is by agree-
ment. At any time in a game, you can offer a
draw to your opponent. Be mindful of good
etiquette, however. Don't offer a draw on
every move! Most chess players consider that
to be rude.

Perpetual Check

In this position, white appears to have an
overwhelming advantage and the prospect of
a quick win, perhaps with a Rook-from-e4-to-
h4 checkmate. But black on the move draws
in one of two interesting ways. The most
spectacular is Qb8-h2 check because, after
white captures the black Queen, the result is
a stalemate!

Black could also draw quickly with what is
called a perpetual check, a never ending
series of checks. Black moves the Queen from
b8 to g3, check (Qb8-g3+). White cannot cap-
ture the Queen or block the attack. White
therefore must move the King into the corner
at h1 (Kg1-h1). To draw, black will simply
check the white King on h3 (Qg3-h3+) and
then again on g3 (Qh3-g3+). Reaching the
same position three times in a row is an auto-
matic draw. For a play-by-play of this draw
scenario, see the next page.

CONTINUED ON NEXT PAGE



Stalemates and

Other Draws (continued)

@ White is considering a Rook move from e4 to h4, putting black
in checkmate, but it's black’s move.

@ Black moves its Queen from b8 to g3, check (Qb8-g3+).

@ White moves its King to h1 to get out of check (Kg1-h1).

e Black moves its Queen to check white on h3 (Qg3-h3+), and
can simply move back and forth between h3 and g3, keeping
the King in perpetual check.
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50-Move Rule

And then there’s the merciful 50-move
rule. If both players have made their
last 50 consecutive moves without
moving a pawn and without making a
capture, either player can claim a draw.
Obviously, you will need to have kept
an accurate score sheet to make this
claim! In this example from a real
game, white just moved the Rook from
e3 to e4 (Re3-e4) and used the 50-rule
move to claim a draw. This particular
game lasted a total of 170 moves.

[FAQ

How much are the pieces worth? Queen 9

It must be obvious by now that the Queen is much Rook
stronger than the Knight, Bishop, or Rook. After years

of experience, we know the relative value of each B'S_hOP 3t
piece. This table estimates the value of the chess- Knight 3
men. The basic unit, the pawn, has a value of one. B 1

Use the values in this table as a rough guide. A Rook

is roughly worth as much as five pawns or a Knight

(or Bishop) and two pawns. A Queen is worth approximately as much as a Rook, Knight, and
pawn. Two Rooks are roughly equivalent to a Queen plus a pawn. Of course, in most situations,
there are many other factors to consider, such the activity of the pieces and the amount of space
on the board each player controls.

The King is not included in the table because, in a real sense, it has infinite value. If your oppo-
nent attacks your King and it has no escape, you lose the game. But in many positions, espe-
cially late in the game, the King can play an active role. In such situations, it might be useful to
think of the King as having a value of approximately five pawns.

Note that the Bishop has a value slightly greater than the Knight. The Bishop is usually, though
not always, worth a bit more than a Knight. See Chapter 5, “Bishop Strategy,” for more informa-
tion on why this might be so.




Discovered Checks

and Double Checks

Discovered checks are among the most powerful moves in chess. The maneuver is quite simple. You
move a piece, exposing an attack from a piece behind it.

If it’s possible, double checks are even more exciting and deadly. Like a discovered check, a piece
moves to expose a check from behind it while the piece itself also gives check. As you will see, dou-
ble checks always force the King to move.

| biscovered Checis |

In this first position, the black King would be in
check from the white Queen except that, for
the moment, the white Knight on e5 is block-
ing the attack. With white to move, any move
by the Knight will expose the attack from the
Queen and place black in check, thus the dis-
covered check. White could play the Knight to
g6 check (Ne5-g6+), winning the h8-Rook on
the next move. Better still, white selects the
Knight to c¢6 check (Ne5-c6+), knowing that
no matter what black does to block the check
from the white Queen, the white Knight will
capture the black Queen on the next move.

In this second position, black has more mate-
rial than white has, but white can quickly win
the black Knight and the Queen by using a
discovered check. White begins by moving
the Rook on b1 to b7, capturing the black
b7-pawn. The Rook on b7 would place the
black King in check because the Rook on b7
attacks the b8 square. The white Bishop on
g2 defends the Rook on b7 (in other words,
the black King cannot capture the Rook
because it would then be in check from the
white Bishop). Therefore, under attack from
the Rook, black has no choice but to retreat
the King into the corner at a8 (Kb8-a8). White
then continues with a powerful discovered
check: The white Rook takes the black Knight
on e7 (Rb7xe7), leaving the diagonal open,
with the white Bishop now holding the black
King in check. After black gets out of check by
moving its King back to b8 (Ka8-b8), white
will move the Rook (now on e7) to capture
the black Queen on 7 (Re7xf7).

See the next page for a play-by-play of this
discovered check scenario.
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@ The white Rook captures the black pawn on b7, putting the @ Black retreats its King to a8 (Kb8-a8).
black King in check (Rb1-b7+).

@ The white Rook captures the black Knight on e7, revealingthe @) Black moves its King back to b8 to get out of check (Ka8-bs).
discovered check from the white Bishop (Rb7xe7). Then white moves its Rook to capture the black Queen on 7
(Re7xf7).

CONTINUED ON NEXT PAGE




Discovered Checks and

Double Checks (continued)

Double Checks /

At first glance, it appears that black has a sig-
nificant advantage in this game. The Knight
on f2 is attacking the white Queen and both
of the white Rooks. Note also that black has
two Knights while white has only one.

But white has the possibility of bringing about
a powerful double check. White begins by
sacrificing the Queen by moving it to d8, put-
ting the King in check (Qd3-d8+). Black has
no choice but to capture the Queen on the
key d8 square (Ke8xd8).

This is the position after the Queen sacrifice.
White now moves the Bishop on d2 to g5
(Bd2-g5+), giving double check from both the
Bishop and the Rook on d1. Note that black is
attacking both of these white pieces, but it is
not possible to capture both with one move.

To get out of the double check, black must
move the King from d8. If the King moves to
c7, white has the amazing Bishop g5 to d8
checkmate! If, instead, black moves the King
from d8 to e8, white delivers checkmate by
advancing the Rook to d8.




Promoting (and
chapter2

Under-Promoting) Your Pawns | special Moves

Your pawns are worth less than the

King, Queen, Bishops, Knights, and /
Rooks, but they can help you control key

squares, and they become very powerful
as they approach the end of the board.

If you succeed in advancing a pawn
all the way to the 8th rank, you must
remove the pawn and replace it with a
Queen, a Rook, a Knight, or a Bishop.
Almost all the time, you will want to
promote the pawn to a Queen, but there
are interesting exceptions.

Promoting Your Pawns /

Advance a pawn to the 8th rank and a wonderful transformation will occur. The rules require that you convert the pawn to a
Knight, Bishop, Rook, or Queen. As the most powerful piece, the Queen is the most obvious choice, and most players pro-
mote to a Queen.

This position is from a game between former world chess champion Bobby Fischer (playing white) and the Russian Tigran
Petrosian (playing black). Petrosian advanced the pawn on a2 to a1 (a2-a1=Q) and promoted it to a Queen. Fischer replied
by advancing his h6 pawn to h7 (h6-h7). Petrosian was unable to prevent Fischer from promoting that pawn to a Queen on
the next move (h7-h8=Q).

With eight pawns at the beginning of the game, you can, in theory, have a total of nine Queens on the board. It is rare, of
course, to have more than two Queens. Some modern sets come with two Queens. If you have only one in your set, it is cus-
tomary to use an upside-down Rook as the second Queen.

CONTINUED ON NEXT PAGE




Promoting (and Under-Promoting)

Your Pawns (continued)

Under-Promoting Your Pawns I

Under-promotion is rare, but it's always fun
when it occurs. Here, with black to move,
black dares not promote the pawn on e2 to a
Queen because white will quickly respond by
moving its Rook on b8 to €8 (Rb8-e8+),
checking the black King, and, on the next
move, capturing the new Queen on el.

Instead, black under-promotes the e-pawn to
a Knight! Suddenly, the white King is in check
from the new Knight with only a single legal
move: King from f3 to e3 (Kf3-e3). Note that
on e3, the King no longer has any legal
moves. The new Knight controls d3 and f3.
The Rook on a2 controls the squares on the
2nd rank. And the black King controls d4, e4,
and f4. Black should therefore attack the
trapped King by advancing the f-pawn from
f5 to f4 (f5-f4). That's check, with mate to
follow on the next move (after two pawn
captures on f4)!
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The King and the Rook can take part in a very special move, the only chess move that involves mov-
ing two pieces at the same time. This move, known as castling, helps bring the King to a safer
square and bring the Rook toward the center.

How to Castle /

Here, the white King can castle on either side
of the board. To castle, follow these steps:

@ Move the King two squares toward the
Rook (in this example, from e1 to c1 or from
eltogl.

@ Move the Rook to the square immediately on
the other side of the King (in this example, to
d1 orf1).

Technically, castling is a King move, so be sure
to move the King first. If you touch the Rook
first in a tournament, you will be required to
move just the Rook.

Here's where the King and Rook end up after
castling.

CONTINUED ON NEXT PAGE




Castling

(continued)

The Rules of Castling /

Note that castling is permitted only when your King and Rook have not previously moved. In addition, there are two simple
rules to keep in mind:

® You cannot castle out of, through, or into check. If your King is being attacked, castling is not an option for getting out of
check.

e All of the squares between the King and the Rook must be vacant.

Note that you can castle if your Rook is under attack. You can even castle if your Rook passes through a square controlled by
your opponent.

In this diagram, white is not in check but cannot castle on the Kingside because the black Bishop on h3 controls the f1
square through which the King would have to move. White is permitted to castle Queenside despite the fact that black’s

Bishop on g7 is attacking the Rook on a1 and the black Queen on h7 is attacking the b1 square through which the white
Rook would move.




The En Passant
chapter2

Ca Ptll re Special Moves

In the early days of chess, pawns could move forward only one square at a time. When the rules
changed to permit pawns to advance two squares for their first move, the French added a new rule
to make sure that a pawn couldn’t become a Queen without a neighboring pawn having at least one
chance to capture it. Many players are not familiar with this unusual pawn capture, but it is very
much a part of the game. The ez passant (French for “while passing”) capture is perhaps the tricki-
est chess move to learn and remember.

How to Capture En Passant I

In this diagram, the white pawn on d2 has not yet moved. It has the option of moving one or two squares. If it moved ahead
a single square to d3, the black pawn would clearly be able to capture it. If the white pawn moves ahead two squares, how-
ever, the black pawn on the neighboring e-file would like to have the chance to capture it before the white pawn can
advance toward its Queening square, d8. The en passant rule applies here. For one move only, the black pawn can respond
by capturing the white pawn as if it had moved only a single square.

Note: Ffrom white’s viewpoint, Queening squares consist of all squares in the 8th rank. For black, the Queening squares are all the squares
on the st rank. For more on promoting pawns, see “Promoting (and Under-Promoting) Your Pawns,” earlier in this chapter.

To capture the white pawn, move the black pawn forward diagonally as if the white pawn had moved only a single square. This
diagram shows the final position. Note that only pawns can capture en passant, and that only a pawn on an adjacent square
can capture in this way.

EN PASSANT CAPTURE IN ACTION

In this position, it is black’s move. The black King

has no legal moves. In fact, black’s only legal move

is with the black b7-pawn. If black advances its pawn
two squares from b7 to b5, white has a very strong
response with the en passant capture, a5xb6. Without
the en passant capture, black might actually win the
game by advancing the b-pawn and promoting it to a
Queen on b1. With the en passant capture, white will
quickly advance the b6-pawn all the way to b8, pro-
moting to a Queen (or Rook) with checkmate!




Rook Strategy

A Rook is a powerful piece. This chapter will help you learn how to
make the most of it. Some chess players find it difficult to develop the
Rooks effectively because the Rooks begin the game in the corners.
Developing your pieces quickly and moving the Rooks toward the cen-
tral files will help you secure control over the center of the board. And
by attacking or controlling distant squares, the Rooks can help your
attacks succeed. Experienced players know that Rooks belong on open
files (not blocked by pawns) and that Rooks are especially effective
when they get to the 7th rank to attack the enemy pawns.



Rooks Belong on OpenFiles ................. ..o, 38

Advance Your Rookstothe 7thRank ....................... 40
Simple Back-Rank Checkmates ............................ 41
Fun with Active ROOKS ..............¢.¢ciiiirrnnnnnnnnnnnns 42

Rooks Belong Behind Passed Pawns ....................... 43



To make the Rooks as good as possible, move them to open files where the pawns do not block
their mobility. On open files (remember, files are the “vertical columns” on the chessboard, lettered
a-h), the Rooks can move forward and help control the center and far reaches of the board.

You will often want to move a Rook to an
open file where its own pawns cannot block
its forward movement. In this example, the
black Rook on a8 has the option of moving to
any of the squares on the 8th rank. One of
those squares, of course, is different. Moving
the Rook from a8 to e8 (Ra8-e8) is the best
move here because from e8, the Rook will
help control all the squares along the 8th rank
as well as the squares on the open e-file.

In the second example, there are two black
Rooks and two open files. If it's good to place
one Rook on an open file, it's even better

to place both Rooks on open files. In this
case, placing the Rooks on d8 (Ra8-d8) and
€8 (Rh8-e8) will help black to control the
important squares in the center of the board.




In this final example, black has both Rooks
but only a single open file. You can begin by
moving one of the Rooks to the e-file. Of
course, that Rook will be a “good” Rook,
while the other will remain “bad.” To make
both Rooks good, move the Rook at e8 for-
ward, perhaps to e7 or e6. This advance will
make room for the other Rook. Complete
your Rook maneuver by moving the other
Rook to e8. This is called “doubling Rooks”
(see the next photo for the resulting doubling
Rook position).

Once you control an open file with a Rook,
you can often use the Rook to infiltrate your
opponent’s position. The Rook is especially
effective when it is attacking undefended
pawns deep in the enemy’s position.

Rook Strategy




Rooks become especially powerful when they advance safely across the board to attack the enemy
pawns. Don’t let the term 7th rank confuse you here. When playing chess, your back row counts as
rank 1, so black’s 7th rank, for example, is the same as white’s 2nd rank.

In this example, the enemy pawns rest on
their original squares. And so, masters often
talk about advancing their Rooks to the 7th
rank where the enemy pawns usually are. The
key for black is to advance the Rook on e8 to
e2 (Re8-e2). White will then have a problem.
The black Rook on e2 will be attacking unde-
fended white pawns on d2 and f2. White can
respond by moving its Rook on b1 to d1
(Rb1-d1) or f1 (Rb1-f1), but there's clearly no
way to move the Rook on b1 to defend both
pawns.

In this example, the black Rooks are domi-
nating black’s 7th rank. Black has succeeded
in doubling the Rooks on the 7th rank, a
catastrophe for white. On the 7th rank, the
Rooks combine to place tremendous pressure
on the white pawns. White has succeeded
with the King on b1 and the Rook on c1 to
defend the c2-pawn adequately. However,
the white f2-pawn is in jeopardy. White could
push the f2-pawn forward, but the black Rook
on e2 would then capture the g2-pawn instead,
and then go on to threaten the h2-pawn.




Here are our first checkmates!

One of the reasons that Rooks belong on
open files is that they can often deliver check-
mate all by themselves. In this example, black
has an active Rook on an open file. Moreover,
white has no defense along the 1st rank.
Black simply moves the Rook forward all the
way to el (Re8-el) to attack the white King.
White cannot move its King, capture the Rook
on el, or place a piece between the King and
the attacking Rook. It's checkmate! Experienced
players will often head off this attack by mov-
ing a pawn forward in front of their Kings;
you will be surprised how often this simple
attack works.

In this second example, black shows off the
power of doubled Rooks. White does have a
Rook defending the key el-entry square, but
black has two attacking Rooks. Black begins
by advancing the Rook on €7 to e1, check
(Re7-e1+). To avoid checkmate, the white
Rook on g1 must capture the black Rook on
el (Rg1xel). White then delivers checkmate
by playing Rook on e8 takes Rook on el
(Re8xel#).

Rook Strategy




As the game unfolds, the player with
the most active Rooks is often the vic-
tor. Be sure to place Rooks on open
files, look to advance them to unde-
fended outposts in your opponent’s
position, and remain aware of the
awesome power of your doubled
Rooks.

Here's another example of why it is so important to double your Rooks on an open file. The black Rooks are dominating the
only open file on the board. As you have seen in previous examples, the Rooks will advance to the 7th rank to attack the
enemy pawns. Here, however, black has a much stronger plan.

The two black Rooks combine to attack the key e1 square. White is defending the square with two Rooks. The attack will
work if black can eliminate one of white’s defending Rooks. Black therefore begins with the aggressive Queen sacrifice: The
black Queen captures the white Rook on g1, check (Qc5xg1+). White must recapture with the Rook on h1 (Rh1xg1). The result
is a simple two-on-one attack on the e1 square. Black moves its e7 Rook to e1 (Re7-e1). White then captures it with its
remaining Rook (Rg1xeT). Then black advances its €8 Rook to e1 (Re8-e1#). The white King cannot escape from the final
check by the e1-Rook; it's checkmate.




Rook Strategy

Rooks are also especially powerful
when you place them behind passed
pawns (pawns that are advancing
toward promotion and cannot be cap-
tured by an enemy pawn). By them-
selves, the pawns might be successfully
captured. With a Rook behind them,
they become a powerful force.

In this position, white has placed the Rook on a1 behind the passed pawn on a7. To prevent the pawn from promoting to a
Queen, black was forced to play Rook to a8. The white Rook is clearly playing a strong, aggressive role. By contrast, the black
Rook is quite passive and cannot move along the rank without permitting the pawn to advance. To win, white will need only
to move the King from d4 to the key b7 square. On that square, the white King will attack the black Rook, forcing it to move
away or be captured. If black decides to move the Rook along the 8th rank, the pawn will be able to advance and promote to
Queen.
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Knight Strategy

While the Bishop, Queen, and Rook can sweep across the board, the
Knight is limited to its relatively short L-shaped movements. As you will
see, these limited movements make it all the more important to decide

early on where you can safely post the Knight and from where it can
effectively assist in the battle.
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Move the Knights to the

Center of the Board

The experience of masters tells us that a Knight belongs in or near the center of the board, where
the enemy pawns cannot attack it. From this safe post, a Knight can lash out to assist in attacks
against the enemy King, to deliver unexpected forks (forks are explained in “Knight Forks Are
Fun!,” later in this chapter), and simply to tie down enemy movement.

[ Attack from the Center |

In this position, the white Knight is safe from
attack in the center and can move to eight dif-
ferent squares. From its central perch on d5,
the white Knight is ready to assist in an attack
on the black King or to lash out toward the
black Queenside (the side of the board where
the Queen started is called the Queenside
while the side of the board on which the

King started is called the Kingside). By clear
contrast, the black Knight is in the corner at
a8, where it will likely have very little effect on
what will happen next.

In this position, the white Knight controls
eight squares because it is actively placed in
the middle of the board. Note that the Knight
is occupying a light square on e4 and, as a
result, is attacking eight different dark
squares.




Knight Strategy

chapter4

If you move or place a Knight on a dark
square, for example on d4, it would be attack-
ing eight different light squares. Observing the
light square/dark square relationship here can
help you become more comfortable with the
movement of the Knight.

By contrast, if you place the Knight on the
side of the board, the Knight will have access
to only four squares. In this case, the Knight
on d8 can move only to b7, c6, €6, and f7.
That's why we say that “a Knight on the rim is
grim.”

In this position, the white Knight on the a2
square has access to only three squares: b4,
3, and c1. The black Knight in the corner on
h8 can move only to two light squares: f7 and
g6. There's a rhyme for that too: “A Knight in
the corner makes you a mourner!”




Place Your Knights Where the

Enemy Pawns Can’'t Attack Them

The actual rule for Knight strategy is a bit more complicated than simply moving your Knights to
the center of the board. The key is to move your Knights to central squares that your opponent’s
pawns cannot attack.

[ Avoid Pawn Attacks |

Black has just responded to white’s opening
move of pawn from e2 to e4 (e2-e4) with
Knight g8 to f6 (Ng8-f6). At first, black’s

move seems strong because the Knight has
developed quickly toward the center and is
attacking the white pawn on e4. However, on
white’s second move, the pawn on e4 can
advance again to e5 (e4-e5), attacking the
black Knight on 6. The black Knight would
need to move again to avoid its loss, but
moving the Knight to e4 would invite another
pawn attack d2 to d3 (d2-d3). Moving the
black Knight to d5 (Nf6-d5), a better move,
would nonetheless invite white to attack the
Knight with c2 to c4 (c2-c4). As you can see
from this example, advancing your Knights to
the center of the board isn't enough; read on.

In this example , the white Knight is on its
starting g1-square. The advance of black’s
central pawns has created a “hole” in black’s
pawn structure on the d5 square. Note that
the black pawns will not be able to attack or
capture the white Knight if it's on d5, and
from the d5 hole, the Knight would help to
control eight squares. On d5, the Knight
would be able to assist a Kingside attack or
possibly deliver forks on the c7 square (imag-
ine a black Rook on a8 and the black King on
€8). To learn about forks, see “Knight Forks
Are Fun!,” on the next page. The arrows show
the fastest and safest path for the Knight to
follow to reach the key d5 square in this sce-
nario: g1-e2-c3-d>5.




Knight Forks
chapter4

Are Fun! Knight Strategy

The Knight can attack two or more
pieces at the same time. When a
Knight attacks two pieces at once, we
call it a Knight fork. An attack on
more than two pieces is called a family
fork. In practice, it is rare for a Knight
to attack more than two pieces at a
time, but forks are often the culmina-
tion of complex maneuvers and tacti-
cal intrigue.

[ Family Fork |

Here's a position from a sample game, with black set to move. As you can see, the white Knight on d5 is attacking the black
Queen on e7. If the black Queen moves forward one square from e7 to e6, do you see how white can move the white Knight
to deliver a family fork?

The answer is Knight from d5 to ¢7 (Nd5-c7); resulting in check, as well as a family fork. The white Knight on 7 is attacking
black’s Knight (Ke8), Queen (Qe6), Rook (Ra8), as well as the Bishop (Ba6).

CONTINUED ON NEXT PAGE




Knight Forks

Are Fun! (continued)

In this more difficult example, white combines a wonderful Queen sacrifice with a clever Knight fork to gain a decisive mate-
rial advantage. Note that the white Knight on d5 is powerfully located in the center, even though it is being attacked by a
black pawn on e6.

As chess books like to say, it's white to move and win, in this case by winning a piece. White begins by moving its Knight to
f6, putting the King in check (Nd5-f6+). Note that black cannot capture the Knight with its Bishop because the white Queen
on g4 is pinning the Bishop on g7. Simply put, you are not allowed to make a move that places your King in check. Black
must therefore respond by moving the King to f7 or into the corner to h8. White then has a wonderful combination ending
with a Knight fork. White captures the black Bishop with its Queen, putting the King in check (Qg4xg7+). Black must respond
by recapturing the Queen with its King (Kxg7). This then yields a Knight fork opportunity for white that will regain the Black
Queen. Can you find the solution?

The answer is Knight to e8, check (Nf6-e8+), forking the King and Queen. The play-by-play of this combination is detailed
on the next page.
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Knight Strategy

@ White moves Knight to 6, putting the King in check
(Nd5-fe+).

@ Black’s King moves to f7 to get out of check (Kg8-f7) (the King
could also move to h8).

@ White's Queen captures the black Bishop, putting the King in
check again (Qg4xg7+).

@ Black responds, capturing white’s Queen with the King (Kxg7).
This reveals the Knight fork opportunity for white (Nf6-e8+),
forking the King and Queen.
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Bishop Strategy

The Bishop is forever committed to traveling on the same color. To make
sure that the Bishop will have the most substantial effect on the posi-
tion, it is important not to fix your pawns on the color of your Bishop.

In an open board where the pawns are mobile, the Bishop can be a

very powerful piece. You will soon see pins, skewers, and Bishops that
can dominate Knights and even Rooks. However, in a closed position
where many of the pawns are fixed, the Bishop’s mobility can be seri-
ously limited.
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Bad Bishops and

Good Bishops

Just as there are good Rooks (on open files) and good Knights (in the center where the enemy
pawns can’t attack them), there are good Bishops and bad Bishops. From experience, it is clear that
Bishops are good as long as you don’t limit their mobility behind pawns that are fixed (set on the
same color as the Bishop).

A VERY BAD BISHOP

In this situation, the white Bishop on f1 can
safely move around to g2, h3, and even h1.
You can immediately see that, while the
Bishop remains on the board, it will have no
meaningful effect on the rest of the game. In a
real sense, white's pawns on e2, f3, and g4
have imprisoned or trapped their own light-
squared Bishop. The simplest advice: Don't let
this happen to you!

GOOD VS. BAD

Most of the time, Bishops are not quite that
bad, but the principle remains important.

Do not fix pawns on the same color as your
Bishop. In this example, the two pawns are
considered fixed because they cannot advance.
The Bishop on b2 is considered “bad” because
the white pawn on d4 is fixed on its color. By
contrast, the black Bishop on g7 is considered
“good” because it is attacking a fixed white
pawn.




Bishops Can
chapter5

Dominate Knights Bishop Strategy

One reason that Bishops are worth
slightly more than Knights is that the
Bishop can dominate a Knight on the
open board.

In this position, the white Bishop on e5 controls all four of the squares to which the black Knight on h5 can move.

To improve your play, you should play against others and also play through the games of some the world’s greatest players.
As you play through master games, time and again, you will observe the same pattern: Bishops three squares away from

enemy Knights, dominating them just as they do in this example.




Fianchettos

Fianchetto is Italian for “on the flank.” In chess, a fianchetto is a special formation of pawns that
give the Bishop an opportunity to take control over the longest diagonal on the chessboard. White
can fianchetto the Bishop on the Queenside by playing b2-b3 and then Bcl-b2. On the Kingside,
white can play g2-g3 and then Bfl-g2. Many players enjoy these formations because fianchettoed
Bishops have such sweeping control through the board.

[ The Formation |

At the beginning of a game, you have an
opportunity to place your Bishop quickly on
the board'’s longest diagonal, setting up a
fianchetto. In this position, after advancing
the g-pawn to g3 (g2-g3), white can play
Bishop f1 to g2 (Bf1-g2). Many players like
this maneuver, but white must be careful
when advancing the g-pawn that black is not
able to capture the white Rook on h1 with a
Bishop or a Queen coming straight down the
long diagonal.

Here, all of the Bishops have been fianchet-
toed (flanked by their pawns). Note that both
sides have been very careful, developing the
Knights to f3 and f6 to prevent any of the
Bishops from capturing another Bishop.




Bishops of
. Opposite Color Bishop Strategy chapter5

Light-squared Bishops and dark-
squared Bishops can never capture
one another. That simple fact usually
means that games ending with
opposite-colored Bishops result in
draws.

Opposite-Colored Bishops Often Result in a Draw /

In this position, black appears to have a significant two-pawn advantage. However, white has a light-squared Bishop, while
black’s Bishop can travel only on the dark squares. The two can never come into direct conflict. White can effectively blockade
the black pawns by moving its Bishop to light squares that stay in contact with the d3 square. For example, white could sim-
ply shuttle the Bishop back and forth between d3 and c2. If black moved the King around to ¢3 in order to prevent Bishop to
2, the white Bishop could move instead to e4. Simply put, there’s no safe way for black to advance the pawns.




Skewers

and Pins

Skewers are dramatic attacks by the
Bishop, usually involving a check, that
often net a Rook or a Queen. Pins are
much more common maneuvers. A pin
begins with a Bishop attacking a piece,
usually a Knight. In some cases, a
movement by the Knight would
expose the Queen to attack. In other
cases, the Knight cannot move,
because the Bishop would then be
attacking the King. The Knight is
thus, pinned by the Bishop.

SKEWERS

In this position, it is white’s move. White can carry out a skewer in two dif-
ferent ways. First, white could attack or check the black King by playing
Bishop on d1 to f3 (Bd1-f3). The black King on d5 would have to move,
permitting white to capture the Rook on a8 (Bf3xa8). Better still, white
could play Bishop to b3, check (Bd1-b3+). Here, the skewer will net the
Queen on g8 (Bb3xg8).

PINS

In this position, there are two pins. Note that the white Bishop on b5 is
pinning the black Knight on c6 to the black King. This is called an absolute
pin because the Knight on c6 cannot legally move (remember, you cannot
make a move that results in putting your King in check).

By contrast, the black Bishop on g4 is pinning the white Knight on f3 to
the white Queen. This is called a relative pin because the Knight on 3 is
permitted to move. Such moves are often unwise though, because mov-
ing the Knight would result in the loss of the white Queen.

It is far more common, in master play, for players to “unpin” with a move
like Bishop f1 to e2 (Bf1-e2), as seen in the photo at the top of this page.
Or, white could simply challenge the black Bishop by moving the pawn
from h2 to h3 (h2-h3); masters call such pawn maneuvers “putting the
question to” or “kicking” the Bishop.




Bad Bishops Against
| Good Knights Bishop Strategy chapter5

While Bishops are often better than
Knights, there are exceptions to the
rule. A good Knight (in the center of
the board where the enemy pawns can-
not attack it) is almost always better
than a bad Bishop (locked in by its
own pawns).

In this example, material is even—black and white are evenly matched in the number and value of their pieces. However,
black’s Knight is wonderfully posted, while the white Bishop has little scope. In this position, it is white's turn to move, but
every move that white can make will result in a winning advantage for black. If, for example, white moves the Bishop, black
will be able to capture it with its Knight and then infiltrate with the King.




Bishops Can

Dominate Rooks

In almost all situations, Rooks are
stronger than Bishops. Perhaps you
will be fortunate to skewer a Rook or
to pin a Rook to a Queen or a King.

There is another way for a Bishop
to dominate a Rook. It simply requires
some help, in this case from an
advanced pawn.

In this example, both Bishops are dominating a Rook. The white Bishop on f8, for example, has trapped the black Rook on g8
with help from the pawn on g7. If the Rook moves to h8, the pawn will capture it. If the Rook captures the Bishop on 8, the
pawn will then capture it. If the Rook captures the pawn on g7, the Bf8 will capture it.

Similarly, the black Bishop on b2, with help from the advanced black a-pawn, has trapped the white Rook. If the Rook moves
to al or captures the a3-pawn, the Bishop can capture it. And if the Rook on a2 captures the Bishop on b2, the a3-pawn wiill
be able to recapture. Imagine trapping a Rook in this way and then bringing up another pawn or piece to attack it.




Bishop Strategy \|chapter 5

This position was reached in the famous 1972 World Championship match between Bobby Fischer and the Russian Boris
Spassky. Spassky, playing white, had just played Bishop to €7 and was threatening to play Bishop e7 to f8 (Be7-f8) and then
pawn g7 to g8 (g7-g8) to promote to Queen (g7-g8=Q)! Fischer had no choice but to prevent that threat with Rook a8 to g8
(Ra8-g8). Naturally, Spassky followed up with Bishop e7 to f8 (Be7-8), trapping Fischer's Rook. In spite of having his Rook
trapped, Fischer nonetheless went on to win the game and the match.

U.S.-born Bobby Fischer is viewed by many chess players as the greatest
chess player in history. He took the chess world by storm in 1972, when
he challenged and defeated reigning World Champion, Russian Boris
Spassky. This meeting was coined as the “Match of the Century.” Fischer's
convincing victory over Spassky brought chess into the international lime-
light and elevated Fischer to celebrity status. Fischer’s win was viewed by
many as a symbolic Western victory during the Cold War.




Pawn Strategy

Unlike Kings, Queens, Bishops, Knights, and Rooks, pawns can move in
only one direction: forward, ever forward. Reach the final rank and the
lowly pawn, the foot soldier of chess, can transform itself into any piece
except a King (players most often opt to promote to a Queen). But there
is much more to pawns than just the quest to promote into a more
powerful piece. As the pawns move forward, they open up diagonals for
the Bishops, protect other pieces, and often lead the way for attacks.
They can pry open an opponent’s Kingside, but they can also spell doom
when they become weak, and are then subject to capture.
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Don’t Double

Your Pawns

When pawns are one in front of the other, we refer to them as doubled pawns. Doubled pawns occur
when a pawn captures and moves in front of another pawn. There are exceptions to most rules in
chess, but you should usually try to recapture with a piece rather than with a pawn to avoid the
weakness of doubled pawns.

| The Weaknesses of Doubled (and Tripled) Pawns

In this position, white has doubled pawns

on the f-file, while black has tripled pawns on
the c-file. These pawns are weak because
they cannot defend one another. If you were
playing white, for example, you might attack
the black pawns with Rooks along the c-file,
and perhaps also with your other pieces.
Black might decide to try to defend the pawns
or, alternatively, attack the weak white dou-
bled pawns.

Here, black has not one but two sets of dou-
bled pawns. White's strategy is clear. White
has doubled the white Rooks on the c-file and
will, on the next move, capture the weak
black pawn on c6. In contrast, the white pawn
structure seems quite strong with no obvious
weaknesses. As a result, black cannot easily
mount a counterattack on white's position.

It is worth noting that there are many situa-
tions in which you need not be in rush to
attack such weaknesses. By all means do so if
you see a clear win as a result, as in this situa-
tion, but keep in mind that weaknesses such
as doubled pawns are “structural” in that the
weaknesses will usually be there for the
whole game, and you will easily be able to
capture such pawns once all of your pieces
are well developed.

|




Pawn

HELTC Pawn Strategy chaptcr6

Pawns are generally more secure and
harder to attack when they are con-
nected and able to defend one another.
By contrast, when the pawns are scat-
tered around the board, they are easier
to attack.

The Fewer Pawn Islands the Better

Here, white has two pawn islands. Pawn islands consist of a single pawn or group of side-by-side pawns that are separated
from other pawns by open files. The white pawns on the a-, b-, and c-files form one island, while the white pawns on the
f-, g-, and h-files form the other island. Side-by-side, these pawns do not defend one another, but we consider these strong
formations because, unlike the doubled pawns we just saw, they contain no permanent weaknesses and are capable of
defending one another.

By contrast, the black pawns in this diagram form a total of four pawn islands and are considered much weaker. Three of the
pawns have no neighbors. Therefore, if attacked, these pawns would need to be defended by Knights, Bishops, Rooks, or
Queens, pieces that in most cases have more important roles to play than to defend a lowly pawn.

The general rule here is simple: During the game, try to have fewer pawn islands than your opponent.




Some Doubled

Pawns Are Strong

Many beginning players become so fearful of doubling their pawns that they miss situations when
doubled pawns can be strong.

| Double Pawns Supporting the Center

In the following position, the black Knight has
just captured on the e3 square. White could
automatically recapture with the Queen to
avoid doubling the white pawns on the e-file.
A great American chess player, Frank Marshall,
reached this position in a game against
Abraham Kupchik in 1915. Marshall decided
that capturing with the pawn had some
advantages that outweighed the structural
weakness of doubling the pawns.

Here is the position after the pawn capture.
The new pawn on e3 helps to support the
white center by defending the white d4-pawn.
More important, by recapturing with the
pawn, white has opened up the f-file for the
Rook. To be sure, white now has four pawn
islands while black has only two, but Marshall,
who went on to win the game, felt that having
both the Queen and the Rook on the open file
and the strengthened center more than com-
pensated for the doubled pawns and the extra
pawn island.




Pawn Strategy chapter6

In many openings, the pawns form chains along a diagonal. Compare these chains to birds flying in
formation. When three birds fly overhead in formation, the best strategy for a hunter is to aim for
the last bird. The other birds may hear the shot, but they won’t actually see that the bird has been
hit. Similarly, the pawn at the rear of the chain is the weakest because no other pawn defends it.
The best strategy is to aim your attack at the rear of your opponent’s pawn chain.

Introducing Pawn Chains

In this position, the three white pawns are
forming a chain. Note that two of the three
white pawns are defended. The most
advanced white pawn on e5 is defended by
the pawn on d4. The pawn on d4 is defended
by the pawn on c3. By contrast, the white
pawn on c3 is completely undefended. The
pawn in the rear of the chain is considered
the weakest of the pawns precisely because
the other pawns can no longer protect it.

The weak pawn in the chain often becomes
the main target of the attack by your oppo-
nent. In this position, black has prepared and
will now play the move c7 to ¢5 (c7-c5).

If white should capture black’s c5-pawn
(d4xc5), both of white’s remaining pawns
would be weak and subject to capture. White
would try a similar strategy by advancing the
f-pawn from f2 to f4 (f2-f4). White's plan
would then be to play f4 to f5 (f4-f5) with the
idea of attacking the weak e6-pawn in black’s
short pawn chain.

Note: For more on attacking pawn chains, see
“Backward Pawns” later in this chapter.

CONTINUED ON NEXT PAGE




Pawn Chains

(continued)

This position offers a more practical
example. White, on the attack, advances
the pawn to e6 (e5-e6) where it attacks
the base of black’s f7-g6-h5 pawn chain.
If black responds by capturing white’s
e6-pawn (f7xe6), white will be able to
respond with Queen to g6 to capture
the middle pawn in the chain, simulta-
neously putting the King in check
(Q3-g6+).

TIP |

Want to learn more about pawns and other chess strategies? Join a local chess club.
Most chess clubs have players from beginners through master. You can use the United
States Chess Federation’s website (www.uschess.org/directories/AffiliateSearch/) to
look for clubs in your area. All chess clubs welcome new and intermediate players, and
most offer free lectures and lessons.

Apart from meeting new people, a chess club is a great place simply to play and
improve. If there isn't an existing chess club in your area, gather some other interested
players and start one. The U.S. Chess Federation makes starting a new club easy. For
more on becoming an affiliate, visit their website.




Pawn

Majorities Pawn Strategy chapter6

One key goal for the pawns, of course, is to promote at least one to a Queen by advancing it to the
end of the board. Sometimes, pawns are able to advance without any opposition. More often, you
will have to find a way to push your pawns successfully past your opponent’s pawns. A pawn major-
ity means that one player has more pawns than the opponent on one side of the board. As you will
see, some pawn majorities are more useful than others.

USEFUL PAWN MAIJORITIES

In this position, both sides have useful pawn
majorities. On the Queenside, for example,
white has three advanced pawns facing only
two black pawns. With white to move, white
can make significant progress toward promot-
ing a pawn by advancing the c-pawn forward
(c5-c6). With no black pawn on c7, white
threatens simply to advance the c-pawn from
¢6 to c7. Black can delay the advance of the
white pawn temporarily by capturing on c6
(b7xc6), but white will be able to use the
power of this majority to force a white pawn
through no matter what black tries.

Black, of course, has a useful pawn majority on
the Kingside. Knowing that it is not possible to
prevent white from Queening a pawn, black
might instead seek a Queen by advancing the
h-pawn forward to h3 (h4-h3). Here too, white
can delay the advance with a capture (g2xh3),
but the majority will succeed in making a passed
pawn (remember, “passed pawn” is just another
term for a pawn that can't be opposed by an
enemy pawn).

NOT USEFUL PAWN MAIJORITIES

In this next position, on the Queenside, white
has a three-pawn majority against only two
for black, but the pawns are all fixed and the
extra pawn is not capable of being forced
through for promotion.

Similarly, on the Kingside, black has a pawn
majority, but the pawn majority is not useful.
Any effort by black to advance the g-pawn wiill
result in the pawn'’s capture and in a danger-
ous passed pawn for white.




Isolated

Pawns

Simply put, isolated pawns are single pawn islands that have no pawns on either side. Such pawns
therefore cannot be defended by a pawn. Even without help, such pawns can advance aggressively,
but all too often, isolated pawns are blocked, attacked, and captured.

HOW TO SPOT AN ISOLATED PAWN

In this position, white and black both have
three pawn islands. Black’s smallest island, the
e6-pawn, is an isolated pawn. Notice there
are no black pawns on the d-file or on the
f-file. If a white piece was to attack the black
e6-pawn, black would have to defend the iso-
lated e-pawn with a piece because there are
no pawns to do the job. To try to eliminate
the isolated pawn, black might try to push it
to e5 in an effort to exchange it.

Similarly, one of white’s island is the isolated
pawn on d4. Faced with a lasting weakness,
white might consider advancing the pawn

to d5 in an effort to exchange it for black’s
e6-pawn. Isolated pawns like these play an
important role in shaping strategy. Here, black
might try to double Rooks. For example,

black might place a Rook or two on the d-file
to place pressure on or perhaps capture the
isolated white d-pawn. White could try a simi-
lar strategy, doubling the white Rooks on the
e-file to attack black’s weak e6-pawn.

BLOCKADE ISOLATED PAWNS
WITH YOUR KNIGHTS

In this next position, white and black have
both succeeded in blockading each other’s
isolated pawns. The white Knight on e5 occu-
pies a key square, right in the center of the
board where the black pawns will not be able
to attack it.

Similarly, the black Knight on d5 blockades
white's isolated d-pawn. From these key
squares, the Knights will often have opportu-
nities to lash out with forks or to assist in the
attacks on each other’s Kings.

|




Backward

Pawns Pawn Strategy chaptcr6

The pawn in the rear of a pawn chain is called a backward pawn. There are many situations in which
backward pawns are very weak and especially open to attack.

HOW TO SPOT A BACKWARD
PAWN

There are several backward pawns in the fol-
lowing position. Black’s a7-pawn is a glaring
example. If black moves the a7-pawn forward,
white will be able to capture it on a6. Note
that white would be able to capture en pas-
sant if black advanced the a-pawn two
squares to a5. For a refresher on en passant
captures, see Chapter 2, “Special Moves.”

There are three other backward pawns in this
position: 5, 2, and h2. Imagine blockading
these pawns with a Knight, or mounting an
attack on them with your Bishops, Rooks, and
Queen.

ATTACKING A BACKWARD PAWN

In this position, white has succeeded in fixing
and attacking black’s backward a7-pawn with
both Rooks. Because no pawns can defend
the backward pawn, black will either have

to defend the pawn with a piece or else

let white capture it. Try to imagine how to
defend the a7-pawn. Perhaps you would
move a Bishop to b8. Or perhaps, you would
use two Rooks along the 7th rank.




Pawn islands that have two pawns side
by side are often called hanging pawns.
Hanging pawns are sometimes weak
and sometimes strong. If you are on
the attack, try to get your opponent to
move one of the pawns and then
blockade the pawn chain that emerges.

HOW TO SPOT HANGING PAWNS

In this position, black’s pawns on ¢5 and d5 are said to be “hanging.” The word suggests danger, and as you will see, such
pawns can bring about wonderful attacking chances or be the cause of defeat. With white to play, imagine how you might
organize your pieces to attack either the ¢5- or the d5-pawn. Perhaps you might double your Rooks on the c- or d-file.
Perhaps you might use your Knights to attack one of the pawns. In this section, there are several examples that will illustrate
the potential strength and weakness of hanging pawns.
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HANGING PAWNS CAN BE STRONG

In this position, the hanging pawns have
helped black to attack the white pawn on e2
(d5-d4). Notice that the advanced black pawn
on d4 helps to control the key e3 square.
White cannot advance the e2-pawn without
black having an opportunity to capture with
the d-pawn on e3. Notice that black has
assembled a massive amount of pressure on
the white e2-pawn. The two Rooks and the
black Bishop on a6 are all combining to pres-
sure white's e2-pawn. It should be clear that
black’s hanging pawns are assisting in the
attack. The most meaningful weakness in the
position is on e2.

Similarly, in this position, the hanging pawns
have helped black to attack the white pawn
on b2. In this case, black has advanced the
c-pawn to c4 (c5-c4), helping to fix and attack
the key white pawn on b2. Black's pieces are
poised here for the attack, with both Rooks
and the black Bishop joining in the attack on
the b2-pawn. In this case, the most meaning-
ful pawn weakness is on b2.

CONTINUED ON NEXT PAGE




Pawns (continued)

HANGING PAWNS CAN BE WEAK

In this position, the hanging pawns are very
weak. Black has advanced the d-pawn to d4
(d5-d4), creating a “hole” in the pawn struc-
ture on c4. Rather than play passively and per-
mit an attack on the e2-pawn, white has
responded aggressively by fixing and then
attacking the backward pawn on c5. As you
can see, all four of the white pieces have
joined in on the attack on black’s c5-pawn.

Here, the hanging pawns are also very weak.
This time, black has pushed the c-pawn to c4
(c5-c4), leaving a backward pawn on d5.
White has again responded aggressively by
mounting a huge attack on the backward d5-
pawn. As you can see, the white Knight, the
two white Rooks, and white’s light-squared
Bishop have all joined in the attack.




Pawn

Masses Pawn Strategy chapter6

Obviously, pawns can become more
and more powerful as they advance
toward the end of the board. By them-
selves, however, they can be vulnera-
ble, blocked, and then captured.

Instead, imagine a group or mass
of pawns advancing in tandem. Such
pawn masses are especially strong and
can overwhelm your opponent’s
position.

A Powerful Pawn Mass

In this position, three black pawns have crashed through the enemy lines and together, threaten to overwhelm the white
army. The simplest way for black to proceed is to advance the black d-pawn forward from d4 to d3 (d4-d3). On d3, the well-
protected pawn attacks the white Bishop on e2. Note that the Bishop, once attacked, would have no safe retreats.

As you might imagine, pawn masses are fun to have. Make sure, of course, that you protect your pawns carefully. For exam-
ple, in this position, if it were white’s move, the white Bishop could capture the undefended black c4-pawn or the white
Queen could safely capture the d4-pawn.




Pawns Can

Fork, Too!

The lowly pawn will occasionally have a chance to show off some power. Look for opportunities to
attack two pieces at the same time with your pawns. These pawn forks will almost always result in a
significant gain of material, the capture of a piece worth much more than a single pawn.

| Pawn Forks |

Here's a simple example. By advancing the
white e-pawn to e5, the little white pawn will
be attacking the black Rook and Knight at the
same time. Be on the lookout for such moves
because they often result in the gain of
material.

A REAL LIFE EXAMPLE

In this position, white has just moved the
dark-squared Bishop to f4. By advancing the
black e-pawn from e6 to e5 (e6-€5), black can
fork the white Bishop and the white Knight

on d4.

If white responds by moving the Knight, black
could capture the Bishop. And of course, if
white were to retreat the Bishop, black could
capture the Knight.




Passed Pawn

Blockaders Pawn Strategy chapter6

How do you stop a passed pawn?
Placing a Queen or a Rook in the path
of a passed pawn may not be the solu-
tion because it’s too easy to force such
a valuable piece to move. To prevent
your opponent’s passed pawn from
advancing, try blockading it with a
Knight.

In the position at the right, the
white h2-pawn is the only passed
pawn because it can proceed down the
h-file, all the way to the h8 Queening
square without any black pawn ever
being able to capture it.

| Stopping Passed Pawns

In this position, with black to move, the Knight can prevent the white a-pawn from promoting into a Queen by blockading the
pawn. Move the Knight into the corner at a8, and you will prevent the further advance of the a-pawn.

Knights usually make the best blockaders. If you block a passed pawn with a more powerful piece, a Queen for example, the
Queen would have to move off its blockading square if attacked by a piece of lesser value. The Knight makes the best block-
ader because it is the least valuable among the major (Queen and Rook) and minor (Bishop and Knight) pieces.




Every Pawn Move

Creates a Weakness

As you have seen, pawn moves can be
very strong. Pawns can fork, and they
can promote into Queens. However,
every pawn move also creates a weak-
ness. As pawns move forward, they
give up control over squares that can
often become important bases for the
opponent’s pieces. Always consider
whether your advance of a pawn is
more important than the weakness
that you will create.

The Advance of a Pawn Creates a Weakness

In this position, with black to move, black is considering the possibility of advancing the pawn on €6 to e5. The pawn move
makes some sense. The pawn will move forward and force the white Knight on d4 to move. However, the pawn on e6 cur-
rently defends the d5 and f5 squares. If black advances the e-pawn to e5, both the d5 and f5 squares will become weak.
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Here is the position after the advance of the black e-pawn. It is true that the white Knight on d4 must move, but white has
the strong move Knight d4 to f5 (Nd4-f5). On f5, the white Knight attacks the black Bishop on e7 and places more pressure
on what is now a backward black pawn on d6.

More important, perhaps, the advance of the black e-pawn has created a hole in the black pawn structure on the key central
d5-square. For example, white is likely, within a few moves, to move the Knight on c3 into the hole on d5. Both of these key
moves, Knight to f5 (Nd4-f5) and Knight to d5 (Nc3-d5), are possible because black decided to advance the e-pawn to e5.
So keep in mind, all pawn moves create such weaknesses. Be sure to locate the weaknesses and consider their importance
before you lash out with pawn moves.
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King and Queen Strategy

The King and Queen are the two strongest pieces. The Queen has
tremendous scope, especially in the open board, but it is important not
to bring the Queen out too early. If you do, you might find that your
opponent is able to attack the Queen and make it move again and
again, often a clear waste of time.

The King, of course, is the most important piece. If it is attacked
and has no escape, you lose the game. Therefore, you typically want to
safeguard your King before you begin your attacks. In most games, you
will usually want to castle to safeguard your King and activate a Rook.
Once castled, try not to move the pawns in front of your King. As you
saw in Chapter 6, every pawn move creates weaknesses that your oppo-
nent may be able to exploit.
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Don’t Develop Your

Queen Early

Most of the time, you will want to develop your Knights, Bishops, and perhaps also your Rooks
before you bring out your Queen. The Queen is so valuable that it is difficult early on to be sure
exactly where the Queen belongs. If you advance your Queen into the middle of the board, your
opponent will have a chance, for example, to develop their Knights, Bishops, and Rooks and, at the
same time, attack your Queen. You will lose valuable development opportunities because you will
have to move your Queen over and over again while your opponent will be properly developing
many pieces.

In this position, black has developed the
Queen before bringing out any of the black
Knights, Bishops, or Rooks. As a result, white
has a very strong move, developing the Knight
on b1 to ¢3 (Nb1-c3). The Knight develops to
a strong natural square and, at the same time,
attacks the Queen. The Queen, a much more
valuable piece than the white Knight, will
have to move again.

Some players might simply retreat the black
Queen to its starting square. Imagine, how-
ever, that black decides to move the Queen to
e5 giving check (Qd5-e5+). Here, white has
responded to the check from the Queen by
developing the light-squared Bishop to e2
(Bf1-e2). Then, with white to move, white can
bring out another piece, in this case the
Knight on g1 to f3 yet again attacking the
black Queen. As you can see, white is busy
developing pieces actively while black is
forced to make moves again and again with
the Queen.




Beat Back Early
chapter7

Queen Aggression King and Queen Strategy

Many beginning players have never
been told, or simply don’t believe, that
you shouldn’t bring the Queen out
early. But, please heed my warning
and fight the urge to make an early
Queen move.

In this position, white has broken the rule and posted the white Queen very aggressively on just the second move of the
game. At first glance, you might wonder why the move is so bad. After all, the Queen attacks the undefended black pawn on
e5. The Queen’s move, however, offers black a simple way to develop effectively. First, black can defend the e5-pawn by
developing the Knight on b8 to c6 (Nb8-c6). On the next move, black can simply advance the g-pawn to g6, gaining time by
attacking the Queen and getting ready to develop the Knight from g8 to f6 and the Bishop from f8 to g7.




Safeguard

Your Queen

Rather than develop the Queen too
early, where it might be a target and
assist your opponent’s development,
try developing all of your other pieces
first. That way, your opponent may
not be able to figure out what you
intend to do with your Queen.
Remaining flexible is often a good
idea in chess, especially when it comes
to developing your Queen.

In this position from a game between two masters, both players have placed their Queens far from the center. Neither Queen
can be easily attacked, yet both are likely to aid in the later action.




Don’t Risk
chapter7

Your Kin g! King and Queen Strategy

The goal in chess, of course, is checkmate, an attack on the King from which there is no escape. The
most important advice, therefore, is to secure your King before you launch your attacks. Masters
often spend an extra move or two to make sure that their Kings are safely removed from open files
and diagonals before they begin their attacks. They know from experience that complicated maneu-
vers will often fail because, at the end of a complicated set of moves, an exposed King will be
attacked, pinned, or skewered.

In this position, white has dominated the
center quickly with pawns on d4 and e4 and
developed a Bishop, while black has pre-
ferred to fianchetto the Queen’s Bishop (see
Chapter 5 for more on fianchettos). Seeing an
opportunity for a quick attack, black advances
the f-pawn to f5 (f7-f5).

White takes advantage of black’s poor devel-
opment by capturing the pawn on f5 (e4xf5).
At first glance, it would appear that white has
made a terrible mistake. After all, black can
now capture the white pawn on g2 with the
light-squared Bishop (Bb7xg2). That move
certainly looks like it will win the white Rook
on hl.

However, white has a very powerful response
that takes advantage of the undeveloped
black King. White plays the Queen to h5,
giving check (Qd1-h5+). As you can see, the
King cannot move. Black has no choice but
to block the check by advancing the g-pawn

(87-86)-
CONTINUED ON NEXT PAGE




Don’t Risk Your

King! (continued)

As this next position shows, white has contin-
ued the attack by capturing the black g6-pawn
with the white pawn on f5 (f5xg6). Black sim-
ply does not have time to capture the white
Rook on h1 because any move by the white
pawn on g6 will be checkmate!

Black therefore decides to develop the Knight
on g8 to f6 (Ng8-f6), attacking the white
Queen. White now has a fabulous checkmate
in two more moves. White continues with
pawn take pawn (g6xh7), sacrificing the
Queen to the f6 Knight!

Here is the position after black responds with
the only possible move, Knight captures
Queen (Nf6xh5). White ends the game with
the amazing Bishop to g6 checkmate (Bd3-
g6#)! This wonderful game emphasizes the
need for more rapid development and making
sure that your King is safe before your lash
out with an attack.




Castling Long
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or Short King and Queen Strategy

Generally speaking, it is safer to castle on the Kingside (short). Simply put, there is less space to
defend. On the Queenside (long), you often have to spend time moving your King at least once more
toward the corner. Of course, there are exceptions. If your opponent has castled Kingside, consider
castling Queenside in order to launch an attack that includes the advance of the Kingside pawns.

Here, white has castled on the Queenside,
while black has castled on the Kingside. White
gains an advantage because the white Rook
lands on an open file. But the white King has
a bit more space to defend. An attack by black
on the white a-pawn might require white to
move the King again or to advance the a-
pawn. And, of course, after castling on the
Queenside, the white King is exposed on the
c1-h6 diagonal

By contrast, black’s King is slightly safer. The
King is not exposed to any checks, and all of
black’s Kingside pawns are defended.
However, unlike the white Rook, the black
Rook is usually not on an open file after
castling on the Kingside.

In this example, white has castled Queenside
and taken the added precaution of moving
the King further to b1. On c1, the King would
rest on a file that black is likely to use to dou-
ble the black Rooks. By castling on the
Queenside, white is able to advance the
Kingside pawns forward in a menacing way.
White might continue, for example, by
advancing the g- or h-pawn again.

Black has castled Kingside here, and is not
without possibilities. With black to move,
black would likely advance the b-pawn to
attack the white Knight (b5-b4). There are
good attacking chances for both sides in this
position. White will be attempting to coordi-
nate an attack on black’s Kingside with moves
like g5-g6 and Qd2-h2. Black must not wait
for the attack, but rather move aggressively
against the white King with moves such as
b5-b4, Rf8-c8, and perhaps Nc6-e5-c4.




Don’t Push Your Pawns

in Front of a Castled King

In Chapter 6, “Pawn Strategy,” you
learned that every pawn move creates
a weakness. This section presents three
additional examples that demonstrate
the consequence of advancing pawns
in front of a castled King.

In this first example, black has advanced the g-pawn (g7-g6). As a result, two squares have become weak: f6 and h6. Both of
these are squares that the pawn controlled before moving forward.

White has many different moves that might take advantage of these weaknesses. For example, white might move the Queen
to ¢3 or to h6, threatening to deliver checkmate with the Queen on the g7 square. Or white might simply advance the h-pawn
to h5 in an effort to open the h-file and to blow apart the black Kingside. Generally speaking, the more moves made in front

of a castled King, the more vulnerable the King will be.




King and Queen Strategy

chapter7

In this second example, black has weakened
the Kingside by advancing the h-pawn to hé.
As a result, white has at least two plans for
breaking through. First, white could simply
challenge the black hé-pawn by playing g4
to g5. Note that the white h-pawn, the Rook,
and the Queen all support the g4 to g5
advance. But let's consider an interesting
alternative. The advance of the black h-pawn
has created a short pawn chain. The black
h6-pawn is the strong pawn in the chain. By
contrast, the black pawn on g7 is the weak
pawn in the chain. White might therefore
consider the pawn move f5 to f6.

Black's movement of the black g7-pawn to g6
or f6 would permit white to capture the hé-
pawn with the Queen. If, instead, black
advanced the g-pawn to g5, white could pry
apart the Kingside with the h4 to g5 pawn
capture (h4xg5). And black’s third option of
leaving the pawn on g7 would, of course,
permit the f6 to g7 pawn capture, (f6xg7).
Things don't look good for black.

In this last example, black has advanced two
pawns in front of the King. Again, the weak-
ness of black’s Kingside creates many good
options for white. For example, the white
Queen might move to d3 or e4 in order to
threaten Queen to h7 checkmate. Or the
white Queen might move to h5 in order to
attack the backward black h-pawn. Or white
could simply advance the h-pawn to h4 in an
effort to break apart black’s pawn structure.

You don't need to remember all of the
details. However, you should remember that
moving the pawns in front of a castled King
exposes the King to many dangers. Advance
those pawns at your own peril.
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Opening Strategy

Now that you know how to set up the board and how to move and
activate the pieces and pawns, it’s time to start putting it all together.
Playing chess is very much like being a commander in a war. You are in
control of all your pieces. Some beginners make the mistake of bringing
out only one or two pieces, while leaving the rest of their army on their
original squares. To play a good game, it's important to try to coordinate
all of the pieces in your army.

In this chapter, you will learn about using all of your pieces to fight
for the center the board. You will see why it's important to develop your
Knights before your Bishops and why you should limit the number of
early pawn moves. If you place your pieces on active squares, you will
find that your attacks succeed more often.
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Fight for the Center

of the Board

The center of the chessboard forms the high ground in a chess battle. If you dominate the center of
the board, your attacks are very likely to succeed.

Two Common Opening Moves for White I

The absolute center consists of the four squares
highlighted here (d4, d5, e4, and e5). From the
very beginning of the game, you want to fight for
control over these squares.

The two most common first moves for white are
pawn e2 to e4 (1.e2-e4) and pawn d2 to d4
(1.d2-d4). These moves have merit. If you open
the game with e2 to e4, as in this example, you
can see that the pawn already occupies one of
the key center squares and exercises control over
another central square, d5.

Note: Remember that a numeral followed by a period
in chess notation indicates the move number. For a
refresher, see “Chess Notation” in Chapter 1.

Notice also that the white Bishop on f1 and

the white Queen on d1 gain the ability to move
out. Although you have already learned not to
develop your Queen too early, having these early
mobility options often proves useful. For exam-
ple, black should not reply with the move b7 to
b5 (1.b7-b5) because white’s Bishop on f1
would be able to capture it.




Opening Strategy

chapter8

In addition to staking a claim in the center,
white’s e2-e4 opening move has an important
threat. Here, the threat is simply the move
that white would make if white could move
again—d2 to d4 (2.d2-d4)—taking full com-
mand over the center of the board. The two
pawns together, if unopposed, occupy two of
the squares in the center and exercise control
over the other two center squares.

White's other main possibility at the beginning
of the game is d2 to d4 (1.d2-d4). Here, too,
the pawn occupies one of the central squares
and helps control another key square, e5. In
this case, the move provides additional mobil-
ity for the white Bishop on c1 and carries the
obvious second move threat of e2 to e4
(2.e2-e4).

These first moves are bit like a religion: Some players believe firmly in one or the other. Players who prefer e2 to e4 (1.e2-e4)
tend to be highly tactical players—players who prefer highly complicated contests that require careful calculation. By contrast,
players who open the game with d2 to d4 (1.d2-d4) tend to be more positional players, who prefer a calmer, more strategic

approach to chess. In my experience, younger players tend to prefer opening games with 1.e2-e4, and more seasoned players
often prefer 1.d2-d4.




An Ideal

Setup

You won’t always be able to obtain
this ideal setup (described in detail
below) for your pieces; in fact, the
moves that you make will depend on
what your opponent does. But the fol-
lowing position represents a goal, an
ideal position that you might want to
obtain if your opponent puts up very
little resistance.

[ Your Goal |

In this position, white has complete command over the center of the board. The two pawns on d4 and e4 occupy two of the
squares in the center. White is exercising very strong control over the d5-square. As you can see, the Knight on ¢3 (Nc3), the
Bishop on c4 (Bc4), and the pawn on e4 all help control the key d5-square. White also has excellent control over the key e5-
square. The pawn on d4 and the Knight on f3 (Nf3) are both attacking e5.
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Place Your Pieces on Their Best Squares I

In this ideal setup, white has succeeded in developing every piece. The Rooks occupy the central files and exert influence
over the center. Having castled on the Kingside, the white King is safe. Both Bishops have been developed, and the white
Queen, while developed, is posted where it will not be easily subject to attack.

Note that white is now fully prepared for the next step—an attack on the black King. For example, the white Bishop on c4
(Bc4) is attacking black’s f7-pawn, the weakest spot in black’s beginning setup. The f7 pawn is weak because only the black
King defends it.

Keep in mind that every move in chess is important. Beginners often make the mistake of moving the same piece or a small
number of pieces over and over again. In the early part of the game, try to place your pieces on strong natural squares,
squares that will help to control the center or, like the Bc4, control key diagonals. Try not to move a piece more than once or
at most twice in the first ten moves of the game . . . unless by doing so you can capture (or recapture) a piece or force your
opponent to retreat. In other words, don't start attacking until all or at least most of your pieces are developed.

Get Online

The Internet offers a full range of chess activities and never-ending opportunities to play. Many
websites even provide free instruction. Not surprisingly, my top recommendation is www.queen
sac.com, a site that | began nearly 20 years ago. In addition to free instruction, there are thou-
sands of free games to play through.

Another Web gathering place for chess enthusiasts is www.chesscafe.com. Here you'll find instruc-
tional articles for beginners, several book reviews, and some fascinating archives for those who
enjoy the history of the game.

To improve your tactics and your endgame, visit http://chess.about.com/od/improveyourgame;
this site contains numerous exercises.




Knights Before

Bishops

As my Uncle Joe used to say, “Knights
before Bishops, Knights before
Bishops, Knights before Bishops.” I
think that he said it three times
because he really meant it. There are
exceptions, but moving Bishops first
can cost time later because the Bishop
may be posted on a square that in a
few moves, if not immediately, could
be attacked. So make my uncle happy
and move your Knights before you
move your Bishops!

Advantages to Developing Knights First /

Most of the time, it is fairly clear where the Knights should be developed. The best squares for the Bishops become apparent
a bit later. In this position, white has opened the game with e2 to e4 (1.e2-e4). Black, in an effort to prevent white from car-
rying out the threat of d2 to d4 for it's second move (2.d2-d4), has responded with an opening move of e7 to e5 (1.e7-e5).
This popular response is a favorite at chess tournaments.

For its second move, white has several options. Both Knights can develop to their natural squares on ¢3 and f3. Knight to f3
(2.Ng1-f3) is the preferred response for several reasons. This Knight move attacks the black pawn on e5, and it helps prepare
for castling by clearing a square between the King and the h1-Rook. The Knight on 3 also supports the later move d2-d4, an
important part of the effort to control the center of the board.
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Disadvantages to Developing Bishops First /

All of the possible moves by white's light-squared Bishops are considered not as good. Playing Bishop f1 to a6 (2.Bf1-a6) is
the worst Bishop move, not because the move does not help white control the center, but because the black pawn on b7
and the black Knight on b8 both control the a6 square. A second move of Bishop f1 to a6 would lose the Bishop!

wyn

wyn

Note: You may come across “?” or “??” in chess notation. The
to a6 move detailed above can also be notated as 2.Bf1-a6??.

A second move of Bishop f1 to d3 (2.Bf1-d3) is also considered very weak. On d3, the Bishop would defend the white e4-
pawn, but it also blocks the advance of the important white d-pawn. If the d-pawn can’t move, white’s dark-squared Bishop
on c1 might also have a difficult time entering the game.

Even Bishop f1 to b5 (2.Bf1-b5) is considered a poor second move because black will be able to play either pawn a7 to a6
(2.a7-a6) or even pawn c7 to c6 (2.c7-c6), attacking the Bishop and forcing it to move again. Your goal with the Bishops is to
place them on strong natural squares. If it isn't clear which Bishop move is best, you will want to wait until you have a clear
reason why one move might be better than the others.

Here, white has played Knight g1 to f3 (2.Ng1-f3), attacking black’s e5-pawn. Black has responded to the threat by playing
Knight b8 to c6 (2.Nb8-c6). As you can see, the black Knight on c6 defends the black e5-pawn. In this position, white is
finally ready to consider moving the Bishop on f1 (Bf1). Many players try Bishop f1 to c4 (3.Bf1-c4), preparing to castle by
clearing the squares between the King and h1-Rook and beginning to place pressure on the weak f7-square. (Remember, the
f7-pawn is weak because only the King is defending it.) The best third move for white, however, is probably Bishop f1 to b5
(3.Bf1-b5). It is a move that was bad just a move ago. But now, the Bishop arrives on b5 with an attack on the black Knight
on c6 (Nc6), all with the idea of putting more pressure on the black e5-pawn. White's idea is simple enough. Perhaps, by
capturing the black c6-Knight (Bb5xc6), white will be able to win the black pawn on €5 in its fourth move. Black will be busy
responding with a Bishop recapture (b7xc6 or d7xc6) for its third move.

indicates a bad move, and “??” a very bad move. Therefore, the Bishop f1




Limit Your Early

Pawn Moves

Quick development is one of the main keys to success in chess. The winner of the game is often the
player who, after just ten moves, has the most pieces bearing down on the center. With that in
mind, early pawn moves that do not have a bearing on the center could be a waste of time.

Avoid Early Maneuvers on the Flank I

Certainly, early in the game, try to limit the
number of moves made by pawns on the a-,
b-, g-, and h-files (these files are called flanks
because they're on the outside edges of the
board). The following example is a bit
extreme. White began by playing g2 to g4
(1.g2-g4) and has continued by advancing the
f-pawn (2.f2-f3). Black can punish such play
very quickly, in this case with a Queen to h4
checkmate (2.Qd8-h4#)—the fastest possible
mate.

Very few players will fall into that quick check-
mate. Here is a more practical example. Black,
a beginner, has developed only on the flanks.
White, a more experienced player, has taken
quick control over the center, castled, and
even developed a Rook to the e-file. By con-
trast, black has no control over the center
other than two attacks from the Bishops.
Black would also like to castle on the Kingside
in order to safeguard the King, but to do so,
the black Knight on g8 (Ng8) would have to
move first. The natural move, of course, is
Knight on g8 to f6 (Ng8-f6). However, the
strong white pawn center makes that move
very hard to play, as explained on the next

page.




Opening Strategy

chapter8

Here is the position after Knight g8 to f6
(Ng8-f6). White can respond powerfully with
pawn e4 to e5 (e4-e5), taking further com-
mand over the center and forcing the poor fé-
Knight (Nf6) to move again. Notice that if the
Knight moves again to d5, g4, or h5, it will be
subject to another attack from a white pawn.

The worst of these choices is perhaps Knight
to h5 (Nf6-h5). By moving to h5, the Knight
has moved to the rim and no longer has any
safe moves. White might be reluctant to
weaken the position in front of the King, but
the attacking move pawn g2-g4 (g2-g4) will
win the Knight. Like many games, chess has
its tradeoffs. In this instance, the capture of
the black Knight should compensate white for
the weakening of the Kingside.

The real point, of course, is to fight for the
center and to avoid early maneuvers on the
flank that cede the center to your opponent.




Complete Your Development

Before You Attack

All too often, beginners tend to begin
their attacks before they have com-
pleted developing their pieces. Be sure
to develop first, then attack.

[ Develop First |

Here is a typical example of such a mistake. In this position, white probably should develop the Knight from b1 to c3 (Nb1-
3), or simply castle. Instead, white launches an aggressive attack on the black Kingside with Knight from f3 to g5 (Nf3-g5).
White sees that having the Knight on g5 (Ng5), and the white Bishop on c4 (Bc4) will combine to attack the black f7-pawn
twice. For the moment, at least, black has only a single defender of {7, the black King.
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Here is the position after black’s response,
castling Kingside. As you can see, by castling,
black now defends the key f7-pawn twice,
with the Rook on f8 (Rf8) as well as the King.
Intent on the attack, white mistakenly lashes
forward, moving the Knight yet again to cap-
ture on 7 (Nf3xf7). Black will respond, cap-
turing the white Knight with its Rook (Rf8xf7),
and then white answers by capturing the
black Rook with its c4-Bishop, putting the
King in check (Bc4xf7+). The black King then
captures the white Bishop (Kg8xf7). The trade
of two minor pieces, in this case a Knight and
a Bishop, for a Rook and pawn is rarely a
good idea so early in the game. See the next
position below for how this plays out.

After the captures have cleared on {7, black’s
position is well developed. The two Knights
are on natural squares, c6 and f6, helping to
control the center. The Bishop on ¢5 (Bc5) is
also well placed. Black is likely to continue
development with pawn d7 to d6 (d7-de),
bringing the Bishop from c8 to e6 (Bc8-€6),
retreating the King back to g8 for safety (Kf7-
g8), and then finding files for the Queen and
the remaining Rook, probably on the f-file.

By clear contrast, white's development has
suffered. Both Rooks, the Knight, the Bishop,
and the Queen are—as masters like to say—
still “in the box;” they haven’t moved from
their starting positions. White has made very
little progress, while black has an excellent
plan to activate every piece.

The cause of this catastrophe for white was
the premature attack on 7. Rather than lash
out by moving the same piece three times in
the opening, white should simply have tried
to develop slowly, bringing out all or most of
the pieces before commencing the attack.




As you are developing, pay attention to your opponent’s moves. Is your opponent threatening to
capture one of your pieces? Did your opponent leave a piece undefended where it can be successfully
captured at little or no cost to you? Almost as important, can you gain time by forcing your oppo-

nent to retreat?

Alekhine’s Defense /

In this position, black has responded to
white’s opening move of pawn e2 to e4 (1.e2-
e4) with the very sharp Knight g8 to f6
(1.Ng8-f6). This opening—known as Alekhine’s
Defense, after former world champion
Alexander Alekhine—prevents white from play-
ing a second move of pawn d2 to d4 (2.d2-
d4) because black’s first move threatens to
capture the white pawn on e4.

White could decide to defend the e4-pawn
with pawn d2 to d3 (2.d2-d3), but the white
d-pawn really would like to develop directly to
d4. White therefore decides to gain time by
advancing the e-pawn for a second time to e5
(e4-e5). The second advance of the white e-
pawn might appear to break the rule of devel-
oping a piece only once, but the advance does
present the black Knight with a problem.

Black mistakenly advances the attacked Knight
to e4 (Nf6-e4). Knight f6 to d5 (Nf6-d5) is the
main line, although the Knight can also be
attacked there by the white pawns. In this
position, white can continue to attack the
black Knight with its d2-pawn (3.d2-d3), gain-
ing time for rapid development. Here is the
position after the third moves by white (d2-
d3) and black (Ne4-c5). (These moves can be
notated together as 3.d2-d3 Ne4-c5).

Note: When both white’s move and black’s move
are notated together, they are preceded by the
move number, with white’s move always being listed
first, as above.

The poor black Knight is being forced to move
again and again, while white is successfully
establishing a strong pawn center. White's next
move is likely to be d3 to d4 (4.d3-d4), fol-
lowed by the rapid deployment of the white
Knights to f3 and c3.




Limit

Exchanges Opening Strategy chapter8

Many beginners feel that they ought
to exchange pieces—Knights for
Knights, Bishops for Bishops, Rooks
for Rooks—whenever they have the
opportunity. As a general rule,
exchanges are not often advantageous
because they only help an opponent
gain time for development.

Avoid Early Exchanges I

In this position, both sides have been developing normally, bringing out their Knights first. With white to move, white has an
opportunity to exchange Knights on c6 or to develop a Bishop. The best move is probably to develop the Bishop on f1 to c4
(Bf1-c4). If, instead, white decides to capture the black Knight on c¢6 (Nd4xc6), black will simply recapture with the b7-pawn
(b7xc6) and gain time for development. The pawn on ¢6 would be useful in supporting the later advance of the black d-pawn.

CONTINUED ON NEXT PAGE




Limit Exchanges

(continued)

It is possible that white feared that black
would exchange Knights on d4. Here is the
position after the white Bishop moves from f1
to c4 (6.Bf1-c4) and the exchange of Knights
on d4. It is true that white, in recapturing on
d4, had to develop the Queen aggressively
and early (Qd1xNd4). Notice, however, that
black does not have a useful, immediate way
to attack the white Queen. The black pawn
move of e7 to e5 (7.e7-e5) permanently
weakens the d6-pawn and creates a hole at
d5. If black instead moves the Queen from
d8 to b6 (7.Qd8-b6) white can exchange
Queens, which will in turn result in doubled
black pawns on the b-file.

In Many Openings, One Exchange Is Useful /

Waiting for your opponent to do the exchang-
ing is usually good because most recapturing
often improves your position. In many open-
ings, however, one exchange is advantageous.
In this position, white opened with e2 to e4
(1.e2-e4), and black responded with e7 to e6
(1.e7-e6), the French Defense. The idea
behind the French Defense is to delay the
fight for the center by one move.

Note: In the early 1800s, a Paris team used this
opening move to defeat a London team in a corre-
spondence match, thus the name French Defense.
For more on correspondence chess, see page 134
in Chapter 10.
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As you can see, black made no effort to pre-
vent white from taking full command over the
center. So white proceeds with the usual strat-
egy, playing pawn d2 to d4 (2.d2-d4). Black
responds immediately with d7 to d5 (2.d7-
d5), a move that instantly places pressure on
the white e4-pawn.

Following the idea of limiting exchanges,
white declines to capture the pawn on d5
(3.e4xd5). Rather, white pursues straightfor-
ward development with the b1-Knight to ¢3
(3.Nb1-c3), defending the e4-pawn and plac-
ing additional pressure on black’s d5-pawn.
Black responds with the Classical Variation of
the French Defense, developing it's g8-Knight
to f6 (3.Ng8-f6). With a Knight on 6, black
places more pressure on the white e4-pawn.

CONTINUED ON NEXT PAGE




Limit Exchanges

(continued)

In this position, white has an important choice. White could push the e-pawn from e4 to e5 (e4-€5), establishing a small
pawn chain on d4 and e5. If white were to do that, its light-squared Bishop would become good. White's dark-squared Bishop,
however, would become bad (trapped by the fixed pawns on the d4 and e5 dark squares). At the same time, black’s light-
squared Bishop on c8 would become bad, trapped by its own pawns, while black’s dark-squared Bishop would become good.

Note: For a refresher on good and bad Bishops, see Chapter 5, “Bishop Strategy.”

White's interest is in trying to exchange the
bad Bishop on g5 (Bg5) for black’s good
dark-squared Bishop. To prevent the loss of
the Knight, black “unpins” with its Bishop,
moving it from {8 to e7 (Bf8-e7). On g5, the
white Bishop is pinning the black Knight on
f6 and threatening to play e4-e5, attacking
and perhaps winning the pinned Knight.

Now, of course, after white advances its e4
pawn to e5 (5.e4-e5) and the black Knight
retreats from f6 to d7 (5.Nf6-d7), white will
succeed in exchanging the bad dark-squared
Bishop for black’s good Bishop.




Avoid Exchanging
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Bishops for Knights Opening Strategy

As you have seen, Bishops can dominate Knights, and Bishops tend to be more useful than Knights
so long as the board is not sealed shut by long-fixed pawn structures. Exchanging a Bishop for a
Knight too early in the game is a very risky strategy, even if the exchange brings about doubled
pawns. The reason is that, early in the game, the pawn structure is not yet set. The person with the
extra Bishop can aim to keep the board open so their extra Bishop will be able to work well.

Here is a position early in a game after white
opens d2 to d4, black opens Knight g8 to f6,
and white responds Bishop c1 to g5 (1.d2-d4
Ng8-f6 2.Bc1-g5). This opening, called the
Trompowski, breaks the important rule of
developing a Bishop before the Knights.
White's strategy, perhaps flawed, is to weaken
the black pawn structure by capturing the
black Knight on fé.

Here is the same game a few moves later.
Note that the black f-pawns are indeed dou-
bled. In compensation, black has aggressively
posted the dark-squared Bishop on g7. This
Bishop is quite strong because it is well
posted on the long diagonal and because
white no longer has a dark-squared Bishop to
challenge it. Black may not be able to castle
safely on the Kingside, but black could later in
the game be able to post a Rook or even dou-
ble Rooks on the open g-file. Note also that
black’s f5-pawn is preventing white from
developing normally with e3-e4.

The point, of course, is that such early
exchanges of Bishops for Knights are very
committal and might determine who will have
winning chances. It's best to avoid such
exchanges if you have the Bishop and, of
course, to seek such exchanges if you have
the Knight.




Opening Variations

The beginning moves of a chess game, the first phase of the game, are
called the opening. Some players spend years memorizing long opening
variations, but you can get far in chess with a firm understanding of just
a few key principles. Make sure that you fight for control of the center
of the board. In your fight for the center, try to limit the number of your
pawn moves. Before you attack, try to develop most of your pieces on
squares that help control the center and from which they can’t easily be
attacked. In other words, pick safe, good squares for your pieces, and
don’t keep moving one piece if you have many other pieces that have
not been moved.

Of course, don't play like a robot. You can have a good plan or idea
for where all your pieces may go, but carefully watch the moves that
your opponent makes. If your opponent makes a move that threatens
something, it’s often best to eliminate that threat before you continue
with your development. Most of the openings in this section conform to
these principles. | have also included a set of bad openings that break
these rules. As you will see, there are good reasons to avoid such
moves.

One more thing: In previous chapters, | described moves with both
text (move the Knight on b4 to c2) and with chess notation (Nb4-c2). In
this chapter through the end of the book, you'll see that | mainly use
chess notation to identify pieces and to describe moves. Review the
“Chess Notation” section in Chapter 1 for a refresher on this notation.
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A number of interesting openings begin with the moves 1.e2-e4 e7-e5. This is called a double King
pawn opening because King’s pawns (the pawn directly in front of each King) advance two squares.
Black’s first move prevents white from establishing a broad pawn center with pawns on e4 and d4.
Like white’s first move, 1.e7-e5 provides the black Bishop on f8 (Bf8) and the black Queen with

some mobility.

In this common opening position, white has
several logical ideas for its second move. |
examine the most common choice, 2.Ng1-f3,
just below. In this section, | introduce several
interesting alternatives for white. The King's
Gambit offers a pawn in exchange for quick
development. The Vienna Game offers a
tamer alternative that will permit you to
develop quickly. The Center Game is a less
favored choice because white’'s Queen enters
the game too early.

KING'S GAMBIT (1.E2-E4 E7-E5
2.F2-F4

The famous King’s Gambit continues with
2.f2-f4. Black, of course, will often simply
capture the pawn on f4 with e5xf4. Gambits
are openings that offer material, here the
white pawn on f4, in exchange for space or
rapid development. As a result of the capture
on f4, black takes a material advantage, the
extra pawn on f4. White offers the f-pawn in
the King's Gambit in an effort to obtain
immediate control over the center with
3.Ng1-f3 and 4.d2-d4. Black has interesting
ideas here as well. If white does not play
3.Ng1-f3, black could try the very aggressive
3.Qd8-h4+. If white does play 3.Ng1-f3, black
can play 3.g7-g5, a move that breaks the rule
about fighting for the center but the move
does hold on to the extra pawn and it threat-
ens 4.g5-g4.

Note: The King’s Gambit, defined by the moves
1.e2-e4 e7-e5 2. f2-f4 was a favorite opening
choice during the 19th century. It remains appeal-
ing because, at the cost of only a pawn, white
gains full control over the center with d2-d4 as well
as an open f-file.

|




THE VIENNA GAME (1.E2-E4 E7-E5
2.NB1-C3)

The Vienna Game, 2.Nb1-c3, is another
option. Rather than offer the f-pawn with
2.f2-f4, white prepares the advance of the f-
pawn with moves such as 3.Bf1-c4, 4.d2-d3,
and then 5.f2-f4, when white's Bishop (Bc1)
would be able to recapture on f4.

Note: The Vienna Game, defined by the moves
1.e2-e4 e7-e5 2.Nb1-c3 is a cousin of the King's
Gambit. Rather than play 2.f2-f4 immediately,
white postpones the move in the hope of getting
more pieces developed before the attack starts.

The disadvantage of the Vienna Game is that
white’s second move does not contain an
immediate threat. Black can therefore
respond aggressively with 2.Ng8-f6. If white
continues with the plan of 3.Bf1-c4, black has
an interesting tactical shot.

CONTINUED ON NEXT PAGE
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Black can play 3.Nféxe4 because, if white
recaptures on e4 with 4.Nc3xe4, black can
recover a piece with an amazing pawn fork.
As you can see in this diagram, the pawn
move 4.d7-d5 is attacking both the Bishop
(Bc4) and the Knight (Ne4).

Of course, white wasn't required to recapture
on e4. Instead, the most interesting move for
white is the very aggressive 4.Qd1-h5. In this
position, white is already threatening check-
mate on {7, as well as to recapture the white
Knight on e4. Black would need to retreat
Ne4-d6 to stop both threats with an interest-
ing and complex game ahead.




THE CENTER GAME (1.E2-E4 E7-E5
2.D2-D4)

The Center Game is a relatively poor opening
choice for white. Although white's second
move does place pressure on the center,
white will find that, after black counters with
2.e5xd4, there is simply no good way to
recapture. Recapturing the d4-pawn with
3.Qd1xd4 places the white Queen prema-
turely in the center where it will be easy for
black to attack with Nb8-c6. As you might
imagine, an early Ng1-f3 would have
improved white's plan, because the Knight on
f3 rather than the Queen would then be able
to recapture on d4.

The most common second move for white
after 1.e2-e4 e7-e5 is simply to develop the
Knight on g1 to f3 (Ng1-f3). The Knight move
threatens to capture the black pawn on e5,
develops the Knight to a logical square that
exerts influence over two central squares (d4
and e5), helps to prepare the advance of the
white d-pawn to d4, and the move brings
white a little closer to castling. The openings
in this section all begin with 2.Ng1-f3.

THE RUY LOPEZ (1.E2-E4 E7-E5
2.NG1-F3 NB8-C6 3.BF1-B5)

For the reasons stated just above, most play-
ers find that 2.Ng1-f3 is the most logical sec-
ond move for white. Black's most common
response is to defend the black e5-pawn by
playing Nb8-c6.

CONTINUED ON NEXT PAGE
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White's third move, 3.Bf1-b5, defines the
opening as the Ruy Lopez, or the Spanish
game. The Bishop on b5 threatens to capture
the black Knight that is defending the black
e-pawn. Just as important, the Bishop move
prepares white to castle on the Kingside and
then to bring the King's Rook to e1, where it
will exert significant support for the center.

Note: A Spanish priest named Ruy Lopez wrote at
length about this opening in 1561. The opening
remains popular today and is reqularly revitalized
by the strongest players with fresh analysis. The
opening maintains the pressure on the black center
and often leads to a complex struggle for control
over the center of the board.

In the Ruy Lopez, white will often proceed
very slowly, preparing the move d2-d4. Here is
an ideal setup for white in the Ruy Lopez.
Note that white has prepared the advance d2-
d4 with c2-c3. If black were to capture on d4,
white would recapture with the c3-pawn,
maintaining a strong pawn center. Note also
that white's Queen’s Knight has reached the
g3-square, where it usefully supports the
white pawn on e4 and aims to advance
aggressively with Ng3-f5.

To get to the g3 square, the Knight followed
the interesting path Nb1-d2-f1-g3, a very com-
mon maneuver in the Ruy Lopez. Finally, note
that black “kicked” the white Bishop on b5
back to b3 with both a7 to a6 and then with
b7 to b5. This Bishop is sometimes called the
Ruy Bishop. If white succeeds in advancing
the center pawns, this Bishop can become a
very powerful force in assisting attacks on
black’s Kingside. If the central pawns become
fixed, this “Ruy Bishop” could remain bad.

|




THE SCOTCH GAME (1.E2-E4 E7-E5
2.NG1-F3 NB8-C6 3.D2-D4)

White does not have to play 3.Bf1-b5. On the
third move, white has the choice of entering
the Scotch game with 3.d2-d4. Unlike the
Ruy Lopez, in which white carefully prepares
the d2-d4 advance, in the Scotch game, white
plays the move straight away. The move often
leads to quick exchanges that can limit
white’s attacking chances, which is the main
reason strong chess players prefer the Ruy
Lopez to the Scotch game.

Note: The Scotch game received its name from a
correspondence chess game played between
Edinburgh and London in 1824. A 19th century
favorite of Grandmasters Blackburne and Chigorin,
the opening has been played more and more
lately by the best players.

PETROV’S DEFENSE (1.E2-E4 E7-E5
2.NG1-F3 NG8-F6)

Rather than defending the e-pawn on the
second move, black has the option of coun-
terattacking with Petrov’s Defense. As you can
see, like white, black has also developed the
King's Knight, ignoring the attack on the e5-
pawn, and instead countering with an attack
on the white e4-pawn. At first glance, it
would seem that each side now has the
opportunity to capture a pawn. White can
play 3.Nf3xe5 and black could respond with
3.Nféxe4.

Note: Petrov’s Defense is named after Alexander
Petrov, a 19th-century Russian chess player. An
alternative spelling is Petroff's Defense, and in
Europe, it's sometimes called the Russian game.

CONTINUED ON NEXT PAGE
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In this position, both players have captured a
pawn but white also has a very strong
response with 4.Qd1-e2. Note that the two
Knight captures have completely opened up
the e-file. With the move 4.Qd1-e2, white
immediately threatens to capture the unde-
fended black Knight on e4.

Black cannot continue to copy white’s moves
because, after 4.Qd8-e7, the white Queen will
successfully capture the black Knight on e4.

Black has an enormous problem in this posi-
tion. If black moves the Knight on e4 away,
say to f6, white will be able to take full
advantage of the open e-file with a powerful
discovered check.




The best move for white after black’s 4.Ne4-f6
is the amazing 5.Ne5-c6, revealing a check
from the Queen. The discovered check will,
no matter what black does, result in the loss
of the black Queen to the white Knight!

Correct Play in Petrov's Defense

Rather than copy white’s capture in the cen-
ter, black must first attack the advanced white
Knight. Here, black has played the essential
move, 3.d7-d6, attacking the white Knight on
e5 and forcing it to move away. Once the
Knight moves off, black will be able to capture
successfully on e4 without having to face the
devastating discovered check.

Opening Variations




After white’s 1.e2-e4 opening, black is not obligated to play 1.e7-e5. In fact, many of the alterna-
tive replies in this section are among the most popular choices. Black can choose from dynamic
openings such as the Sicilian, the French, the Caro-Kann, and Alekbine’s Defense.

Black's first move, 1.c7-c5, defines the open-
ing as a Sicilian. Black's move is aggressive.

It immediately aims to prevent white from
taking command over the center with d2-d4.
With just one move, black intends to capture
white’s central pawn when it reaches d4 and,
by so doing, open up the c-file for activity with
black’s Rooks.

Note: The Sicilian Defense received its name in the
17th century from the Italian master Greco. Today,
the Sicilian is a regular guest at every chess tourna-
ment and a favorite of Grandmasters like Bobby
Fischer and Garry Kasparov.

In the Sicilian, white usually develops actively
with 2.Ng1-f3 and then 3.d2-d4. When black
captures on d4 with the c5-pawn, white
intends to recapture with the Knight on 3
rather than the Queen.

Here is a typical Sicilian position after just five
moves by each side. White has played d2-d4
and, after a pawn capture, recaptured with a
Knight from f3. Both sides have developed
their other Knights to posts that help to exert
some control over the center. Black has also
played the move d7-d6 in an effort to develop
the Bishop on ¢8 and to exert additional con-
trol over the e5-square.

Notice that black’s c-file is now open. Black's
plan might be to develop the Bishop Bf8-e7
(with e7-e6 first or to g7 with g7-g6 first), and
then to castle on the Kingside. Within the next
dozen moves, or so, black would hope to
have doubled Rooks on the c-ile.

|




In the French Defense, with 1.e7-e6, black
makes no immediate effort to prevent white
from playing 2.d2-d4. Here is the basic position
in the French Defense after just two moves by
each player. As you can see, white has placed
both central pawns on their best squares. Black
has countered with one pawn in the center, the
d5-pawn, supported by the e6-pawn.

Note: For an explanation of how this defense

got it's name, please see “Limit Exchanges” in
Chapter 8. Advocates of the French Defense are a
loyal bunch, sticking with their approach despite
the cramped nature of its positions.

Most positions in the French Defense involve
an immediate or slightly delayed e4-e5 pawn
push by white. Note that, in this position, the
black Bishop on ¢8 is a bad Bishop because it
is already trapped by its own fixed pawns on
€6 and d5. Note also that both sides have
fixed pawn chains. White would like to pro-
ceed aggressively against the black Kingside
with moves such as Ng1-f3, Bf1-d3, and per-
haps even h2-h4 and Rh1-h3.

Black would likely play against the relative
weak d4-pawn and break up white’s central
pawn chain by playing c7-c5 and then Nb8-
6. Both sides have active and interesting play.

CONTINUED ON NEXT PAGE
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In a strategy very similar to the French
Defense, black delays the fight against white's
center for one move, but this time beginning
with 1.c7-c6, the Caro-Kann Defense. As you
can see, black has again used a pawn to sup-
port the d7-d5 pawn push on black’s second
move. In one key respect, the Caro-Kann is
better than the French Defense because the
black pawns do not imprison the black Bishop
on ¢8. Indeed, in this opening, black’s light-
squared Bishop will be able to play a much
more active role than its counterpart in the
French Defense.

Note: The Caro-Kann was little understood and
barely played until the 1890s when H. Caro of
Berlin and M. Kann of Vienna began to play it regu-
larly. World Champion Jose Capablanca used it in a
1922 match. Other World Champions, notably
Tigran Petrosian and Anatoly Karpov, have been
advocates of the Caro-Kann.

Here is a typical position in the Caro-Kann
after just four moves. Black has captured in
the center with d5xe4, and the white Knight,
which entered the game on ¢3, has recap-
tured. Black has taken advantage of the Caro-
Kann pawn structure to activate the
light-squared Bishop from ¢8 to f5. As you can
see, this Bishop is far more active than the
Bishop in the French Defense. In this position,
white must either defend or move the cur-
rently undefended Knight on e4. The most
commonly played move for white here is to
retreat the Knight to g3, attacking the black
Bishop on f5 and forcing black to retreat it—
most commonly to g6.




Note that, in this position after the white
Knight plays Ne4-g3 and the black Bishop
moves Bf5-g6, the black Bishop winds up
three squares away from the white Knight. As
you saw in Chapter 5, “Bishop Strategy,”
Bishops can dominate Knights in this manner.
A typical white plan from this position involves
the idea of a quick flank attack with h2-h4,
threatening to trap the Bg6 with h4-h5. Black
can respond by making “luft” (the German
word for space) for its Bishop with h7-h6.

Alekhine’s Defense, named after former world
champion Alexander Alekhine, is not for
beginners. On the very first move, black pre-
vents white from playing 2.d2-d4 by challeng-
ing the white e4-pawn directly. As you saw in
Chapter 8, white should proceed in this posi-
tion by pushing the e-pawn to e5, forcing the
Knight to move again. The correct response
for black is Nfé-d5.

CONTINUED ON NEXT PAGE
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Already on move two, the unusual character
of Alekhine’s Defense is clear. Black is trying
to provoke many pawn moves, while white
would like to gain full control over the center
and prove that black’s strategy of moving the
Knight over and over is fatally flawed. In this
position after move two, white already has
two excellent alternatives: to gain more con-
trol over the center with 3.d2-d4 or to chal-
lenge black’s Knight yet again with 3.c2-c4.

Here is a common position in Alekhine’s
Defense, an opening variation known as the
Four Pawns Attack. After white’s c2-c4 move,
the black Knight retreated once again, this
time to bé. White will likely continue with
development moves such as Nb1-c3 and Ng1-
f3. Few beginners would be happy with the
black position, although, in tournament expe-
rience, white often finds it difficult to defend
all of the forward pawns.




Opening Variations

After 1.d2-d4, white is already threaten-
ing to take full command over the center
with 2.e2-e4. Most of black’s replies
therefore attempt to prevent white from
playing 2.e2-e4. Double Queen pawn
openings (moving the pawns located in
front the Queens) all involve the black
reply 1.d7-d5. White’s usual plan in
this opening is to prepare e2-e4.
Unfortunately, the obvious 2.Nb1-c3
move is not effective because black can
defend the e4-square with Ng8-16.

White usually continues with 2.c2-c4, a move that gambits a pawn, though it is rare that black accepts the offer. After 2.c2-c4
d5xc4, white is able to gain undisputed control over the center of the board with 3.Nb1-c3 and 4.e2-e4. Indeed, once white

develops normally, it might be able to recapture on c4 with the Bf1. To prevent that, black might have to play moves such as
a7-a6 and b7-b5. So many pawn moves on the flank will only encourage white to take full command over the center.

Note: The Queen’s Gambit dates back to 1490, but the opening was considered dull and unambitious. The Queen’s gambit began to
emerge as a reasonable choice only in 1870s when many players seemed to tire of the already over-analyzed King’s Gambit.

CONTINUED ON NEXT PAGE
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Most players prefer to decline the gambit and to fight for a share of the center. Here is a typical position in the Queen’s
Gambit Declined after just three moves. White has continued with c2-c4 and then Nb1-c3, which is pressuring the d5-square.
Black has responded to this pressure by developing first with e7-e6 and then Ng8-f6.

White would like to play e2-e4, but the black d5-pawn and the black Knight both control the key e4-square. White usually
continues with Bc1-g5 in an effort to pin the black Knight and then to play e2-e4. Reacting to the threat, black will usually
break the pin with Bf8-e7.

This position has some resemblance to the French Defense in that black’s light-squared Bishop is blocked in by the black
pawns on e6 and d5. This bad Bishop is one of the main drawbacks for black in the Queen’s Gambit Declined.




The Slav Defense is very similar to the
Queen’s Gambit Declined except that black
defends the d5-pawn by playing c7-c6 rather
than e7-e6. As you can see in this position,
black has avoided the problem of sealing in the
Bishop on c¢8. In this respect, the Slav Defense
is also similar to the Caro-Kann Defense.

Note: The Slav gained its name because it was
first played by Slavic masters, notably Alapin. Its
strength and versatility were unrecognized until
grandmaster Euwe adopted it as a regular defense
in the 1930s.

In the Slav, black will usually be able to
develop the c8-Bishop aggressively on f5 or
g4. In this position, a typical one that might
be reached from either the Queen’s Gambit,
the Queen’s Gambit Declined, or the Slav
Defense, black has elected instead to
fianchetto the Bishop on b7. The black Bishop
on b7 is much less active than white's light-
squared Bishop on d3. Note that, with the
black pawn on c6, the Knight on b8 devel-
oped to d7 rather than to c6.

As you can see, black is making it difficult for
white to play the attacking move e3-e4. The
pawn on d5 and the Knight on f6 stand ready
to capture on e4, and black hopes for
counter-play with the aggressive move c6-c5,
freeing the Bishop on b7.

Opening Variations




There are other popular ways after white’s 1.d2-d4 to prevent white from playing 2.e2-e4. The most
common first move today for black against 1.d2-d4 is 1.Ng8-f6. The Knight move by itself prevents
2.e2-e4 and keeps many options alive for black. The popular King’s Indian Defense involves a
Kingside fianchetto by black. The Queen’s Indian Defense involves a Queenside fianchetto. And the
Nimzo-Indian Defense is a hard-hitting counter that immediately challenges the white setup.

In the King’s Indian Defense, white proceeds
with the idea of 2.c2-c4 and 3.Nb1-c3. Black,
in turn, pursues a Kingside fianchetto. After
just three moves, it has become clear that
black’s defense does not prevent white from
playing 4.e2-e4. White will therefore be able
to achieve a broad pawn center.

This typical position in the King's Indian pro-
vides a sense of the opening’s unusual char-
acter. Black has challenged white's pawn
center by advancing the e-pawn and later the
f-pawn. Black is likely to attack on the
Kingside in spite of the fact that its King is
castled there.

White has achieved much more central space
and often attacks on the Queenside with the
idea later of c4-c5. The black Knight that
opened the game at f6 has moved to the h5
square first to prepare f7-f5 and to make
room for the other black Knight, which
arrived at f6 from b8 and then d7. See
Chapter 10 for a related opening formation—
the King's Indian Attack.

-

2




The Queen’s Indian Defense involves a
fianchetto on the Queenside. Here is the posi-
tion in the Queen’s Indian after just three
moves. White has again opened with d2-d4
and then c2-c4. Black has countered with
1.Ng8-f6, 2.e7-€6, and then 3.b7-b6. Black
intends to play Bc8-b7 where the Bishop, in
conjunction with the Knight on f6, tries to pre-
vent white from playing e2-e4.

Here is a typical position in the Queen’s
Indian Defense. Black has completed a
Queenside fianchetto and is ready to castle.
However, with black to move, black has the
option of preventing e3-e4 by playing Nf6-e4.
This sharp resource is one of reasons this
defense is popular.

CONTINUED ON NEXT PAGE
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The very popular Nimzo-Indian Defense is
named after Aron Nimzovitch, a great chess
theorist of the early 20th century. In this
opening, black aggressively prevents white
from playing e2-e4 by pinning the white
Knight on ¢3.

As you can see, white has developed nor-
mally with 2.c2-c4 and with 3.Nb1-c3. Black
has responded with 1.Ng8-f6, 2.e7-e6, and,
unlike the Queen’s Indian, with 3.Bf8-b4. The
Bishop on b4 pins the white Knight on ¢3
and, by so doing, prevents white from playing
4.e2-e4. If white were to play 4.e2-e4, black
would simply capture the e4-pawn with the
Knight on f6 (Nf6).

As you might expect, the early placement
of the black Bishop on b4 can lead to its
exchange for the white Knight on c3. Often,
the white c-pawns become doubled, but
white will then have an uncontested dark-
squared Bishop as compensation.

[FAQ

Why do we call these Indian Defenses?

The term Indian Defense comes from the ancient chess-like game chaturanga.
Chaturanga originated in India circa 7th century. A common opening move in
this game was to develop a Bishop on the wing—we call this a fianchetto
today. For more on fianchettos, see Chapter 5, “Bishop Strategy.”




Opening Variations

If you’re careful about fighting for the center and guarding your material, you’re likely to avoid

a catastrophe in the opening. As you might expect, there are many bad openings. There are even a
number of chess books dedicated to the study of such moves. Here are two bad openings, the
Englund Gambit and the Spike. They have glamorous names, but make no mistake: These are open-
ings to avoid.

THE ENGLUND GAMBIT (1.D2-D4
E7-E5?)

In this opening, black responds to white’s
1.d2-d4 with an awful move that simply loses
a pawn. As you can see, the Englund Gambit
involves an immediate 1.e7-e5 by black. On
just the second move, white wins a pawn
with little or no compensation for black. To
win the pawn, of course, white simply plays
2.d4xe5.

THE SPIKE

The name of this opening is far more com-
pelling than the move itself. Rather than con-
test the center, white opens the game with
1.g2-g4. Black should respond to white's flank
move by capturing a part of the center with
1.d7-d5 or 1.e7-€5.




chapter

Common Opening
Formations

To improve in chess, it helps to be able to recognize certain pawn struc-
tures and have a coordinated plan for how to proceed. In this chapter, |
present several different structures and opening formations. Most are
relatively easy to set up and can be very effective even in the hands of a
relatively inexperienced player. As you will see, every structure has its
strengths and weaknesses. Understanding the role of each piece within
the structure will help guide your play.

The first two sections involve opening formations that you might
use with the white pieces. The second two are structures commonly
used by the player with the black pieces. The only danger is that you
might decide to set up these formations without regard to what your
opponent is doing. It's great to have these plans at your disposal, but
watch and consider all of your opponent’s moves before you play your
next move.
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King's Indian

Attack

Unlike most of the openings presented
in Chapter 9, the King’s Indian Attack
is a very patient opening system that
seeks to develop all of white’s pieces
before initiating any attack. You might
not win with it, but at least no one
will be able to run you off the board
quickly.

The King's Indian Attack is essentially a King's Indian Defense, but played with the white pieces rather than with black. As you
might expect, the extra move that white has by moving first gives the opening a bit more punch than the defense.

In the King's Indian Attack, white aims to achieve this position by move 7. Note that white has fianchettoed the light-squared
Bishop. The Knight on g1 has developed to f3. The Knight on b1 has developed to d2. White has a modest but solid central
pawn structure with pawns on d3 and e4.

To achieve this position, white could have opened the game with either 1.e2-e4 or even 1.Ng1-f3. Many players reach this
position by playing 1.Ng1-f3 first, fiancettoing quickly with 2.g2-g3 and 3.Bf1-g2, and then castling. It may surprise you that
the move e2-e4 can actually be played in this opening system on move 7 rather than on move 1. So, after castling, white
might continue with 5.d2-d3, 6.Nb1-d2, and finally 7.e2-e4.




Common Opening Formations

chapterl()

White's next moves very much depend, of
course, on what black is trying to do. But
white does have a straightforward plan for
making progress. As long as the Knight can't
be captured there, white might try Nf3-h4, or
otherwise Nf3-e1, followed by the quick
advance of the f-pawn from f2-f4.

In this position, white is getting ready to
attack with e4-e5 or possibly f4-f5. Perhaps
you might decide first to develop the Queen
to e2 or (after the Nd2 moves) Bcl-e3.
However you proceed, you have the possibil-
ity to play ten moves or so without significant
error, even against a relatively strong player.
Even if you lose eventually, your opponent
will be impressed that you have made quick
progress as a chess player, and you will have
the opportunity for an exciting middlegame
with an active set of pieces. For middlegame
strategies, see Chapter 11.

This King's Indian Attack position was reached
after just seven moves. White has reached the
ideal position. Black responded to 7.e2-e4 by
pushing the d-pawn through to d4. In this posi-
tion, white decides to play Nd2-c4, an interest-
ing move that combines with the Nf3 to attack
the black e5-pawn twice. Black is forced to
defend the pawn by playing 8.Qd8-c7.

CONTINUED ON NEXT PAGE




King's Indian

Attack (continued)

Rather than play quickly or automatically,
white realizes that black might try to attack
the Nc4 by playing b7-b5. White would like to
keep the Knight on c4, near the middle of the
board. White therefore plays 9.a2-a4 in order
to safeguard the Nc4 from attack. Notice that
the Nd2-c4 maneuver now permits Bc1 to
move out, perhaps to the g5 square. If you
find this kind of position to your liking, you
now know how to reach it!

FAQ

What is correspondence chess?

In this age of the Internet, it may be hard to believe
that proponents of playing chess through the mail still
exist. Correspondence chess, also known as postal
chess, is perhaps the slowest form of chess, with inter-
national games lasting as long as 3 to 4 years! Postal
chess players enjoy taking days over each move,
exploring all the possibilities. But in the age of chess
software, e-mail, and chess websites, correspondence
chess could be on its way out.

‘,,ﬁ/_,_a-l‘-
/ - \

To get started in postal chess, try one of the dedicated
postal chess organizations. The U.S. Chess Federation
(Wwww.uschess.org/cc/) runs its own postal tournaments.
The International Correspondence Chess Federation
(www.iccf.com) organizes international events.
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The Colle System carries the name of the Belgian master, Edgard Colle, who used it to win many
brilliant games in the 1920s. The Colle System is very much like the Slav Defense but is played with
the white pieces rather than with black.

White begins the game with a rather unas-
suming setup. Rather than fight immediately
for the center, white has chosen a pawn
structure that delays the occupation of e4.
This idea is very simple. White wants to pre-
pare e3-e4 rather than play it immediately.
And so note that the white Qc2, the Bd3, the
Nd2, and the Rel are all poised to support
the move e3-e4. When the move comes, it
will have half an army to defend it.

To bring the position about, white usually
begins the game with 1.d2-d4, and continues
with 2.Ng1-f3, 3.e2-e3, 4.Nb1-d2 (Knights
before Bishops), and then 5.c2-c3, 6.Bf1-d3,
and then castles Kingside (0-0), Rf1-e1, and
Qd1-c2. Be sure not to play these moves
automatically. If black initiates a capture, be
sure to recapture. And do not permit black to
safely advance the black e-pawn to e4 where
it would fork white’s Bd3 and Nf3.

In this position from a real game, white plays
9.e3-e4 immediately in order to threaten e4-
e5, forking the Bd6 and the Nf6. As you can
see, the e4-push can be very strong, and
white will usually develop a strong attack if
the pawn can safely advance to the e5-
square.

If there is a drawback to the Colle System, it is that white has made no effort to activate the Bc1. With black, you should cer-
tainly try to prevent white from playing e3-e4 and, if possible, to advance the black e-pawn to the key e4-square.




Hedgehog

Just as the Colle System and the King’s Indian Attack are all-purpose attacks for white, the
Hedgehog is an all-purpose defense for black. It’s not a gimmick or a second-rate defense. I used it
to win the 10th U.S. Correspondence Chess Championship, and some of the strongest players in
the world continue to make it their main weapon. The Hedgehog is an animal akin to the porcu-
pine: Get too close and you will get poked.

Here is the Hedgehog pawn structure. The
black pawns on a6, b6, d6, and e6 form a
defensive wall that aims to prevent white
from advancing. Some people believe that the
black pawn structure resembles a hedgehog,
hence its name. Note that the black c-pawn is
missing. Black usually exchanges the c-pawn
for the white d-pawn, as you have already
seen in the Sicilian Defense.

This example illustrates a common setup for
all of black’s pieces within the Hedgehog.
Note that the black Rooks are aggressively
doubled on the cfile. The Bishop on b7 and
the Queen on a8 are joining forces with the
Nf6 to deliver three attacks on the white e4-
pawn. The Knight on d7 can help direct the
attack. If the Knight moves to e5, it will
become the third attack on the white c-pawn.
If the Nd7 moves to c5, it will become the
fourth attack on white’s e4-pawn.
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One of the best features of the Hedgehog is that there are no meaningful pawn weaknesses in the black camp. To reach the
Hedgehog structure, black can play a Sicilian against 1.e2-e4. When white plays d2-d4, black should capture the pawn so long
as a Knight or a Queen will recapture. Black usually begins to set up the Hedgehog structure with e7-e6, a7-a6, d7-d6, Ng8-f6,
Nb8-d7, and often Qd8-c7. The Bishops then move to €7 and b7 and, after castling, black will play Ra8-c8. The Queen on c7
“tucks” to b8 and perhaps to a8, where it is very safe from attack, and plays an important role in attacking the white center.

The Hedgehog is considered an all-purpose weapon because it can be reached easily against 1.e2-e4, 1.c2-c4, and 1.Ng1-f3,
all by beginning with black’s move 1.c¢7-c5.

This position illustrates a common Hedgehog tactic. Black has completed the development of all the pieces. Black now plays
b6-b5, knowing that if white captures on b5 with the c4-pawn, black can unleash the power of the doubled Rooks with Rook
capturing Nc3.




Avant-Garde

The Avant-Garde, as its name may imply, is a modern attempt to create a truly all-purpose approach
for black. In this opening structure, white develops all of the Knights and Bishops fairly quickly,
but in a very distinct way. Many players will not be happy with its cramped approach to the game
but, like the other systems we’ve examined, it has the merit of keeping even a beginner in the game
against a much stronger opponent.

You will see that this setup would not be dif-
ficult to achieve. Both Bishops are fianchet-
toed, the Knights have developed toward the
center at d7 and e7. Black’s position is
cramped but quite versatile; there are no
weaknesses. Most white players decide to
expand in the center and simply can't resist
trying to break down this system.

In this figure showing black’s position as well
as a portion of white’s center, white can
decide to move forward with e4-e5. Black
will not capture on e5 but rather will respond
with d6-d5 and then c7-c5, counterattacking
on the Queenside.

If, instead, white attacks with d4-d5, black,
rather than capture, will often play e6-e5 and
then f7-f5, counterattacking on the Kingside.
One Canadian Grandmaster, Duncan Suttles,
made a chess career out of playing such
positions with black and with white as well.
Many others find the system to be very slow,
but Suttles showed that with sufficient
patience, the Avant-Garde can be a danger-
ous weapon.
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Just as the Hedgehog pawn structure
does not look much like a hedgehog,
the Dragon structure doesn’t really
look like a dragon. “Dragon”
describes the Kingside pawns that are
said to be the dragon’s head, and the
Queenside pawns that form its tail.

The Dragon is a specific variation of the
Sicilian Defense, but for our purposes,
think of the Dragon simply as one possi-
ble strategy for developing the white
and black pieces. In this position, black
has fianchettoed the dark-squared
Bishop within the Dragon’s head and
castled on the Kingside. Black’s forma-
tion is set for a sharp attack on the
white Queenside.

Black’s decision is whether to attack first
with the pawns or with the pieces. In a
pawn-led attack, black might advance
the a-pawn to a6 and the b-pawn to b5
and then perhaps on to b4. Then black
might continue with Qd8-a5. In a
piece-led attack, black might play Bc8-
d7 and Ra8-c8, bringing the Rook
quickly to the open c-file. Black might
then continue with Nc6-e5 and then
Ne5-c4, where the Knight would fork
the white Queen and the Bishop on e3.

The position is “double-edged” because
white also has a plan to slay the Dragon. White has two ideas here. The pawn-led attack involves g2-g4 and then h2-h4-h5, an
effort to pry open the h-file for the Rook on h1 and perhaps also the Queen after Qd2-h2.

In a piece-led attack, white might try Bf1-c4 as well as Be3-h6—an attempt to exchange black’s dark-squared Bishop, which is
an important defender of the black Kingside. In order to fianchetto, black had to advance the g-pawn to g6. We know that
every pawn move creates weaknesses. In this case, the h6-square is no longer defended by the black g-pawn.

Notice how carefully white has constructed the attack to go after the weakness on h6. White has castled on the Queenside in

order to be able to push the Kingside pawns forward without compromising the King's safety. And white has pointed the Qd2
and the Be3 toward the key h6-square. White has also safeguarded the Be3 by placing the f-pawn on {3 where it prevents the
annoying Nf6-g4.

CONTINUED ON NEXT PAGE m




Dragon

(continued)

During tournament play in this position, white
(Anatoly Karpov) and black (Victor Kortchnoi)
were engaged in a titanic struggle in which
white eventually won. In this Dragon, white
has succeeded in exchanging the dark-
squared Bishops and, hoping to play Qh6xh7,
would now like to eliminate the key Nf6.
Karpov therefore played g4-g5 and, after
black’s Rc5xg5, continued with the amazing
Rd3-d5, a move that looks bad because the
Nf6 attacks the d5-square. Of course, the Nfé
must not move because it is needed to
defend the h7-square from the threat of
Qh6xh7. As you can appreciate, games in the
Dragon tend to be among the most complex
in chess.

TIP |

If playing the game is the best way to improve, reading chess books is a close second. There are
thousands of books about chess out there. Some even focus solely on openings.

However, | recommend that beginners shy away from the chess opening books. Instead, stick
with ones that focus on complete games—openings, middlegames, and endgames.

Many of my students have enjoyed Irving Chernev's classic Logical Chess Move by Move. To
sharpen your tactics, try Fred Reinfeld’s 7001 Brilliant Ways to Checkmate. As you progress, |
hope that you also discover two special chess classics: Bobby Fischer's My 60 Memorable
Games and David Bronstein's Zurich, 1953.

The truth is, you will benefit from any chess book, as long as you spend time with it and give
thought to the various positions. Reading about chess is a surefire way to improve.




French

Winawer
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Named after Simon Winawer, the French Winawer was popularized by Aron Nimzovitch and later
by World Champion Mikael Botvinnik. A variation of the French Defense, it provides another

instructive pawn structure.

As you saw in Chapter 9, in the French Defense,
white is able to place both the d- and e-pawns
on the 4th rank. Black supports the d7-d5
counter with e7-e6. The French Winawer varia-
tion begins after 3.Nb1-c3 and then black’s
move, 3.Bf8-b4. This Bishop move is interest-
ing. Black breaks the rule of moving a Bishop
before a Knight, but the pin on white’s Nc3 is
annoying. The Knight was defending the white
e4-pawn, which white must now advance or
further defend.

White prefers to push with 4.e4-e5 in order

to imprison black’s bad light-squared Bishop
on c8. The pawn chain that emerges has the
strong pawn on e5 but also the weak pawn on
d4. Black therefore plays the move 4.c7-c5 in
an effort to disrupt white’s pawn chain. White
now “puts the question” to the black Bb4 with
5.a2-a3. After all, the Bishop moved early and
is now being forced to move again.

CONTINUED ON NEXT PAGE




French Winawer

(continued)

Black responds by capturing the Nc3 with Bb4, check, and white of course recaptures with the b2-pawn. The following posi-
tion includes one additional move by black, 6.Ng8-e7, a logical square for the Knight now that the white pawn on e5 is
guarding the natural f6-square.

In this interesting position, notice that both sides have long pawn chains. White's pawn chain stretches from ¢3 through e5,
while black’s reaches from the backward pawn on f7 through to d5. As a result of the two chains, black’s Bishop on ¢8 is bad
because it is boxed in by the fixed black pawns. Unfortunately for black, the good dark-squared Bishop has already been
traded.

White can try to take advantage of the absence of black’s dark-squared Bishop in two ways. First, white could advance the
a-pawn once again to a4 and then play Bc1-a3. From a3, the Bishop would exert powerful pressure on the a3-f8 diagonal.

Or, white could play the surprising Qd 1-g4. White has not yet developed the Ng1 or the Bishops, but the early Queen move
causes a real problem for black. With the black Bishop gone from f8, how should black defend the pawn on g7? Black could
castle, but it's not hard to visualize a powerful attack brewing with moves such as Bf1-d3, Bc1-h6, h2-h4, Rh1-h3-g3, and
Ng1-e2-f4.

In response to 7.Qd1-g4, black could push the g-pawn to g6. But every pawn move creates weaknesses, in this case on the f6
and hé squares. In most games, black therefore plays 7.Qd8-c7, permitting white to capture the g7-pawn and hoping for
counter-play on the Queenside.
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Like an old stone wall in New England, the Stonewall’s pawn formation is set in stone. In this
pawn structure, no attack will proceed through the center. If either player attempts to push their
e-pawn, it will be lost. The attacks will therefore occur on the flanks.

Notice that each side will have a bad Bishop.
This fixed structure makes white’s dark-
squared Bishop bad. Black's light-squared
Bishop will also be bad. Each side would very
much like to trade its bad Bishop for another
Bishop or a Knight.

In open positions, Bishops are better than
Knights. Here, with the pawns locked in the
center, the Knights can be more valuable. This
is a stonewall position in which black is doing
very well. Black has managed to trade the
light-squared Bishop for a Knight on the 3-
square. Black’s Knight on e4 is especially
strong, located in the middle of the board
where the enemy pawns can't attack it.

White would also like to place a Knight on the
key e5-square, but the Queen on f3, which
arrived there to recapture black’s Bishop, is
blocking the Nd2's path to f3 and then e5.
With such wonderful activity, black draws up a
neat attacking plan. Black will play Kg8-h8,
slide the Rf8-g8, and attempt to attack on the
flank with g7-g5.




The Benoni is an interesting defense against 1.d2-d4 that creates an imbalanced pawn structure
that often results in very spirited games that aggressive players tend to appreciate. Black begins the
game like the Indian Defenses in Chapter 9 with 1.Ng8-f6 and, after white’s 2.c2-c4, black contin-
ues with 2.c7-c5. The Benoni formation was named for a biblical reference. Benoni means, literally,
“son of sorrow.” A forte for a time of World Champion Alexander Alekhine, it is a frequent visitor
in tournament play.

As you can see in this position, the black
pawn on c5 presents three options to white.
White can capture the black c5-pawn, but that
would simply double white's c-pawns and
invite black to recapture in any number of
ways. The strongest method for black would
probably be 3.e7-e6, hoping to recapture with
the Bishop. If then 4.b2-b4, black has the
strong response 4.a7-a5, attacking the b4-c5
pawn chain at the base.

As an alternative, white could defend the
pawn with Ng1-f3, but that would invite black
to capture the d4-pawn with the flank c5-
pawn and reach a Hedgehog position with
e7-e6, a7-a6, and Qd8-c7.

White's best move in this position is to push
the d4-pawn to d5. Here is the position after
3.d4-d5 e7-e6, 4.Nb1-c3 e6xd>5, 5.c4xd5 d7-
dé6. As you can seg, there is a significant
imbalance in the pawn structure. Black has
three pawns on the Queenside, a majority
compared to white's two pawns. By contrast,
white has a five-on-four advantage on the
Kingside.

White would like to continue with e2-e4 with
the idea of preparing for an e4-e5 advance.
Apart from trying to prevent white’s advance
of the e-pawn, black will try to advance the
Queenside pawns. The fianchetto of the
black’s dark-squared Bishop and castling on
the Kingside will assist in that goal.
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Here is a Benoni after 12 moves. Black has
fianchettoed the dark-squared Bishop, cas-
tled, and brought a Rook to €8 to watch over
the key e5-square. Black has also prepared to
advance the b7-pawn by playing the Nb8-a6-
c7 and by sliding the Rook from a8 to b8.

White played f2-f4 to support an e4-e5
advance. The Be2 is likely soon to support the
white center with Be2-f3. The Nd2 will likely
move to ¢4 in order to support e4-e5 and to
place some pressure on black’s weak pawn
on dé.

Practice with Online Chess

A good place to practice opening formations is online. There are many places to play
chess on the Internet these days. Many are free; a few charge a modest fee.

If you just want to play a light game of chess at any hour, try one of these websites:
® Yahoo: games.yahoo.com
® Pogo: www.pogo.com

MSN: http://zone.msn.com/en/chess/default.htm

www.chessclub.com

www.playchess.com
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Middlegame Strategy

Many players memorize long opening variations but have little or no
idea how to proceed once they get to the middle of a game. You already
know about having good and bad pieces, placing Rooks on open files,
placing the Knights in the center where the enemy pawns can't attack
them, and trying to avoid bad Bishops. In this chapter, | offer four basic
principles and strategies that will help you integrate many of these
ideas.

Aron Nimzovitsch, a great German Grandmaster of the early 20th
century, introduced new ways of thinking about chess. His chess classic,
My System, is a long and complex book that was awkwardly translated
to English. In the first section, 1 introduce his five steps to victory in an
easy-to-understand manner.

In the second section, | introduce two important ways of approach-
ing your thought process in every chess game. The first, the idea of
selecting and considering options, at least three “candidate moves,” was
popularized in Alexander’s Kotov's 1971 classic Think Like a Grandmaster.
The idea is simple enough. In every position, consider not one move but
at least three. Or, as the great player Emanuel Lasker put it, “When you
see a good move, look for a better one””

In the third section, | offer an important way of thinking about
“threats.” Before every move, consider whether your opponent is threat-
ening to do something important. In response, you must either turn off
the threat or else find a threat that is more significant. And finally, in the
fourth section, | emphasize the importance of recapturing after some-
one captures one of your pieces.
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Five Steps

to Victory

The five steps that I outline here were first discussed by Grandmaster Aron Nimzovitsch in his
books My System and Blockade. He never actually called them “the five steps to victory,” but these
steps are discussed extensively in his books. The five steps are relatively simple but account for many
of my victories, and they are present in one form or another in many, if not most, master games.

| the steps |

STEP 1: IDENTIFY THE WEAKNESS

The first step is simple enough. You will win
many games if you train yourself to be aware
of and to quickly identify all of your oppo-
nent's pawn weaknesses. In this example, the
two central black pawns on d6 and e5 form a
pawn chain. As you saw in Chapter 6, “Pawn
Strategy,” the backward pawn at d6 is the
weaker of the two pawns because no pawn
can defend it. Black's d6-pawn represents a
key weakness in the black pawn structure.
Having identified the key weakness on d6,
you are ready for step 2.

STEP 2: FIX THE WEAKNESS

The second step is quite simple. To prevent
black from pushing the d6-pawn to d5, white
must fix black’s weakness by occupying or
controlling the d5-square.

In Chapter 4, “Knight Strategy,” you learned
that it is advantageous to place Knights in the
center of the board where they can't be
attacked by pawns. Here, you can see that it
would be helpful to place a Knight—or another
piece, for that matter—in the “hole” at d5.

By moving the Knight to d5, or even by using
the Knight to control d5, you will prevent
black from eliminating the d6-pawn weakness
by pushing the pawn from dé6 to d5. In this
figure, white controls the key d5-square with
both the Knight on e3 and the pawn on e4. If
black were to push the d6-pawn to d5, white
would be able to win it. With the Knight on
e3, the pawn on d6 has been fixed because

it can’t successfully move without being lost.
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STEP 3: ATTACK THE WEAKNESS
WITH YOUR PIECES

Once you have identified and fixed the weak-
ness, it's time for step 3: Attack the weakness
with your pieces—not your pawns. In this
position, it is clear that white has successfully
arranged an attack on black’s d6-pawn with
four different pieces, the doubled Rooks on
d2 and d3, the Queen on d1, and even the
dark-squared Bishop on a3. Notice that
white’s attack has been patient in that the
Queen is not leading the charge on d3 but
rather is attacking from the rear on d1. Strong
players know that it's often more effective to
have the less valuable pieces lead the attack.
As they say in boxing, “Don't lead with your
nose.”

STEP 4: YOUR OPPONENT
WILL BE FORCED TO DEFEND
THE WEAKNESS

If you have successfully carried out the first
three steps, your opponent must carry out
step 4. For every one of your attacks on the
pawn weakness, your opponent will have

to find a defender. If your opponent fails to
defend the pawn adequately, look to take the
target-pawn first “with the little thing” What
“little thing,” you ask? It depends on the posi-
tion but it is often a Knight or a Bishop.

In this position, white is still attacking black’s
d6-pawn with four pieces, and black has
responded by defending the poor d6-pawn
with four pieces—Rd8, Rd7, Be7, and Qb8. As
a result, these pieces aren't very active.

Note that, as a result of the first four steps,
white has two active Rooks on a semi-open
file, while black’s Rooks are stuck defending
the d6-pawn. White has a good Bishop on a3,
attacking the d6-pawn, while black’s Be7 is
bad, stuck behind the fixed d6-pawn. Even
the white Queen on d1 is more active than its
black counterpart on b8.

CONTINUED ON NEXT PAGE
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. to Victory (continued)

STEP 5: ATTACK THE WEAKNESS WITH A PAWN

By the time your opponent has completed step 4, he'll know that there’s trouble ahead. Most or all of your pieces will be
active by focusing their energy on a single fixed point. By contrast, your opponent’s pieces will be relatively weak, defending
rather than attacking a weakness.

For the final step, attack the weakness with a pawn. As you can see in this position, white has simply advanced the c4-pawn
to ¢5 and black is in a quandary. The black d6-pawn has three options. It can capture on c5, push forward to d5, or remain
where it is. We know that the pawn can't push forward to d5 because it is fixed. On d5, white would have four attacks on the
pawn while black would have only two defenses (the Rooks).

Instead, if black were to capture with déxc5, white would suddenly have three attacks on the Rd7. Capturing the white pawn
would lose a black Rook.

Black could do nothing, but white would still have five attacks on the d6-pawn, and black would have only four defenses. On
white’s next move, white would continue with ¢5xd6, winning the key black pawn.

TIP |

See the Five Steps to Victory in Action Online!

Observing other players online is a great way to learn and to
see the five steps in action. PlayChess (www.playchess.com)
and Internet Chess Club (www.chessclub.com) are pay-sites
that offer fairly competitive games, but you can log in as a guest
and watch live grandmaster events from all over the world.

PlayChess is my personal favorite, and you will often find me
playing there with the login name jedwards.
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Middlegame Strategy

The Five Steps in Practice /

In this position, with black to move, black realizes that
the white b3-pawn is a weakness and is already fixed
by the black c5-pawn and the black Nc6. Black plays
Nc6-a7, threatening to capture Bb5 and, by forcing the
Bishop to move, gaining access for Rb8-b4. White
responds with Bb5-e2.

Black continues with the strategy by playing Rb8-b4,
helping to fix the pawn and preparing to bring the Rc8
into the strategy by doubling the Rooks on the b-file.
Understanding black’s strategy, white attempts to bring
the King closer to the b-pawn by playing Kf1-e1.

Black continues with Rc8-b8, placing a second attack on
the white b3-pawn. For the moment, white has only one
defender, the Rc3. White therefore plays Be2-d1, using
the Bishop to defend b3. There are now two attacks and
two defenses. The third attack will require that the black
Knight reach the a5-square.

Black plays Na7-c6. Knowing there will soon be a third
attack, white could defend again with Rc1-b1, but Rb1
would be vulnerable after Rb4xa4 because the b3-pawn
would be pinned and unable to recapture on a4 without
losing Rb1. White therefore plays Rc1-al with the idea
of defending the b3-pawn with a Rook on a3.

CONTINUED ON NEXT PAGE




Five Steps

to Victory (continued)

Black now continues with Nc6-a5, placing the b3-pawn
under a third attack. White has no choice but to defend
the pawn with its Rook and plays Ra1-a3.

The only step remaining is to attack b3 with the c5-
pawn (c5-c4). Black, in no rush, delayed for a moment
to fix another one of the white pawns on a dark square
with g6-g5. White responded with a bad move, Ke1-d2,
permitting the black Knight to move later toward the
center with a powerful check (Na5-c4+).

Finally, the fifth step. Black plays c5-c4, making the
fourth attack on the white b-pawn. A pawn capture on
c4 not only weakens the white pawn structure, but also
permits Na5xc4+: a Knight fork that attacks white’s Kd2
and Ra3. If white does nothing, black will be able to
capture and win the b3-pawn.

Practice with Chess Software

Chess software and websites are transforming
how to play chess. Anyone with a computer can
play against software that can challenge even the
best players in the world.

Most of the current chess software programs are
so strong that many players can get discouraged
quickly. No human enjoys losing game after game,
but the advantage is clear: You have a built-in
opponent who is happy to play at any hour of the
day or night.

Keep in mind that the engines in the software are
simply number-crunching and never tire. They play
a very different game than humans do, and as long
as you keep that in mind, you can use them to
hone your skills. The engines almost always permit
you to take back a bad move—a nice advantage
when you're learning.




Candidate Moves
chapterll

and Plannin 8 Middlegame Strategy

Consider your options (candidates) at
every move. Very few masters move
quickly. Instead, they tend to play very
thoughtfully. But what are they thinking
about?

At every move, most strong players
consider at least three different moves.
That may surprise beginners, who are
content to play the first good-looking
move they find. Emmanuel Lasker
summed it up by explaining that even
after you find a strong move, keep look-
ing. You may find something stronger.

[ Maing plans |

Many beginners believe that the masters have trained themselves to think many moves ahead. The fact is that masters have
an advantage. Masters rarely calculate long forced sequences. Although some rely on intuition or an innate feel for the game,
most are able to plan ahead. They have a sense of where the strongest squares are and where each piece belongs. From
experience, they know how to conduct attacks and how to coordinate their pieces.

To illustrate the process, this section follows the ideas and considerations through 12 consecutive moves of a master game.

In this first position, white already has a tangible advantage. The move Nf3-g5 has already caused black to prevent Bd3xh7
with the move g7-g6, a pawn advance that has weakened the black Kingside. Notice that by moving the g-pawn forward, the
f6 and h6 squares are now weak. White would like to move the dark-squared Bishop on c1 to h6 where it would attack

the black Rf8 and also control the g7-square
in front of the black King. White would also
like to further weaken the black Kingside.

White therefore has two ideas. The first is
the move Qf3-h3 with the threat of Qh3xh7
checkmate (Ng5 would defend Qh7). The
threat of checkmate would require black
to weaken the Kingside with h7-h5. White
could also try Ng5-e4, which is a strong
looking move with the idea of both Ne4-f6
check as well as opening the Bc1's path to
the h6 square.

Both plans are legitimate. Although you
should keep in mind the principle that
when two moves look good, one is always
better than the other. In this case, white
plays Qf3-h3 in order to further weaken
the black Kingside.

CONTINUED ON NEXT PAGE




Candidate Moves

and Planning (continued)

As you can see, black has prevented the
immediate checkmate by advancing the h7-
pawn to h5, but the pawn move has further
weakened the black Kingside. It would now
be more difficult, for example, to drive the
Ng5 away, and the support for the g6-pawn
has been reduced.

White might again try Ng5-e4 with the idea

of Ne4-f6 check and Bc1-h6. That idea seems
even stronger now that the Kingside is weaker.
White could also try to advance the f-pawn to
f4 and then f5. Or white could play g2-g4 to try
to batter down the black Kingside.

White must decide whether to conduct a
pawn-led or a piece-led attack. Both pawn
moves weaken the white Kingside. White
therefore decides on the first course of action,
Ng5-e4, with the idea of activating the Bc1.
Black responds by capturing on d5 with the
Ne7. The Nd5 will be well posted in the center
of the board where the white pawns will not
be able to attack it.

White has three candidate moves in this
next position. White could capture the Bd6
with the Ne4. White could develop the Bc1l
directly to h6, or white could play Bc1-g5.
Both Bishop moves take advantage of the
weak dark squares around the King.

White's move Ne4xBd6 is very tempting
because, in the open board, the Bishop has
considerable sway. However, the Knight is

a powerful piece in the center of the board
where, to drive it away, black would have to
play f7-f5, further weakening black’s Kingside.

The most tempting move is white’s Bc1-h6,
but white would lose quickly after this move
with black’s Bb7-c8 attacking the white Queen.
In that position, the Queen would be quickly
trapped in the center of the board after Qh3-
f3 and Bc8-g4.

Having seen the trap, white avoids it by first

playing the move Bc1-g5, attacking the black
Queen. To guard the Queen, black responds

with Bd6-e7.
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After black’s Bd6-e7, black is threatening
simply to capture the white Bg5. White there-
fore has two options: capture the black Be7
or play the move Bg5-h6. Fortunately, after
Bg5-h6, black is no longer able to trap the
white Queen because, without the black
Bishop on d6, the Queen will have access to
the g3-square. Rather than exchange Bishops,
which would reduce the firepower aimed at
the black King, white plays Bg5-h6. This move,
of course, attacks the Rf8. Rather than move
the Rook, black plays Bb7-c8, attacking the
white Queen.

With the attack by the Bc8 on the Qh3, white
has two logical moves. To save the Qh3, white
can move it to f3 or to g3. On f3, the Queen
would be subject to another attack with Bc8-
g4. White therefore decides to play Qg3 where
the Queen, in conjunction with the Bd3, is
generating pressure on the weakened gé6-
pawn. Black responds by moving Rf8-e8, out
of danger from the attack from the Bheé.

CONTINUED ON NEXT PAGE
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and Planning (continued)

White has many good moves in this position.
For example, white could activate the Ral to
c1 or the Rf1-e1. The Bd3 could move to b5
to attack the Re8. Or white could play Qg3-e5,
threatening checkmate in one move with
Qe5-g7. Both Rook moves look useful, but
masters know that Rook moves are often the
most difficult moves to make because it is
hard to know exactly where the Rooks belong.
White decides to play Qg3-e5, in part because
the move is very difficult to meet. After Qg3-e5
black can’t respond with Be7-f6. White would
then play the amazing Qe5xNd5, seeing that
after black’s Qd8xd5, white plays Ne4xBf6
check, forking the King, the e8-Rook, and the
black Queen on d5.

Black therefore must block the checkmate
by white's Queen on g7 by advancing the
f7-pawn to f6, yet another weakening of the
black Kingside. In this case, the f7-f6 move
weakens the now undefended g6-pawn.

Having forced yet another Kingside weakness,
the white Queen must now retreat. In this
instance, there is only one safe move: Qe5-g3.
Fortunately for white, the Qg3 will now attack
the black g6-pawn. To defend it, black decides
to push the g6-pawn to g5.
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White's strategy has worked very well. As a
result of carefully timed maneuvers, black’s
Kingside is in shambles. However, black does
suddenly emerge with the idea of trapping
the Bh6 behind enemy lines. White could
develop one of its Rooks, but to take advan-
tage of the Bh6's advanced position, white
decides to play h2-h4. Note that the pawn on
h4 represents the fourth attack on the black
g5-pawn. Under such pressure, black has no
choice but to push the g-pawn yet again.

This position represents the culmination of
white’s initial strategy of forcing the black
Kingside pawns to advance. Having caused
the damage, white now considers the next
phase: how best to take advantage of the
open diagonals and the entry squares around
the black King.

White has many interesting options and, as
many strong players like to say, even a bad
plan is better than no plan. White could now
take aim on the a2-g8 diagonal with moves
such as Bd3-c4 and Qg3-b3. Alternatively,
white could begin with Ra1-c1 or Rf1-el.
Another interesting option is Ral-e1, with the
idea of advancing the f-pawn against black’s
weak pawn structure.

White decides on the first plan of Bd3-c4,
putting pressure on the white center, pinning
the black Nd5 against the Kg8, and taking aim
on the e6 and f7 squares. Black responds, as
masters often do, by moving the King in order
to break the pin (Kg8-h7).

CONTINUED ON NEXT PAGE
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and Planning (continued)

In this position, white faces the need to retreat
the Bhé. Retreating the Bishop to g5 would
lose the Bishop to the f6-pawn. Retreating
back to c1 makes little sense, because the
Ra1 will probably want to develop there. That
leaves d2, e3, and f4. The e3-square is rela-
tively inactive because of the fixed d4-pawn,
and, with a Bishop on e3, the Qg3 would be
blocked from the b3 square. White decides
to retreat the Bishop to d2 where, three
squares away from the centralized black

Nd5, the Bishop dominates the black Knight.
Fearful of white's activity and mindful of the
Kingside weaknesses, black responds with
Bc8-f5, attacking the undefended Ne4 and
immediately taking control over the b1-h7
diagonal on which the black King is sitting.

With no reasonable retreat for the white Ne4,
white will need to defend it. Qg3-d3 is unac-
ceptable because white would not want to
walk into a pin. Retreating the Bc4-d3 blocks
the Queen'’s access to the b3 square and the
Bc4's real idea is to pressure the a2-g8 diago-
nal. White therefore needs to choose between
Ral-el or Rf1-e1. Ral-e1 would probably
commit white to using the Rf1 to push the
f-pawn. Rf1-e1 would give white the oppor-
tunity to use the Ral on the c-file.

White selects Rf1-e1 as the more flexible move.
Black responds with Bf5-g6 in an effort to fight
for control over the f7-square.
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White's move is relatively easy this time, with
Qg3-b3—the most logical move. On b3, the
Queen augments the pressure along the a2-
g8 diagonal. Black is simply unable to defend
the Knight a second time. If, for example, black
plays Bg6-f7, white can play Ne4-c3, a third
attack on the poor Nd5. If the black Knight

on d5 were to move, the black Bishop on 7
would fall.

Black therefore retreats the Nd5 to c7, three
squares away from the c4-Bishop, in an effort
to limit the Bishop’s scope.

After 12 moves in this middlegame, white has
a substantial advantage. You might imagine
continuing with Ral-c1 or Bc4-f7. Both are
excellent moves. Ra1-c1 places white's final
undeveloped piece on an open file. White's
Bc4-f7 takes advantage of the entry square
on 7. Note that after Bg6xf7, the white Queen
would powerfully infiltrate the black Kingside
on the f7 square. White's strategy has resulted
in a nice range of options that gives white by
far the best chances to win the game.

In the actual game (J. Edwards vs. W. Jones,
1993), the contest ended as follows:

28.Bc4-f7 Re8-f8
29.Bf7xg6+ Kh7xg6
30.Ne4-g3 Rf8-h8
31.Ral-c1 Nc7-e8
32.Qb3-e6 Be7-a3
33.Ng3xh5 Ba3xcl
34.Qebxgl+ Kg6-f7
35.Qg4-e6+ Kf7-g6
36.Nh5-f4+ Kg6-h7
37.Qe6-f7+ Ne8-g7
38.Nf4-h5 1-0

Black resigns.




Responding

. to Threats

Strong moves often contain threats. A threat is simply the move that you would make if, after having
moved, you were given an opportunity to make a second consecutive move. When your opponent
makes a move that contains a threat, you have an important choice: Stop the threat immediately,

or make a move that contains a bigger threat. In the following sequence, the moves on both sides
contain numerous threats.

A Sequence of Threats

This scenario occurred in the Sicilian Defense
after the moves 1.e2-e4 c7-c5, 2.Ng1-f3 Nb8-
6, 3.d2-d4 c5xd4, 4.Nf3xd4 Ng8-f6, 5.Nb1-c3
e7-e5. Black’s last move, e7-e5, threatens on
the next move to capture white's Nd4. White
has many options for the Knight, including the
retreat to f3, but white prefers to play Nd4-b5,
where the Knight will threaten the move
Nb5-d6 check. Black responds by stopping
that threat with the move d7-d6.

You might recognize that black’s central pawn
structure contains a weakness on d6 and a
central hole on d5. White would like to play
the move Nc3-d5 but the Nd5 would be cap-
tured immediately by the strong Nf6. Rather
than play the move Nd5, white threatens to
play it by first moving Bc1-g5. The Bishop pins
the Nf6 to the black Queen and the threat of
Nc3-d5 is now real.

Strong players often say that “the threat

is stronger than the execution.” They mean
that preparing the threat correctly (in this
position with Bc1-g5) is better than playing
the threat immediately (with Nc3-d5) as you
can see in this position.

After the move Bc1-g5, black has several
interesting candidate moves. Black could
un-pin immediately with Bf8-e7. Black could
guard the d5-square with Bc8-e6. But black
prefers to meet the threat of Nc3-d5 with his
own threat, the move a7-a6 threatening to
capture the Nb5.
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White's Nb5 is now under attack and has only
one logical retreat. White could play Bg5xf6,
meeting the threat on the Nb5 with a larger
threat, but black might simply recapture with
the g7-pawn. White therefore retreats the
Nb5-a3. Black responds with b7-b5, a move
that carries another threat, a pawn fork with
b5-b4.

White stops the threat of the pawn fork on
b4 simply by moving the Nc3 powerfully to
the central hole on d5. The black Nf6 dare
not capture the Nd5 because the Bg5 is pin-
ning it to the black Queen. Black therefore
responds with Bf8-e7, a move that carries
another threat, this time the move Nf6xNd5,
winning a piece!

CONTINUED ON NEXT PAGE




Responding

. to Threats (continued)

Responding to the threat, white now plays
Bg5xf6, giving up the Bg5 but stopping the
threat of Nf6xd5 and retaining the powerful
Nd5. To advance in chess, watch carefully for
such threats. Strong chess players develop

a finely honed sense of danger. Before you
move, always ask: “Does my opponent’s

last move contain a threat?” If so, your move
should either stop the threat or, even better,
you should look for a threat that's even bigger.

Meeting a Threat with a Bigger Threat /

Sometimes, the best way to meet a threat is
with an even bigger threat. In this position,
white has just made the move Nc3-d5. The
Nd5 threatens to capture the Qf6 and threat-
ens to play Nd5xc7 check, forking the black
King and the Ra8. You might expect black to
meet both threats with the move Qf6-d8,
removing the Queen from attack and using
the Queen to defend the c7-pawn.

Instead, black responds to the threat of
Nd5xc7 with a bigger threat: Qf6-g6.




The move Qf6-g6 may surprise you, and you
might wonder where black’s threat is. Let's
take a look. If white is insensitive to the dan-

ger, white might continue with Nd5xc7 check.

In check, black would move the King to d8.

With the Nc7 under attack from the King,
white would continue with Nc7xa8. But now,
black would be able to demonstrate that the
Qf6-g6 move had considerable bite. Black
continues with Qg6xg2.

CONTINUED ON NEXT PAGE
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Responding

. to Threats (continued)

The power of black’s idea is now clear. On g2,
the Queen threatens both the white Rh1 as
well as Qg2xf2 checkmate! To prevent both
threats, white must move the Rh1-f1. Black
would likely respond with the powerful move
Bc8-g4, pinning and soon winning white’s Nf3.

With the threats of Bg4xf3 and Nc6-d4 along
with the idea of capturing the Na8 by moving
the King and then playing Rh8xa8, black is
well ahead.




Recaptures
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Almost every time that someone captures one of your pieces, you will want to recapture. There are
exceptions, however, and there is nothing automatic about recapturing. Always consider other
options.

Recapturing Your Pieces and Pawns l

In this position, black’s advantage is pro-
nounced. The Nd5 is in the center the board
where it can't be attacked by white’s pawns.
White's dark-squared Bishop on d2 is bad,
locked in by its own pawns. By contrast, the
black Bishop on d8 will have an important
role to play in black’s attack on the Kingside.
Note that black’s Rooks are actively doubled
on the g-file and the Qhé6 is bearing down on
the white Kingside.

In an effort to relieve some of the pressure in
this position, white played Bc4xd5. Most chess
players would gladly recapture immediately
with the e6-pawn in order to undouble the
black e-pawns. But black has a much stronger
response with the move Rg5-h5.

Black suddenly has the huge threat of a check
with Rh5xh3+, forcing the white King to g2.
Then white can play Rh5-h2, checking the Kg2
and then winning the white Qf2 with check
when the King retreats to f1. Masters achieve
their strength in part because they consistently
look for such “in-between” moves.




Elementary Checkmates

To win a chess game, you must deliver a checkmate (or mate, for
short)—placing your opponent’s King in check with the King having no
legal move. In this chapter, you will be able to explore all the most basic
checkmates. As you will see, some of these checkmates are very simple.
In fact, if you're clever enough to Queen a pawn, the checkmate with
two Queens against a lone King is easy and fun to do. The other check-
mates in this chapter are somewhat more challenging, but with a bit of
practice, you'll be able to deliver checkmate with just a Rook or even
with a King, Bishop, and Knight.

You will also learn to recognize when there is insufficient material
to deliver a checkmate. That way, you won’t play on and on, trying to do
the impossible. Or perhaps when you're trailing, you will be able to
reach such an endgame and avoid a loss.



TWOQUEENS ........cooirinnnrcnnnccnnnnrconnanennnnnns 168
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You can have more than one Queen by
promoting pawns. Some players enjoy
promoting more than two, if they can,
but two Queens are almost always
enough to deliver checkmate. In this
section, you will see how two Queens
together are so powerful that check-
mates will occur quite quickly.

The Basic Checkmate

Here is the basic checkmate. With white to move, white can deliver a check on several squares, but the move Qb6-b8 is
checkmate. On b8, the Queen will be attacking the black King, which cannot escape from the attack. Note that the Queen on
a7 controls all of the squares of the 7th rank while, after Qb6-b8, the Queen on b8 controls all of the squares of the 8th rank.
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[ How to Get There |

The simplest method for this checkmate is
illustrated here. The technique is a bit like
walking a dog, forcing the King step by step
toward the top edge of the board. Here, white
has many paths to the checkmate, but the
simplest is clearly Qb4-b6, attacking the lone
King. The King must retreat to the 7th rank.

Here, after the retreat of the King to d7, white
will continue to force the King toward the top
of the board by playing Qa5-a7. Note that,
given the power of the white Queens, the
black King is unable to approach the Queens
in an effort to prevent the checkmate.

After Qa5-a7, you will be in the same position
illustrated at the beginning of this section (see
the previous page). As you can see, checkmat-
ing with two Queens is relatively simple.

CONTINUED ON NEXT PAGE




Two Queens

(continued)

| Another Way to Checkmate

Here is another example of a checkmate with
two Queens. White could simply proceed
with the technique we just reviewed, but
there is a much faster and more elegant
checkmate. The Qb5 controls the 5th rank
while the Qc3 controls the 3rd rank.

White begins with Qb5-e5 check. Note that,
after the check, black has only a single legal
move, to g4.

White completes the checkmate by playing
Qc3-g3#, using the Queen on e5 to support
the Qg3. It is a beautiful checkmate!

In many chess games, however, you might not
have the luxury of having so much extra mate-
rial. In the following sections, we will explore
checkmates with less material.




Queen and

Rook Elementary Checkmates chapter12

Together, the Queen and Rook are almost as powerful as the two Queens. And in most chess
games, you are more likely to have a Queen and Rook in an endgame than two Queens. Both tech-
niques that you saw in the first section are still useful here.

\ How to Get There

THE FIRST TECHNIQUE

In this position, the Queen and Rook combine very
much like the two Queens. White brings about a quick
checkmate by playing Qa5-a7 and then, once the King
retreats to the 8th rank, with Rb6-b8 checkmate.

THE SECOND TECHNIQUE

This position requires a slightly different technique.
Here, the Queen covers all the squares on the 5th rank,
while the Rook covers the 3rd rank. White begins by
playing Rc3-e3 check. Note that the Qc5 defends the
Rook on e3.

Black has no choice but to retreat along the 4th rank to
f4. White continues with Qc5-e5 check, driving the King
farther along the 4th rank to g4. The technique should
be clear now. White alternates Rook and Queen moves,
driving the King to the edge of the board.

Checkmate is near. White continues, with the Re3-g3
check, driving the King to the edge on h4. White then
follows with the Qe5-g5 checkmate. The Queen and
Rook are defending each other while covering all of the
King's possible retreats.




Two

Rooks

Using two Rooks is another common checkmate. It is slightly more difficult to do because the

Rooks are not as powerful as the Queens.

\ How to Get There

The Rooks will attempt to walk the black King toward
the 8th rank. This time, however, the King will be able to
approach the Rooks and disrupt the simple checkmate.
White begins as expected by playing Ra4-a6, forcing the
black King to retreat toward the 8th rank.

As you can see, the King retreated to the d7-square,
approaching the Rooks. As with the Queens, white con-
tinues with Rb5-b7, forcing the black King to the top
edge of the board.

Black moved Kd7-c8, attacking Rb7. The Rooks do not
support each other like the two Queens and the Queen
and Rook did. If white carelessly played Ra6-a8 check,
black could escape with Kc8xRb7. Instead, white safe-
guards the Rb7 by moving it across the 7th rank to h7.

With the threat of Ra6-a8 checkmate looming, black
must defend the a8-square by playing Kc8-b8. The
defense is annoying, but white can still win by shifting
the a6-Rook toward the Kingside with Ra6-g6. Facing
the inevitable move Rg6-g8 checkmate, black might
resign here. Few chess players like being checkmated.




King and
Queen Elementary Checkmates chapter12

It might surprise you to learn that the
Queen alone cannot deliver checkmate.
When it’s down to King and Queen
vs. the King, the Queen requires close
cooperation with its King to deliver
the mate.

A Simple Checkmate

Here is the simplest of the checkmates with a Queen and a King. Notice that the Qd7 is smothering the black King against
the top edge of the board. Simply put, the Queen is attacking the King and covering all the black King's possible retreats.
Moreover, the black King cannot capture the Queen because the Qd7 is defended by the white King.

CONTINUED ON NEXT PAGE
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King and Queen

(continued)

| Other Ways to Checkmate

In this position, white can bring about a simi-
lar checkmate by playing Qg7-e7 checkmate.
Even though the white King is on d6, the
Queen on e7 will still be defended and wiill
be smothering the black King against the
edge of the board. White has an additional
option, playing Qg7-g8 checkmate. In this
position, the white King is preventing a black
retreat to d7 and e7, while the Queen not
only attacks the black King but also covers the
key d8, f8, and 7 squares.

In this position, white again has two possible
checkmates in one move. White can play
either Qg2-a8 or Qg2-g8. Both moves attack
the black King, and cover all of the squares

on the 8th rank, while the white King prevents
any move by the black King to the 7th rank.
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[ Moves to Avoid |

In bringing about the checkmate with your
King and Queen, there are two key moves
to avoid. In this position, white has a simple
checkmate with Qb6-b8. However, Qb6-d6
is a move that many players make without
realizing the danger.

With the white Queen on d6, black has been
stalemated! Black of course must move, but
black has no legal move and the black King is
not in check. Note that stalemate applies only
when one side has no legal move whatsoever.
For more on stalemates, see the section
“Stalemates and Other Draws"” in Chapter 2.
There are many positions in which the King
or another piece cannot move. It is only a
stalemate if one side is not in check and has
no legal moves anywhere on the board.

In this interesting position, white should march
the white King toward f6 and deliver checkmate
with the Queen. This strategy speaks to the key
of all of these King and Queen checkmates: To
win, the King and Queen must work together
in harmony. Instead, white blundered with
Qa7-f7?, again with a stalemate.

Notice that the black King is not in check. But
because of the bad move by the white Queen,
the black King has no legal moves.




King and

Rook

Mating with a Rook is somewhat more challenging than mating with a Queen, although many players
prefer this mate because there are fewer possibilities for a stalemate.

\ The Basic Checkmate

Here is the basic checkmate. The Rf8 is check-
ing the black King and preventing Kh8-g8. As
in the King and Queen endgames, the white
King plays an essential role by preventing the
black King from escaping to either g7 or h7.

Backing up just one move, the checkmate in
this position should be clear. White simply
advances the Rook from {7 to f8 checkmate. A
significant mistake would be Rf7-g7, resulting
in the only stalemate with a King and Rook.
Therefore, it is a key move to avoid.
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Here, if it were black’s move, the black

King would have only one move—Kg8-h8.
White would then checkmate with Rf7-f8 as
we have seen.

But if it is white's move, white wants to make
sure that the black King does not escape to
the Queenside. White therefore plays Rf7-f1.
Actually, any backward movement of the Rook
along the f-file would accomplish the purpose,
but most chess players like dramatic finishes.

Black has no choice in this position but to
move the King directly into the corner at h8.
With a flourish, white can play Rf1-f8, deliver-
ing checkmate.

CONTINUED ON NEXT PAGE




King and Rook

(continued)

[ How to Get There |

Checkmating with a King and Rook is easy once the King is in the corner.
Here's how you can force the enemy King into the corner. Notice that the
white Re5 has already placed the black King in a box. The Rook controls
e6, e7, and e8, as well as the key squares on the 5th rank: f5, g5, and h5.
The black King is trapped inside those squares and has only nine squares
at its disposal (6, {7, 8, g6, g7, g8, h6, h7, and h8).

To make some headway, the white King and Rook must work together.
White begins with Ke4-f4, waiting for the black King to move backward.

Black is in a quandary. If black moves to g6, white has Re5-f5 to push black
further toward the corner and close the box from nine squares to just six
(g6, g7, g8, h6, h7, and h8). Therefore, black decides to move instead to f7.

The moment that black gives ground, white should step forward to claim
that territory. In this case, white has the strong move Kf4-f5, claiming con-
trol over both 6 and g6.
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Fearing an imminent checkmate, black does not want to retreat to the top
edge of the board. Rather, black tries to hold ground with Kf7-g7.

White could continue slowly with Re5-e6 and, indeed, you might want to
practice such a slow procedure. As it turns out, white can proceed more
quickly here with a check Re5-e7 check. Black might not want to respond
by moving the King to f8 where, after Kf5-f6, white is very close to the
checkmate that introduced this section. Instead, black tries to escape from
the corner with Kg7-h6.

In this position, white moves toward the end of the game quickly with a
dramatic Re7-a7 (other Rook moves to b7, c7, d7, or f7 also work), forcing
the black King to move to h5.

At the end of a long sequence, white has a beautiful checkmate in one
move with Ra7-h7. As you can see, these checkmates require patience. Of
course, it helps to recognize the mating patterns. You will find that, after a
bit of practice, you will be able to deliver checkmate with just a King and
a Rook.




King and Two

Bishops

A checkmate with two Bishops does not occur
often. If it does, you will find that patience is
required. The first step is to force the King
toward any edge of the board and then toward
any corner. The checkmate will look very much
like the photo on the right. Notice that the white
King is playing a very active role in blocking the
escape of the black King. The light-squared
Bishop is controlling the g8 escape square. The
dark-squared Bishop is attacking the black King
and delivering the checkmate.

[ How to Get There |

1.Beld-f5 Ke7-d8

There are many ways to proceed in this position. White would like to drive
the black King toward the top edge of the board and then walk the King
into one of the corners. Black would like to try to run away from white's
King and Bishop and therefore might try Ke7-d7. White therefore begins
with 1.Be4-f5 to prevent black from moving to d7. Black continues to try
to escape toward the a-file with Ke7-d8.

Note: As you learned in the “Chess Notation” section in Chapter 1, the move
number is indicated with a numeral followed by a period at the beginning of
the notation. Here, we use move numbers starting with “1.” to best illustrate this
endgame scenario. These move numbers are not indicative of a start-to-finish
game, but are instead used to easily illustrate the order of moves necessary to
achieve this checkmate.

2.Ke5-d6 Kd8-e8

White prevents any further movement of the black King toward the
Queenside by advancing the King from e5 to dé. Black has no choice but
to continue with Kd8-e8.
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3.Bf4-g5 Ke8-f7

Here, white’s move Bf4-g5 captures control over the d8-square and pre-
vents the black King from moving toward the Queenside. Black responds
by moving off the 8th rank with Ke8-f7 to try to hold on to as much terri-

tory as possible.

4.Kd6-d7 Kf7-f8

In turn, white takes control over the e8-square that black vacated by
advancing Kd6-d7. Black again tries to avoid moving toward the corner
with Kf7-f8.

5.Kd7-e6 Kf8-e8

White progresses with the King toward the key g6-square. Black again
tries to escape toward the Queenside, Kf8-e8.

CONTINUED ON NEXT PAGE




King and Two

Bishops (continued)

6.Bf5-g6+ Kes-f8

White regains control over the e8-square, forcing the black King toward
the corner with Bf5-g6+. To get out of check, black’s King makes its only
legal move, Ke8-f8.

7.Bg5-h6 Kf8-g8
White's dark-squared Bishop moves aggressively to h6 to control both the
f8 and g7 squares. Black again makes the only legal move it has, Kf8-g8.

8.Bg6-e4 Kg8-h8

White moves the light-squared Bishop to e4 where it continues to control
the h7 escape square but also readies the idea of Be4-d5. Black is forced
to move the King to h8.
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9.Ke6-f6 Kh8-g8

White brings its King closer to the g6-square where it can control the g7
and h7 squares without help from the Bishops. Black again moves back

to g8.

10.Kf6-g6 Kg8-h8

The movement back and forth is not a threefold repetition because
white’s moves have been different. Indeed, white continues to make
progress, with the King having reached the key g6-square. Black retreats
again to h8.

11.Bh6-g7+ Kh8-g8
White moves Bh6-g7 for check and is very close to checkmate. White's
Bg7+ move forces the black King back to g8 where, suddenly, it has no

moves.

12.Be4-d5 checkmate
White's Be4-d5 is a pretty checkmate.




King, Bishop,

and Knight

Of all the checkmates in this chapter,
the checkmate with a King, Bishop,
and Knight is the most complex. It is
so difficult that some masters have
failed to deliver the checkmate within
the 50-move limit rule. (The U.S.
Chess Federation rule book states that
the result of a game is a draw if, after
50 consecutive moves by each player,
there have been no captures or pawn
moves.)

The Final Checkmate Position

Here is the final checkmate. Note that the white King controls the g7 and h7 escape squares. The Nh6 plays a key role in con-
trolling g8. And of course, the Bd4 is delivering the final check. The key to this endgame is that the checkmate can be forced
only in the corner that the Bishop can control. Players with the lone King should therefore run into the “wrong” corner and
see if their opponent can figure out how to force the checkmate.
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[ How to Get There |

In this position, white has already made good progress. The black King is
on the edge of the board. White needs to decide which corner to drive the
black King into.

1.Be5-f6 Ke8-f8

Be5-f6 prevents the black King from moving to d8 and toward the wrong
corner. Black’s response to 8 is black’s only legal move.

2.Bf6-e7+ Kf8-g8

The Bishop check on e7 forces the black King to g8 because Kf8-e8 would
allow Nf5-d6 checkmate!

3.Ke6-f6 Kg8-h7

The white King heads toward the key g6-square, moving Ke6-f6. Black
moves the King to Kg8-h7 to prevent white from moving to g6 and in an
effort to run the King toward h1.

CONTINUED ON NEXT PAGE




King, Bishop, and

Knight (continued)

4.Kf6-f7 Kh7-h8

White makes a “waiting move” with Kf6-f7, knowing that black will have
no choice but to leave the h7-square, moving Kh7-h8.

5.Kf7-g6 Kh8-g8

The white King has reached the g6-square with Kf7-g6. The black King has
no choice but to shuttle back and forth between g8 and h8.

6.Nf5-h6+ Kg8-h8

The white Knight moves to h6, delivering check and forcing the black King
into the correct corner. The final move of the game will be 7.Be7-f6 check-
mate, a beautiful final position.
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Insufficient Mating Material

Please note that it is not possible to force a checkmate with just a Bishop or just a Knight. Even with a King and two Knights,
no checkmate can be forced. In this position, white will be able to deliver checkmate if black plays the Kg8 into the h8-corner.
But black can avoid all trouble simply by playing Kg8-f8.

TIP |

|

Use a Chess Database to Help Your Game

A chess database is simply a database that is dedicated to chess. These specialized chess applica-
tions provide you with easy access to the history of chess. Current programs come with more than
3,000,000 games that you can view and play through.

For example, you can use ChessBase, the most popular of these programs (www.chessbase.com)
to find all the games of your favorite players and the games in your favorite openings. You can
even play through an assortment of great combinations or instructive endgames. The PlayChess
website (www.playchess.com) has a unique feature: All the games that you play there will be
entered in the ChessBase database. This enables you to explore what other players did in the
same position, or simply what you did wrong in a key position.

In ChessBase, you can view a board position that shows the different moves that have been
played from this position, as well as statistical information with regard to the relative success of
the different alternatives. There is also an interesting list of the grandmasters who have favored
each alternative and a list of all the games actually played from this position. With a chess data-
base, you can easily play through many important games very quickly, learning as you go.




chapter

Attacking the King

The most exciting phase of the game of chess is the attacks leading to
checkmate or to the gain of substantial material. In this chapter, you
will be able to review a number of different patterns for attacking an
opponent. By playing through these patterns, you will learn to recognize
such possibilities in your own game—either how to bring about the
attacks or how to stop them.

In almost every section, you will see that the black King, as check-
mate approaches, has no moves. As a general rule, when your opponent’s
King cannot move, all you need is check! Many strong players use this
rule. When they reach positions in which their opponent’s King cannot
move, they know that they can safely sacrifice considerable material if
they can find a way to deliver the final blow.

Note: As 1 did in the later sections of Chapter 12, “Elementary
Checkmates,” I again show these checkmates move by move, starting
the move numbering with “1.” Again, these move numbers are not
indicative of a start-to-finish game, but are instead used to easily illus-
trate the order of the moves necessary to achieve these checkmates.
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Smothered

Mate

The smothered checkmate is one of
the prettiest in chess. A lone Knight,
with help from the enemy forces,
checkmates the King. As you can see
here, with the smothered mate, the
black King is under attack and cannot
move because its own Rook and pawns
are blocking the escape.

\ The Smothered Mate in Action

1.Ng5-f7+ Kh8-g8

Are you wondering why the black player would have allowed such a pow-
erful move? The actual checkmate usually begins in a position like this
one. As you can see, the black Rook is not on g8 and would certainly not
want to move there voluntarily.

White begins by moving the Ng5-f7, giving check to the black King. The
King has no choice but to move out of the corner to g8.

2.Nf7-h6++ Kg8-hs

The power of the double check! White continues by moving the Nf7-h6,
giving check to the black King from both Nh6 and Qb3. Black cannot
capture the white Knight with the g7-pawn because the black King is
also in check from the Queen.

Black must move its King, but not to f8 where the white Queen, supported
by the Nh6, would deliver checkmate with 3.Qb3-f7. The black King there-
fore retreats back into the corner.

Note: As you learned in Chapter 1 in the section on “Chess Notation,” A single “+"
after a move indicates a check. In turn, “++" indicates a double check.
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3.Qb3-g8+ Ra8xg8

Rather than check again with the Knight on {7, white plays the amazing
Qb3-g8+. Black cannot capture the Queen with the its King because the
Knight on h6 supports the g8 square. Black therefore must capture on g8
with the Rook.

4.Nh6-f7 Checkmate

White's final move of Nh6-f7# is pleasing to the eye. Watch for such com-
binations in your own games. You might be surprised how often this
smothered checkmate occurs in practice.

(FAQ

I'd like to play in a chess tournament, but how do I find one?

Every year, thousands of chess tournaments are held, including dozens in every state.
Tournaments are the best place to meet other players and to practice the craft of
chess. Most tournament events are certified by the United States Chess Federation
(www.uschess.org), and the games are rated. The better your results, the higher your
rating. With a high enough rating, you can gain an official title of expert, master, or
even grandmaster.

The U.S. Chess Federation publishes a monthly magazine, Chess Life, and maintains a
website, both of which list tournaments throughout the United States. Their Web page
www.uschess.org/directories/tnmtsearch/ permits you to search for tournaments in
your area. State and regional championships tend to be the most competitive events,
but there are club and weekend events that attract a wide range of players.




Back Rank

Mate

The back rank mate is both simple and
elegant. The white Rook checks the
King along the back rank, and black’s
own pawns prevent the King from
escaping, as shown here. In practice,
the back rank mate can be easy or
surprisingly difficult. There are two
examples in this section: the first easy,
the second more difficult.

[ The Back Rank Mate in Action |

AN EASY BACK RANK MATE
1.Qe3-e7+ Kf8-g8

In this position, white does not have a direct checkmate if it moves its
Queen to the e8-square because the black King on f8 and the Rook on
d8 both help to defend e8. White therefore first plays the Queen to the
e7-square in order to drive the black King back to g8.

2.Qe7-e8+ Rd8xe8

The rest is simple. White has two attacks on the key e8-square. Black has
only the Rook defending. White therefore sacrifices the Queen on e8 with
Qe7-e8+, forcing Black to capture with Rd8xe8.
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3.Re1xe8 Checkmate

Although white has lost the Queen, the result is clear. The white Rook
moves to e8 to capture black’s Rook. This move is checkmate, because
the black King, thanks to its own pawns, has no escape.

A MORE DIFFICULT BACK RANK MATE

1.Qf2xf7+ Rf8xf7

Here is a somewhat more challenging example of the back rank check-
mate. Notice first that white has three attacks on the black f7-pawn, while
black has only two defenses. White could therefore begin with 1.Ra7xf7,
although there would be no immediate checkmate if black responded
with Rg6-f6.

White begins instead with the neat Queen sacrifice on f7 (Qf2xf7+). In
check, black cannot simply retreat the King into the corner or white will

checkmate quickly with 2.Qf7xf8 checkmate. Black therefore must capture
the Queen with Rf8xf7.

2.Ra7-a8+ Rf7-f8

At first glance, it might appear that white has simply lost a Queen. But
don't forget about the back rank checkmate. White plays Ra7-a8, deliver-
ing check to the Kg8. Black could bring the Queen back to d8, but white
would simply capture the Queen. Black therefore blocks the check by
retreating Rf7-f8.

3. Ra8xf8 or Rf1xf8 Checkmate

To end the game, white will capture the black Rf8 with either of its Rooks
(Ra8xf8 or Rf1xf8)—checkmate!




Gueridon

Mate

Here is another very pleasing check-
mate in which the King’s own forces
block its escape. The white Queen is
attacking the King. The King cannot
capture the Queen because the pawn on
e5 defends it. The two black Rooks are
occupying the only escape squares that
the Queen doesn’t directly control.

\ The Gueridon Mate in Action

1.Bcaxf7+ Ke8xf7

Some combinations seem to come from nowhere. White does have excel-
lent control over the center and appears to be ready to castle and to play
Nb1-c3.

Instead, white launches a power attack on the black King with Bc4xf7+.
The f7-pawn, defended only by the black King, is black’s weakest pawn.
Black could decline the sacrifice and opt not to recapture with the King,
but that would leave black’s King on f8 and white would be able to fork
the black King and Queen with Nd4-e6+. So black recaptures the Bishop
with Ke8xf7.

2.Nd4-e6 Kf7xe6

White presses forward with the amazing Nd4-e6, threatening the black
Queen. Note that black could simply move the Qd8 to safety on e8. Doing
so, however, would invite Ne6xc7, forking the Rook and Queen, and white
would probably continue to attack with Qd1-d5. Instead, black, noticing
that the advanced white Knight is undefended on e6, captures it with the
King.
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3.Qd1-d5+ Ke6-f6

It is extremely dangerous to move a King so early into the middle of the
board. White is quick to punish the black King. White continues with Qd1-
d5 check, attacking the black King with support from its e4-pawn. Black,
blocked by a pawn, a Knight, and a Bishop, has only one legal move:
Ke6-f6.

4.Qd5-f5 Checkmate

The white Queen delivers the Gueridon checkmate with Qd5-f5. The
white Queen smothers the black King, with black’s own pieces blocking
the escape.

[FACT,

From the French word for pedestal, the
Gueridon mate is likely of French origin.

If you prefer, this checkmate is sometimes
referred to as the Swallow’s Tail mate.




Greco’s

Mate

Greco’s mate is very much like the back
rank mate, but on the side of the board
instead. As you can see here, the white
Rook is attacking the King along the
h-file. The white Bishop on b3 controls
the g8 escape square, while the black
pawn on g7 prevents the King from
moving there. Checkmate.

\ Greco’s Mate in Action

1.Ne5-g6+ h7xgé

At first glance, it might appear that white is in trouble. After all, the black
Knight on d2 is forking the white Qf3 and the Rf1. However, notice that
the white Bb3 is cutting straight through to the g8-square, preventing the
black King from moving.

White begins by checking with the e5-Knight to g6. This Knight check
would be checkmate, except that black can capture the Knight with its
h7-pawn. Black has no choice but to accept this Knight sacrifice (h7xg6).

2.Qf3-h3 Checkmate

White ends the game quickly with Qh3 checkmate, a pretty example of
Greco's mate.




Epaulette
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A Rook or a Queen provides the final
check in this pleasing checkmate. In
this position, the Rook delivers a
check along the open g-file. The poor
black King has no escape; it’s hemmed
in by the two black Rooks and the

f- and h-pawns.

\ Epaulette Mate in Action

The Epaulette mate is a useful part of your chess arsenal. Positions like
this can occur if the enemy King, rather than castling, is forced by a check
to walk toward its own Rook.

1.Qe7xf6 g7xf6

Black’s position looks secure, but white will win quickly, starting with
Qe7xf6. The Queen capture pries open the black Kingside. Black is not
forced to recapture and, indeed other moves would permit the game to
go on. Nonetheless, the winning of a Knight is very useful and usually
enough to guarantee victory. Black therefore responds with g7xf6.

2.Rd3-g3 Checkmate

Now that the g7-pawn has captured the white Queen on f6, the g-file

is open for the white Rook to deliver the checkmate. Once white plays
Rd3-g3, the King is in check. Black cannot capture or block the Rook, and
the black King has no escape from the check. It's checkmate!




Anastasia’s

Mate

Anastasia’s checkmate is very similar
to a back rank mate except that it can
occur on any side of the board. As you
can see in the final position of
Anastasia’s mate shown here, the
Rook along the h-file is delivering
checkmate. The white Knight has con-
trol over the g6 and g8 escape squares,
while the black pawn on g7 blocks the
King’s other escape square.

\ Anastasia’s Mate in Action

Try to imagine how to achieve Anastasia’s checkmate from this position.
Clearly, white will need to check with the Knight on €7 and pry open the
h-file for the checkmate.

1.Nf5-e7+ Kg8-h8

With white to move, it plays the Knight to e7 check, which forces the
black King into the corner at h8. After black’s move, note that the black
King cannot move. All white needs is to check.

2.Rh1xh7+ Kh8xh7

White blasts through the black defense with a nice Rook sacrifice on h7.
Black has no choice but to recapture the Rook with its King. The mate is
now set up. The white Knight on e7 controls both g8 and g6, while the
black pawn blocks any escape by the black King to g7.

3.Qd2-h2 Checkmate

White ends the game with Anastasia’s mate, this time with the check from
the Queen on h2.




Boden’s

Mate
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In 1853, an Englishman named Samuel Boden was the first to uncork this fascinating finish. The
black King has castled Queenside and has no moves because the white Bh2 cuts through the dark-

square diagonal all the way to b8.

[ Boden's Mate at a Glance |

1.Qf3xc6+ b7xc6

White begins with Qf3xc6+, a spectacular Queen
sacrifice that rips open the black Queenside.
The black King cannot move to b8 because the
Bh2 controls the b8-h2 diagonal, and there is
no way to block the check. Black therefore
has no choice but to accept the sacrifice by
capturing the Queen, b7xc6.

2.Bf1-a6 Checkmate

The game ends abruptly with the check

from the light-squared Bishop, Bf1-a6. Notice
how the two Bishops by themselves deliver
this pleasing checkmate.

CONTINUED ON NEXT PAGE




Boden’s

Mate (continued)

[ Boden's Mate in Action |

This position seems ripe for Boden’s mate. Note that black has castled on
the Queenside and that the black King cannot move. However, the white
Knight on b5 is blocking the Bd3's access to the a6-square. How can white
deliver the mate?

1.Nb5xa7+ Bb8xa7

White begins by ditching the Nb5, capturing the pawn on a7 and forcing
black to recapture with the Bb8. Once the exchange on a7 occurs, you will
start to recognize Boden's mate.

2.Qf3xc6+ b7xc6

In this example, there is no Queen sacrifice, simply an exchange of
Queens on the c6-square. But the result is the same. White's light-squared
Bishop now has access to the key a6-square.

3.Bd3-a6 Checkmate

The a6-square is now open for the checkmate. Even though there wasn't
a true Queen sacrifice here (black and white just exchanged Queens), the
final checkmate is still very satisfying.




Blackburne's
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Joseph Henry Blackburne, a 19th-
century English master who was nick-
named the Black Death, discovered
this nice checkmate with two Bishops.
Note here that the two Bishops are
actively cutting through the position
toward the black King. The Knight on
g5 plays a key role in the checkmate by
supporting Bd3-h7 checkmate.

\ Blackburne's Mate in Action

Blackburn’s mate often occurs when the g- and h-pawns advance in front
of the King. As you can see here, white’s Bb2 has control over all of the
dark squares along the long diagonal. White would like to play Bd3-h7
checkmate but the pawn on g6 is in the way.

1.Qd1xh5 gé6xh5

White begins with a Queen sacrifice that black simply cannot refuse. The
Qd1xh5 threatens both Qh5-h7 checkmate and the Qh5-h8 checkmate.
Once the g6xh5 recapture has occurred, the Bishop’s diagonals are fully
open.

2.Bd3-h7 Checkmate

In this example, white offered a Queen sacrifice to open lines for a
Blackburn's checkmate. Bishop d3-h7 finishes the job. The fault here, of
course, is black’s for having weakened its Kingside with the advance of
both the g- and h-pawns.




Named after an 18th-century Italian chess enthusiast, Lolli’s mate is a familiar theme to beginning
chess players. The checkmate will occur with the white Queen on g7, supported by a pawn on {6 or
h6 or perhaps by a Bishop along the al-h8 diagonal.

\ Lolli's Mate at a Glance

1.f5-f6 g7-g6

As you can see in this example, the advance
of the white pawn to f6 will often serve to
weaken the black pawn structure, whether or
not the f-pawn is taken. Here, of course, with
the Queen pinning the g7-pawn, the g7xfé
capture is illegal. White's f5-f6 pawn advance
threatens checkmate on g7 with Qg5xg7.
Because black is unable to use a piece to cap-
ture on f6 or to defend the g7-pawn, black
will have to respond with g7-g6, further weak-
ening the Kingside. As you know, every pawn
move creates a weakness. In this case, the
g7-g6 pawn push creates a significant weak-
ness on the hé-square.

2.Qg5-h6 Kg8-h8

White takes immediate advantage of the
new weakness on h6 to move the Queen
there. The threat, often unstoppable, is the
Qh6-g7 checkmate.

3.Qh6-g7 Checkmate

An abrupt finish. It's mate.
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\ Lolli's Mate in Action

FIRST EXAMPLE

The threat of Lolli's mate often forces players
to move the King into the corner and then to
defend the g7 mating square with a Rook.
Once again, this defense has left the black
King without a move.

1.Qh6xh7 Kh8xh7

White, again, sacrifices the Queen with
Qh6xh7 to expose the black King to further
attack. It is generally not a good idea to give
up your Queen unless you see clear compen-
sation; with black recapturing with Kh8xh7
here, it's worth it.

2.Rf3-h3 Checkmate

In this case, the compensation is clear. The f6-
pawn controls the g7 escape square, while
the black Rg8 and the pawn on g6 also block
the King's escape. Rf3-h3 is checkmate!

CONTINUED ON NEXT PAGE




Lolli’'s Mate

(continued)

SECOND EXAMPLE

One additional feature of Lolli's mate is that, if
the enemy Rook moves to g8 to prevent Qh6-
g7 checkmate, the f7-pawn becomes weak. If
a Knight were able to take safely on {7, the
King, unable to move, would be checkmated.

1.Nf3-g5 Qf8xh6

Here, black appears to have defended suc-
cessfully. The Rg8 prevents Qh6-g7 mate and
the Qf8 defends the weak f7-pawn and chal-
lenges the white Queen on hé. White makes
a very strong move, Nf3-g5, with the powerful
threat Qh6xh7 checkmate. Black responds
with Queen takes Queen in order to prevent
the mate.

2.Ng5xf7 Checkmate

White unleashed a huge surprise—a smothered
checkmate with the Knight!




Pillsbury’s
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This common checkmate honors Harry Nelson Pillsbury, a great American player of the late 19th
century. This mate takes advantage of a strong Bishop on the long diagonal and a Rook on an open
g-file. In this simple position, white will capture on g7, but will it be with the Bishop or the Rook?
Both appear strong, but one leads to checkmate in just two more moves.

\ Pillsbury’s Mate at a Glance

1.Rg1xg7+ Kg8-h8

Here, white captures on g7 with the Rook
because the black King is forced into the
corner and white will now have a powerful
discovered check.

2.Rg7-g1+ Rf8-f6

White responds with Rg7-g1 for check (actu-
ally white could deliver check by withdrawing
the Rook to any of the other squares along the
g-file. The discovered check looks like mate
but black can delay the inevitable by blocking
the check with the Rf8-f6.

CONTINUED ON NEXT PAGE




Pillsbury's Mate

(continued)

3.Bb2xf6 Checkmate

Another checkmate that is pleasing to the eye.
The black King is jailed in the corner by the
white Rook and the black pawn. The little
Bishop delivers the final blow.

\ Pillsbury’s Mate in Action

Despite black's material advantage, it is not
surprising that white is winning in this posi-
tion. The white Bishop on b2 has impressive
control over the long diagonal, and the Rg1
has control over the open file pointed right at
g7. Together, the Rook and Bishop are attack-
ing the g7-pawn twice, and only the black King
defends it. Note, however, that the black Knight
on d3 is attacking the Bb2.

1.Rg1xg7+ Kg8-h8

White captures the g7-pawn in the most force-
ful way, with its Rook. Black has no choice but
to move the King into the corner, permitting a
discovered check on the next move. At least
black can count on the fact that the Nd3 is
attacking white’s Bb2. On any conventional
discovered check, black can simply play
Nd3xb2.
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2.Rg7-g8++ Kh8xgs

Rather than a discovered check, white tries a
double check from both the Bb2 and the Rg8.
The black King must move and, in fact, has
only one move, to capture the Rg8.

3.Ral1-g1 Checkmate

Here's Pillsbury’s mate, a real beauty. Black
cannot capture or block the check from the
Rook. And of course, the black King on g8
cannot move, so the check from the Ral-g1
is mate.




Domiano’s

Mate

Pedro Domiano discovered this check-
mate in 1512. In this spectacular
checkmate, white will sacrifice one

or two Rooks to clear the way for a
Queen check on the h-file and then
checkmate on h7.

\ Domiano’s Mate at a Glance

In this position, neither King can move. If it were black’s move, 1.Qa7-a2
would be checkmate. White must therefore act quickly and decisively. The
white pawn on g6, like the black pawn on b3, is playing a key role. The
g6-pawn controls both f7 and h7. If white could find a way to place the
Qc1 on h7, the game would be over.

1.Rh1-h8+ Kg8xh8

The Rook sacrifice here brings the King to the h8-square and opens up the
h1-square for the Queen. Black has no choice but to capture the Rook and
place the King in jeopardy on h8.

2.Qc1-h1+ Kh8-g8

With the black King exposed on h8, the white Queen gains access with
check to the h-file and especially to the key h7-square. The black King has
only one move, to retreat to the g8-square.
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3.Qh1-h7 Checkmate

Another nice finish. White finishes the game by moving the Queen to the
key h7-square. The Qh7, defended by the pawn on g6, checkmates the
black King.

\ Domiano’s Mate in Action

Once you have visualized these patterns, you will begin to recognize them
in more complex situations. In this position, both sides have raging attacks.
Black is threatening to checkmate in one move with Ra7xa2. White, how-

ever, recognizes the possibilities for a Domiano checkmate.

1.Nh4-g6+ h7xg6

White begins with a surprising Knight fork of the black King and Queen.
Black could decline the sacrifice with Kh8-g8, but white would then cap-
ture the black Queen with check and next prevent the checkmate on a2
by playing a2-a3. Black opts to play h7xg6 to eliminate the Knight fork.

2.h5xg6+ Kh8-g8

White continues with an important discovered check, playing h5xg6+. The
pawn capture on g6 brings check from the Rh1. Black has no choice but
to retreat to g8.

CONTINUED ON NEXT PAGE




Domiano’s Mate

(continued)

3.Rh1-h8+ Kg8xh8

As you can see, Domiano’s checkmate sometimes involves the sacrifice of
more than one Rook. White responds with the sacrifice of the first Rook
on h8. Black is forced to recapture.

4.Rd1-h1+ Kh8-g8

The pattern repeats. White “reloads the gun” with Rd1-h1+. The idea is to
sacrifice a second Rook on h8. The black King is yet again forced to retreat
to g8.

5.Rh1-h8+ Kg8xh8

The second Rook sacrifice brings the King for the final time to h8. The
white Queen finally has access to the h1-square, where it can deliver the
key check and gain entry to the h7 mating square.
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6.Qc1-h1+ Kh8-g8

White is finally able to bring the Queen with check to the h-file, where,
with support from white’s g6-pawn, it will have access to the key h7-
square. Black retreats again to g8.

7.Qh1-h7+ Kg8-f8
As you can see, Qh1-h7+ is not quite checkmate because the black King

has one final retreat to 8. In this case, the final mate resembles a back
rank mate in which the black Qe7 blocks one of the escape squares.

8.Qh7-h8 Checkmate
With the final move Qh7-h8, it's checkmate.




Legal’'s

Mate

Legal’s mate usually only occurs against beginners in the opening. Black has already broken several
rules in this position. The Bg4 developed before the Knights, and black has moved three pawns
while leaving seven pieces “in the box.” White is able to punish black’s poor development with a
spectacular sacrifice.

\ Legal's Mate in Action

1.Nf3xe5 Bgaxd1

White begins by breaking the pin from the
Bg4. Black is not obligated to capture the
Queen, although most beginners would. By
simply recapturing the Ne5 with its d6-pawn
instead, black would only be down a pawn
after white’s anticipated next move of
2.Qd1xg4. But black opts to capture the
Queen.

2.Bcaxf7+ Ke8-e7

Although down a Queen, white has a mate in
two moves! White continues with the pawn
capture on {7, check, taking advantage of the
centralized Knight on e5, which now defends
the f7-Bishop. The King has only one legal
move, to e7.
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3.Nc3-d5 Checkmate

In the final position, the white pieces harmo-
niously cooperate to cover all of the King's
possible moves. The Nc3-d5 delivers the
checkmate by attacking the King and by cov-
ering the f6 escape square. The Ne5 covers d7
and f7, while the Bf7 covers €8 and e6. It's
checkmate!

[FAQ

How does someone become a “master”?
By playing in a tournament, you will earn a rating. Every Points Class
time you play, you will gain or lose points depending on
your results and the strength of your opponent. If you
defeat a strong player, you will win as many as 32 points.
If you lose to a strong player, you could lose only 1 point. 2200-2399 Masters
Of course, if you lose to a low-rated player, you could lose 2000-2199 Experts
as many as 32 points.

2400+ Senior Master (includes international
masters and grandmasters)

1800-1999 Class A
1600-1799 Class B

The U.S. Chess Federation maintains a classification system
that contains eight classes, identified by accumulated tour-

nament points (see table at right). 1400-1599 Class C
If you are new to tournaments, you will begin as an unrated 1200-1399 Class D
player and soon thereafter gain a provisional rating for your 0-1199 Class E

first 20 games. All of your results will count, and your first
established rating will reflect those results. The ratings are
used to rank players in order to make fair pairings in the
events.




Attacking Themes and
Common Sacrifices

Middlegame attacks are often the most exciting phase of the chess
game. In this chapter, you will be able to review a number of different
strategic themes for attacking an opponent. By playing through these
patterns, you will be able to recognize such possibilities in your own
game—either to bring them about or, if you are being attacked, to be
able to prevent them. Just as important, you should be able to get a
sense that successful attacks require careful coordination among many
pieces, not just one or two.

Sacrifices are special kinds of attacks in which one player gives
up or “sacrifices” material, perhaps as little as a pawn or as much as a
Queen, in order to generate an attack. This chapter will review a number
of common sacrifices that can occur in your own games.

In almost every case, attacks and sacrifices occur because one
player is better developed than the other. For example, you might be
able to mobilize many pieces around your opponent’s King. Or perhaps
if you remove one of the key defensive pieces, even at a high price, it
will open direct lines against your opponent’s King.

As attacks develop, you will often see that a King, as checkmate
approaches, has no moves. As a general rule, when your opponent’s
King can’t move, all you need is check! Many strong players use this
rule. When you reach positions in which the opponent’s King can’t
move, know that you can safely sacrifice material if you can find a way
to deliver the final checkmate.
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The Dragon

Variation

The Dragon variation of the Sicilian
Defense gets its name from its pawn
structure. The eye of the dragon is on
g7. The a6- and b7-pawns form the tail.

Notice first that black is likely to
have a fianchettoed Bishop on g7, and
black will be castling on the Kingside.
Having moved the g-pawn from g7 to
g6, the f6 and especially the h6-square
have become weak. White should there-
fore coordinate an attack on the dark
squares on the Kingside.

Slaying the Dragon /

Here is a typical Dragon position. Notice that white has castled on the Queenside in order to use both Rooks in the Kingside
attack. The white Be3 and the Qd2 are both pointed aggressively toward the weak h6-square. The white pawn on f3 discour-
ages black from moving its e5-Knight to g4, where the Knight might attack the Be3 and help defend the h6-square. The f3-
pawn also supports the g4-pawn. Note too that white has taken the useful precaution of moving the King from c1 to b1. It's
good advice to safeguard your King from possible checks before you commence an attack.

In this position, white has at least two excellent options. There is Be3-h6, seeking to exchange the dark-squared Bishops and
leaving the black King without a key defender. White could also play h2-h4, rushing the h-pawn forward toward h5 in an
effort to pry open the h-file for use by the Rh1 and a Queen after Qd2-h2.
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In this position, one move later, white has
begun the attack with Be3-h6 while Black,
eager to counterattack, has played b7-bs.

White now presses forward with h2-h4,
threatening to push the h-pawn forward again
to h5. Notice the usefulness of playing g2-g4
first. The pawn on g4 discouraged black from
trying to defend with h7-h5.

Black has a terrible choice to make. If black
captures the Bishop on h6, the white Queen
will recapture and lead the attack on hé. If
black declines to capture on h6, white will be
able to capture on g7, which forces the black
King to recapture on g7.

Again, a move later, the exchange of Bishops
has occurred on g7. Black is seeking some
counterplay on the Queenside with Qd8-a5.
White will now continue the attack with h4-h5.
The idea, of course, is to open up the h-file
with h5xg6 and then with Qd2-h6 check. These
attacks are very powerful and fun to play.




The English

~ Attack

The attack against the Dragon works well even when black does not fianchetto the Bishop at g7.
White’s pawn structure against the Dragon has become known as the English attack, named after
a number of English grandmasters who helped popularize the attack nearly two decades ago.

The English attack is a potent weapon for you to consider whether or not your opponent
fianchettos.

| An Acive Kingside Atiack |

ONE WAY TO GO

In this position, black has again chosen to
castle on the Kingside, but this time the Bf8
has developed to e7. Black’s Kingside is much
more secure because black has avoided the
Kingside fianchetto. Nonetheless, white con-
tinues as before. White has successfully devel-
oped most of its pieces, with the Be3 and
Qd2 powerfully pointing toward the Kingside.
Once again, the pawn on 3 prevents Nf6-g4
and supports the beginning of an attack with
g2-g4-g5.

After you have completed or nearly completed
your development, you will need to make a
decision about the nature of your attack. Will
the attack be led by your pawns or by your
pieces? That interesting decision gets easier
with experience. In this position, white will
lead the charge with the g-pawn, playing g2-
g4. The idea is to push the pawn to g5, where
the g-pawn will attack the Nfé and force this
key defender of the black Kingside to move
away.

In the second figure, two moves later, white
has proceeded quickly to advance the g-pawn
to g5. Black has countered with b7-b5 with
the idea of b5-b4 attacking the white Nc3.
Black has an awkward choice in this position.
The black Nf6 could retreat to e8 or move to
the dim rim at h5.

Note: As you learned in Chapter 4, “Knight
Strategy,” if you place a Knight on the side of

the board, it will have access to only four squares.
Keeping a Knight near the center yields more
square access. Thus the saying, “A Knight on the
rim is dim.”

Let's examine both possibilities.
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Here, two moves later, black has moved the
Bc8-b7, while white has “swung” the Nc3-e2
and then on to g3, where it attacks the unde-
fended Nh5. Black dare not defend the Knight
with g7-g6 because, after Ng3xh5, the result-
ing pawn recapture would drastically weaken
the black Kingside. If, instead, black captures
the Ng3, white will recapture with the h2-
pawn, opening up the h-file for a forceful
attack.

Here is the culmination of white's idea. After
the recapture on g3 with the h2-pawn, white
has played Qd2-h2 with the powerful threat
of Qxh7 checkmate. Black can stop the check-
mate by advancing the h-pawn, but that addi-
tional Kingside weakness will leave white with
an enormous edge and an easy way to con-
tinue the attack with g5xheé.

CONTINUED ON NEXT PAGE




The English

Attack (continued)

ANOTHER WAY

Here is a position that might have occurred
had black retreated the Nf6-e8 rather than
play Nf6-h5. Note that white has advanced
the h2-pawn to h5. The h-pawn was needed
on h2 in the event that white had to play Nc3-
e2-g3. Here, the black Knight is on €8 rather
than h5. White has therefore rushed the
h-pawn to h5, where it can support the addi-
tional pawn advance, g5-g6.

White's strategy is becoming clear. Black will
not be able to use the f7-pawn to capture on
g6 because the f7-pawn is required to defend
against the threat Nd4xe6 forking the Qd8
and the Rf8. Black can prevent the advance
of the white g-pawn by playing g7-g6, but that
move would weaken the f6 and h6 squares
and permit white to open the h-file for its
Rook and Queen with h5xg6. In both of these
English attack examples, white opens up the
h-file for an attack from the heavy pieces,

the Rooks and the Queen.

L TIP

What to Expect in a Tournament

When playing in a tournament, come prepared. Be sure
to bring a chessboard, a chess set, and a chess clock

to the events, although there are usually extras if you
forget. If you need to buy equipment, the U.S. Chess
Federation is a good source for the standard equipment
used at most tournaments.

Chess clocks are used to allocate time fairly. Chess clocks
are actually two timers in one. When you make a move,
your clock stops ticking and your opponent'’s clock starts
up. In national events, players typically must make 40
moves in 2 hours or 30 moves in 90 minutes. In local
clubs, faster time limits are the norm. Often, each player
gets 30 or 60 minutes for the whole game.

If you fail to make the required number of moves in the time allotted, you lose. Most of the time,
however, players become nervous about the clock and speed up their play. The best advice is to
play patiently and slowly. A bad move brought on by concern about the clock could permanently
spoil your game.




Common Knight
. chapterl4

Sacrifices

In the opening, when you employ a gambit to sacrifice a pawn, you might expect in return to control
an open file or gain an active square or two for your pieces. When you sacrifice a Knight, a Bishop,
or more, you usually can expect much more compensation. In this section, two Knight sacrifices
lead either to material gain or to the gain of significant positional advantages. As you observe these
positions, consider how much fun it must be to offer the material, knowing the reward that may
await you.

[ he Fied iver Attac |

In addition to having an amusing name, this
opening variation provides a quick attack that
many players enjoy. The moves 1.e2-e4 e7-e5,
2.Ng1-f3 Nb8-c6, and 3.Bf1-c4 Ng8-f6 are the
starting position of what's called the Two
Knights' Defense. This position, although only
three moves into the game, permits white to
try the interesting Nf3-g5 move. The Knight
move breaks an important principle of moving
a piece twice so early in the game, but it carries
the powerful threat of Ng5xf7. To prevent the
threat, black usually plays d7-d5, blocking

the Bc4's attack on the f7-square.

White continues by capturing on d5 with the
e4-pawn. Experienced players know that
black’s best response in this position would
be to play Nc6-a5, threatening the white Bc4.
Instead, black responds with the obvious
recapture, Nféxd5.

CONTINUED ON NEXT PAGE
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Sacrifices (continued)

Here is the critical position. For the moment,
white has only one attack on the black Nd5
with Bc4, and black has a single defender—
Qd8. The Fried Liver Attack begins now with
the surprising move Ng5xf7, forking the Qd8
and the Rh8. To prevent the capture of the
Queen or the Rook, black must recapture the
Knight with Ke8xf7.

Why would white give up a Knight in this
manner? In this case, because white is able to
develop very quickly and force the black King
into the middle of the board. First, white is
able now to play Qd1-f3 check. The Queen
move develops the Queen powerfully to f3
where, in addition to the check, it adds a sec-
ond attack on the black Nd5. To defend the
Nd5, black must bring the King farther into
the center with Kf7-e6. As you might imagine,
few players enjoy having their King exposed
so early in the game.
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White now has two attacks on the black Nd5,
while black has two defenders, the Qd8 and
the Ke6. Rather than capture the Nd5, white
increases the pressure on the pinned Nd5

by developing the other Knight with Nb1-c3.
Now facing three attacks on it's d5-Knight,
black plays Nc6-b4, using the Nb4 to provide
a third defense and simultaneously to
threaten Nb4xc2 check, forking the white Ke1
and the Ral.

White now has two interesting options: play
Qf3-e4, defending the c2-pawn, or threaten
to develop quickly with a2-a3. White plays the
amazing a2-a3, attacking the black Nb4 and
forcing it to carry out its threat of capturing

on c2.

CONTINUED ON NEXT PAGE
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Sacrifices (continued)

Having already sacrificed a Knight, white sacri-
fices an additional Rook. But consider that the
Ra1l has not yet moved, while black’s Knight
on c2 will have moved four times if it proceeds
with Nc2xaT. In this position, white's King, in
check, moves to d1 to force the Nc2 to move
and to open the el-square for Rh1-e1. With
the Knight under attack, black naturally cap-
tures the Ral.

White is down considerable material, but note
that white now has three attacks on the black
Nd5 while black has only two defenders. In
compensation for the sacrifice of a Knight and
a Rook, white is now able to capture the Nd5
and continue to attack with moves like Rh1-
el and d2-d4.

Are the sacrifices correct? That question has
haunted chess players for more than 400
years. Many books have been written on this
subject, and still the answer is not yet clear.
What is clear is that this type of sacrificial play
is very exciting and a joy to play. By all means
try to prove the soundness of the sacrifice. Or
join the many players who are convinced that
the Fried Liver is unsound. Either way, you will
have become yet another chess player with
an opinion about this exciting line.
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Another Knight Sacrifice on {7 /

In the Caro-Kann Defense, after the moves
1.e2-e4 c7-c6, 2.d2-d4 d7-d5, 3.Nb1-d2
d5xe4, 4.Nd2xe4 Nb8-d7, 5.Bf1-c4 Ng8-f6,
6.Ne4-g5 e7-e6, 7.Qd1-e2 Bf8-e7, we reach
this position. White's Ng5, Bc4, and Qe2 are
all aiming at the e6-square. If it were black’s
move, black would likely castle, moving the
King to safety. For the moment, however,

the King is the only black piece defending the
key f7-pawn, and white has an opportunity
to expose the King to a terrific attack. White
begins with the Knight sacrifice Ng5xf7. Faced
with the Knight fork of the Qd8 and the Rh8,
black recaptures with Ke8xf7.

The white Qe2 and Bc4 are now combining to
attack the e6-pawn, which black is defended
only with the Kf7. White continues with the
powerful Qe2xe6 check. The black King dare
not retreat to f8 to face a Qe6-f7 checkmate.
Black therefore moves the King forward to gé.

CONTINUED ON NEXT PAGE
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Sacrifices (continued)

Black is clearly in trouble. There are several
excellent moves here. The most efficient is

Bc4-d3 check. Black's only legal response is
Kg6-h5.

The end comes very quickly with Qe6-h3
checkmate. Note how well the two white
Bishops control the black King's many possi-
ble escape squares.




Bisho
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Bishop sacrifices, like Knight sacrifices, should lead either to a significant attack or later material
gain. For example, the Greco sacrifice of the Bishop on h7 leads to a complex position in which
white delivers checkmate in every line. The complications can be difficult to calculate, but I hope
you will begin to recognize positions in which the sacrifice could work.

The Greco Bishop Sacrifice /

White begins straight away with Bd3xh7. Black
is not required to recapture the Bh7, but
avoiding the recapture simply permits white
to win the h7-pawn. Few players will decline
the offer. If black were to play Kg8-h8, white
would simply continue with Nf3-g5 and then
Qd1-h5 for a powerful attack.

Black opted to recapture with Kg8xh7; white
has given up a Bishop. In compensation for
the material, the black King is now exposed.
White's plan is to play Nf3-g5 and, if the black
King retreats, follow up with Qd1-h5 and then
the Qh5-h7 checkmate.

CONTINUED ON NEXT PAGE




Bishop Sacrifices

(continued)

GRECO’S SACRIFICE IN ACTION

Many of these sacrifices work because one
side has far better development than the
other. This is certainly true here. White has
successfully advanced the e-pawn to e5,
attacking black’s Nf6, which has retreated to
d7. As a result, the black Knight is no longer
on f6, where it can defend the Kingside,
notably the h7-square.

White begins by playing with Bd3xh7 check.
Only the King can recapture. Black is not
required to recapture, but moving the King
to h8 would lose the h7-pawn with no com-
pensation and only invite additional moves
like Nf3-g5 and Qd1-h5 for a powerful attack.
Black therefore captures the Bishop with
Kg8xh7.

Having sacrificed the Bishop, white should
play aggressively, not permitting black time

to safeguard the King. White therefore con-
tinues with Nf3-g5 check. Black dare not cap-
ture the Ng5 with the Qd8 because the white
Bc1 defends the Knight. Black therefore must
move the King. Black rejects the move Kh7-h8
because white would win quickly with Qd1-h5
check followed by Qh5-h7 checkmate.




Attacking Themes and Common Sacrifices chapterl4

First Variation: Kh7-g8

Here, after the retreat of the black King to g8,
white continues the attack with Qd1-h5, with
the important threat of Qh5-h7 checkmate.
Fortunately for black, the Queen'’s arrival on
h5 is not check. To delay the checkmate, black
plays Rf8-e8 to give the black King an escape
to f8.

a

By moving off the f8-square, the black Rook
no longer defends the f7-pawn. White, with
two attacks on the f7-pawn, plays Qh5xf7
check, which forces the black King to retreat
to ha.

CONTINUED ON NEXT PAGE




Bishop Sacrifices

(continued)

In this position, see if you can find the check-
mate in four moves. The solution? The game
ends quickly after the following forced
sequence:

Qf7-h5+ Khs-g8
Qh5-h7+ Kg8-f8
Qh7-h8+ Kfg-e7
Qh8xg7 checkmate

Second Variation: Kh7-hé6

Now, let's see what happens if black opts to
retreat the King from its check on h7 to the
h6-square. The move by the black King does
prevent white from moving the Queen to h5,
but the Kh6 is suddenly on the c1-h6 diago-
nal. Any movement now by the Ng5 will be
a powerful discovered check. The best of
those moves is probably Ng5xe6, revealing
the check from the Bishop and attacking
both the black Qd8 and the Rf8. No matter
what black’s response, white will be able

to win the black Queen—clearly wonderful
compensation for the sacrificed Bishop.
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Third Variation: Kh7-gé6

Finally, what if black moved Kh7-g6? In this
position, the black King is dangerously
exposed, but it does prevent white from play-
ing Qd1-h5. White has two other strong ideas.
White could play Qd1-g4, threatening discov-
ered checks like Ng5xe6. Or white could play
what may be an even more powerful move,
h2-h4. The pawn advance would provide
additional support for the Knight and threaten
the h4-h5 check. The King would then have to
move to the dangerous h6-square when dis-
covered checks from an Ng5-move again
become possible.

Bishop Sacrifices on hé I

As you can see, black has weakened the
Kingside by advancing the h-pawn to hé. If
you have a lead in development, you might
want to consider the following Bishop sacri-
fice. White begins by playing Be3xh6. Not
wanting to lose the h6-pawn for no reason,
black recaptures with g7xhé.

CONTINUED ON NEXT PAGE




Bishop Sacrifices

(continued)

White has given up the Bishop but, as you
can see, the black Kingside has been broken
up as a result. Here, white can continue with
Qd2xh6, with the immediate threat of Qh6-h7
checkmate and, if necessary, Nf3-g5 with the
threat of Qh6-h7 mate.

THE BXH6 SACRIFICE IN ACTION

White will begin in this position with the
Bishop sacrifice on h6. You can see that the
Queen will be able to follow up with Qd2xhé.
The Bc2 will clearly play an important role in
supporting the threat of checkmate on h7.
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This is the position after the Bishop sacrifice
on h6 and black’s recapture with g7xh6. The
black h6-pawn is now isolated and weak.
White will continue the attack with Qd2xh6,
threatening Qh6-h7 checkmate. To stop the
mate, black plays the move f7-f5, blocking the
Bc2's support for the mate and providing

the f7-escape square for the King.

The advance of the black f-pawn has left the
g6-square open for the white Queen. White
plays Qh6-g6 check, forcing the black King
to h8.

CONTINUED ON NEXT PAGE
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Bishop Sacrifices

(continued)

The black King can’t move now. To end the
game, white only needs to deliver check from
a piece other than the Queen. White sees that
the Re1 can now move to e3 and then slide
to the h-file on h3, delivering the final blow.
With the Kingside in shambles and poor
development, black has no way to prevent the
checkmate from occurring.

A Bishop Sacrifice on 7 /

It is readily apparent that white has good
control over the center in this position. The
two center pawns are unopposed, and white’s
Nf3 and Bc4 are already actively placed. By
contrast, black has fianchettoed the Bg7 and
developed the Queen’s Knight to d7. Black’s
last move, Nb8-d7, probably should have
been Ng8-f6 to develop the Knight toward
the center and to prepare for castling.

White can now take advantage of black’s lack
of development by playing the impressive
Bc4xf7 check. Black can decline this Bishop
sacrifice offer with Ke8-f8, but white would
then simply be ahead a pawn with a nice
attack brewing with moves such as Nf3-g5
and Qd1-f3. Black therefore accepts the sacri-
fice with Ke8xf7.
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White is down material in this position, but
there is significant compensation. Black’s King
is exposed to attack, and white has the devel-
opment to take advantage of black’s weak-
nesses. White plays Nf3-g5 check. In response,
the black King has three choices. Retreating to
e8 or f8 loses the Queen immediately after
Ng5-e6! Black therefore decides to play it's
only other option, Kf7-f6.

Note that the black King can’t move now.
White therefore plays Qd1-f3 checkmate.




Exchange

Sacrifices

An exchange sacrifice, or “the sacrifice of the exchange,” occurs when one player exchanges a Rook
for a “minor piece,” either a Knight or a Bishop. This section introduces two common exchange
sacrifices, one for white and one for black. The themes should be familiar to you. As compensation
for the lost material, the player giving up the Rook for the minor piece gains open files against the
opponent’s King and active squares for the remaining pieces.

An Exchange Sacrifice on h5 I

In the Dragon variation, to break through to
the King, white often must sacrifice a Rook for
a Knight. For example, in this position, white
would like to checkmate quickly with Qhéxh7,
but the black Nf6 is defending the h7-square.
White therefore begins by advancing the g4-
pawn to g5, kicking the Nf6. The Knight must
move or be captured. Black therefore plays
Nfé-h5, blocking the h-file and continuing to
prevent white from checkmating on h7.

To break through to the King, white continues
the attack with an exchange sacrifice, Rh1xh5.
Obviously, the move offers the Rh1 for the
Nh5, but it succeeds in breaking up the black
Kingside and setting up the final checkmate.
Faced with the threat of Qh6xh7 and needing
compensation for the loss of the Knight, black
recaptures with géxh5.
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With the g6-pawn gone, white is now able
to continue the attack with g5-g6. The pawn
move permits white to threaten Qh6xh7
checkmate. Black could defend against

the checkmate by sacrificing the Rf8 on {7,
but after g6xf7 check, white would have a
significant material advantage. Instead, black
captures the pawn on g6 with h7xg6.

The end is near. Having broken though, white
continues with Qh6xg6 check, which forces
the black King into the corner.

CONTINUED ON NEXT PAGE
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Exchange Sacrifices

(continued)

There are many ways for white to finish the
game quickly. The most accurate is the move
Rd1-g1, with the threats of Qg6-g7 check-
mate, as well as Qg6-h6 checkmate and even
Qg6xh5 checkmate. To delay the checkmates,
black could sacrifice the Qa5 on a2, but most
players with the black pieces would probably
resign after Rd1-g1.

An Exchange Sacrifice on c3 I

Not all sacrifices and victories in the Dragon
variation are played by white. Here is a typical
exchange sacrifice that will help the player
with the black pieces gain a victory or two.

In this position, white has begun an attack
on the black Kingside with h2-h4-h5 and
with Be3-h6. Black has responded by posting
the Queen aggressively on a5 and by dou-
bling the Rooks on the c-file. Note that black
would like to play Qa5xa2, but the white

Nc3 is defending the a-pawn. Black therefore
begins with Rc7xc3, an exchange sacrifice that
removes a key defender. White could ignore
the capture with a move like Bhéxg7, but
white decides instead to accept the exchange
sacrifice with b2xc3.
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As you can see, the sacrifice of the exchange
has resulted in severe damage to the pawns
around the white King. The c-pawns are dou-
bled. Black has two attacks on the c3-pawn,
which is defended only by the white Queen.
Rather than capture the c3-pawn, black
decides instead to play Qa5xa2 with the pow-
erful threat Qa2-a1 checkmate. In an effort to
guard the al-square and prevent the immedi-
ate checkmate, white responds with Nd4-b3.

Black would like to continue with Rc8xc3, but
the white Queen on d2 is guarding the ¢3-
pawn. Black therefore plays Bg7xh6, attacking
the Qd2 and forcing white to respond with
Qd2xh6, a move that white usually likes to
play, but here it removes the Queen from its
role in defending the Queenside pawns.

CONTINUED ON NEXT PAGE




Exchange Sacrifices

(continued)

With the white Queen now on h6, black can
continue the attack with Rc8xc3, a capture
that carries the threat of Rc3xc2 checkmate

as well as Qa2xc2 checkmate. Seeing that
after Rd1-d2, black could simply play Qa2xb3
(taking advantage of the fact that Rc3 pins the
white c2-pawn), white responds instead with
Nb3-d4, using the Nd4 to defend the c2-pawn.

Already with firm control over the white
Queenside, black now offers a Knight sacrifice
with Ne5-g4, attacking the white Queen. With
no good retreats for the white Queen (Qh6-
g5 meets Rc3-c5, Qh6-f4 meets e7-e5, and
Qh6-d2 meets Qa2-al checkmate), white
captures the black Knight with f3xg4.
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Black now plays Nf6xe4, capturing a central
white pawn but, more important, taking
control over the key d2-square that the white
King needs for its escape. White is now help-
less. The white Queen can sacrifice itself to
delay checkmate, but the threat of Qa2-al

is simply too difficult to stop. If Nd4-b3, for
example, black would immediately end the
game with Qa2xc2 checkmate.

[FAQ

Are there different types of chess tournaments?

Yes. The most common type of chess tournament in the United States is the
Swiss tourney or Swiss system. In these tournaments, players who win are paired
against other winners. And so, the final round often consists of two undefeated
players competing for first place. If you lose several games in a Swiss system,
your next pairing is likely to get easier. By using a Swiss system, tournaments
need only four to six rounds and can take place within a two-day weekend.

Major championships tend to be round-robins, in which each player plays every
other player in the field. Such events tend to take place over a week or longer.




An Introduction
to Endgames

If both sides have played with reasonable care, the result at the end

of the game is often what appears at first to be a very simple position.
There are just one or two pieces on the board and perhaps just a hand-
ful of pawns. As you will see in this chapter, it is possible to gain victory
with just a small advantage. You will learn how to win with an extra
pawn, and hopefully, how to draw if you are down a pawn.

The strategies in this chapter are relatively straightforward, but they
form a solid foundation for your middlegame strategy. Perhaps you will
be able to exchange pieces to reach a position similar to one in this
chapter. Transitions to favorable endgames are at the heart of a master’s
strategy. Many beginning players prefer to spend their time learning
opening variations. Strong players often begin at the end, mastering the
subtleties of these endgames in the expectation that their opponents
will not know what to do in this phase of the game.

No one will expect that you will study endgames for years, but hav-
ing knowledge of the positions in this chapter will help you to play your
endgames with much more confidence. Throughout this chapter, you'll
also find helpful sidebars highlighting basic endgame principles that
you need to keep in mind as you play and learn.
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King and pawn endgames seem simple
but can be quite complex. This section
will focus on several key positions that
you are likely to experience. Some
involve offense, trying to Queen a
single remaining pawn. Others involve
defense, trying to prevent your oppo-
nent from promoting a pawn to a
Queen. Mastery of these simple posi-
tions will greatly aid your game.

THE MAGIC POSITION

This first position is worth remembering because, no matter whose move
it is, white will successfully be able to promote the pawn. As you can see,
the white King is in front of the pawn. That's the key! In this position, if

it is black’s move, the black King must move to either d8 or to 8. Either
way, the poor King must leave the square on which the white pawn will
be promoted. White will then be able to move the King forward to gain
control over the Queening square.

In this position, after just one move, the situation has become completely
clear. White has complete control over the key e8-square as well as the e6
and e7 squares through which the white pawn will now travel. White will
successfully promote the pawn into a Queen and then proceed with a
King and Queen to deliver the checkmate we reviewed in Chapter 12,
“Elementary Checkmates.”
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That was easy, but what if white has to move first from the Magic position.
It’'s still a win for white. From this same position, white begins by sliding
the King to d6 or f6, making way to push the pawn forward. Whichever
direction the white King selects, black will move in the same direction,
attempting to prevent the white King from moving forward and capturing
easy control over the e8-Queening square.

Having made room for the advance of the pawn, white pushes it forward.
Black has no choice but to defend the Queening square by occupying it.

Now, white again pushes the e6-pawn to e7. Note the key principle. The
pawn advances WITHOUT giving check to the black King. The King has
only one legal move, Ke8-f7.

CONTINUED ON NEXT PAGE




White has a choice, but only one correct move. Queening the pawn would
be a significant error because the black Kf7 would simply capture it! The
key move is to patiently move the white King to d7 where it controls the
Queening square and prepares the successful advance of the pawn to e8.

HOW TO STOP THE PAWN?

Here, with black on the defense, black must simply prevent the white
King from moving in front of its pawn. Black therefore moves Ke7-d7,
placing itself opposite the white King. Chess players call this “taking the
opposition.”

White now advances the pawn with e6 check. The black King, whenever it
can, should occupy the square directly in front of the pawn.
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White can’t move the pawn because the black King is blocking its path.
Therefore, white must move the King. With Kd5-e5, white defends its
pawn. Whenever the black King must move from the square in front of
the pawn, it needs to move directly backwards.

Here's the key. If white advances the King to either d6 or f6, black must
take the opposition. On Ke5-d6, black must play King to d8. If instead,
white plays Ke5-f6, black must move its King to f8.

Now, when white advances the pawn to €7, it is with a check. The black
King moves to block the advance of the pawn with Kd8-e8.

CONTINUED ON NEXT PAGE




In this final position, white has a terrible choice. Kd6-e6 is a stalemate, a
draw, and all other moves permit black to capture the pawn.

THE RULE OF THE SQUARE

To make it simpler to calculate long sequences, chess players have intro-
duced a counting tool called “the Rule of the Square”

In this position, the white pawn is moving toward the h8-Queening square.
You can see that the white h-pawn needs just three more moves to reach
the h8-Queening square, while the black King needs four moves to reach h8.
To make it simpler to see if the King can capture the pawn, imagine that
the white pawn forms a four by four square. The highlighted area forms a
square in which each length is the distance that the pawn must travel in
order to become a Queen. The key principle is that the defending black
King must be able to enter that highlighted area in order to be able to
capture the pawn successfully. With black to move, the black King easily
moves into the highlighted region by playing Kd4-e5.

If, however, it were white’s move, h5-h6 would reduce the size of the
highlighted area, and the black King would not be able to reach it in time.

Exceptions to the Rule

Most rules have exceptions. Here are two special cases. This is the same
diagram as above, but with the addition of a black pawn on f6. The black
King can enter the square of the white pawn but will not be able to do so
again as the white pawn advances. The reason, of course, is that the black
pawn on f6 is blocking the black King's path toward the h8-Queening
square.

-
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Here is a second exception. It certainly appears at first glance that the
black King will be able to reach the white pawn. The square is larger, and
after white moves h2-h3, the black King would indeed be able to reach
the pawn in time. However, white can begin with h2-h4! Suddenly, by
moving ahead two squares, the black King will be unable to reach the
pawn.

THE POWER OF THE OPPOSITION

You have already seen that using the opposition can help you to draw
against a King and a pawn. The opposition can also help you to win. In
this position, white could try to advance the h-pawn quickly, but after h2-
h4 black would be able to enter the square of the pawn with Kd3-e4 and
eventually capture it.

Rather than advance the h-pawn directly, white should instead take the
opposition with Kc5-d5, blocking the black King's access to the e4-square.
Black will therefore continue with Kd3-e3 in an effort to reach the white
h-pawn.

White could now advance the h-pawn with h2-h4, but again the black
King would be able to enter the square of the pawn after Ke3-f4. Showing
off the power of the opposition, white again continues with Kd5-e5 and
black continues to move toward the pawn with Ke3-f3.
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The opposition pays off this time with Ke5-f5 because the black King
cannot move to the g3-square. Black therefore tries to reach the h2-pawn
with Kf3-g2, an act of some desperation.

The finale is now clear. White simply plays h2-h4 and the black King will
not be able to capture it. The h-pawn will race unimpeded down the
board and promote on the h8-Queening square.

SELF-SUPPORTING PAWNS

Late in the game, the pawns are often capable of defending themselves
from capture. In this position for example, the King can capture the white
pawn on d4, but the capture would bring the King outside the square of
the c¢5-pawn. These pawns are therefore said to be “self-supporting.”
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It might surprise you, but these two pawns are also self-supporting. Black
can move the King in an attempt to capture one of them, but white will
respond simply by advancing the other pawn. For example, black might
play the move Kd6-e5, attacking the white e4-pawn. White would
respond with c4-c5.

It is clear that black dare not capture the e4-pawn here because that
capture would bring the King outside the square of the c5-pawn. White
would simply advance the c5-pawn to c6 and soon thereafter promote
the c-pawn to a Queen.

Basic Endgame Principle #1: Stay Active

The most important end game principle is to stay
active. Often, in response to threats, beginners tend
to defend against those threats rather than to counter-
attack with threats of their own. Stay active, and think
about responding with a threat of your own.




Endgames that involve only Rooks

and pawns are the most common type
of endgames between strong players.
These endgames are quite challenging,
but having a firm understanding of the
three main positions here will help you
to survive the complexities. Remember,
keep your Rooks active, even if doing
so requires that you consider giving

up a pawn. The player with the most
active Rook and King will almost
always win these endgames.

TWO CONNECTED PASSED PAWNS VS. A ROOK

This first position illustrates that two connected passed pawns on the 6th
rank are more powerful than a Rook. Even with black to move, there’s
simply no way to prevent at least one of the pawns from successfully
promoting to a Queen. Black’s best hope might be to attack one of the
pawns from the rear, but white will respond by advancing the pawn that

is not attacked.

Black could now capture the c6-pawn, but white would successfully pro-
mote the other pawn. Instead, white could move the Rook behind the
more advanced d-pawn. Of course, white would respond by advancing

the c-pawn.
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It's clear in this position that one of the pawns will Queen. The back Rook
can capture the d-pawn, but there’s simply no way for the Rook to cap-
ture both pawns.

THE SECRET TO REACHING A DRAW

In the section on King and pawn endgames, you learned that to win, the
winning side needs to place its King in front of its advancing pawn. The
same holds true here. In this position, white is threatening to play Ke5-e6.
Black could try to check the white King with Ra2-e2, but the white King
could escape check by moving in front of the pawn on d6. Similarly, after
Ke5-e6, black could check the King with Ra2-a6. But white would simply
advance the pawn to d6, with the terrible threat of Rb1-b8 checkmate!

With black to move, in order to draw, black must play Ra2-a6 to prevent
the white King from moving in front of its pawn. White can move the
Rook around for a while, but so long as black’s Rook maintains control
over the 6th rank, the white King will not be able to move in front of its
pawn. To make progress, white will therefore have to advance the d5-
pawn to dé.

As soon as white advances the d-pawn, black must move the Rook back
as far as safely possible to the 1st or 2nd rank, in this case, back to a2.
White can play Ke5-e6, threatening checkmate with Rb1-b8, but black will
be able to draw.
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Although the threat of checkmate with Rb1-b8 is in the air, black has a
simple draw. Rather than Ra2-a8 to defend the checkmate, black decides
to check the white King with Ra2-e2. Note that, with the pawn on d6,
there’s simply no place for white to escape a never ending series of
checks. If white decides to approach the black Rook with the King, black
will be able to approach and then capture the d6-pawn with Ke8-d7.

WINNING WITH THE EXTRA PAWN

The major difference between this position and the last is that the white
King already controls the Queening square on e8. Note, however, that the
white King cannot legally move off to one side and then Queen the pawn.
For the moment at least, the white King cannot move because the black
King defends d8 and d7, and the black Rook defends f8 and f7.

In order to win, white must drive back the black King and then find a
clever way to shield the white King from attacks by the black Rook. White
begins by playing Rh2-c2 check, forcing the black King to retreat to the
b-file.

In order to construct a shield of protection for the white King, white plays
the impressive move Rc2-c4. The purpose of this Rook move might not be
immediately apparent. | recommend that you review this small section at
least twice in order to understand the importance of this move. The Rc4
will, after several more moves, help to erect a shield in the center with
the white King on e5 and the Rook protecting against checks on the
e4-square. Chess players call this “building a bridge.” Black responds to
white’s Rc2-c4 by moving its King to b6, hoping to advance to b5 to attack
the c4-Rook.

-
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White is now ready to try to promote the e-pawn by playing Ke8-d7. As
you can see, after the King leaves the e8-Queening square, white threat-
ens to promote the e-pawn to a Queen. Black must therefore check the

King with the Rook (Rf1-d1) in an effort to delay or prevent the pawn pro-
motion.

There is no point in returning the King to the e8-square. Rather, white
plays Kd7-e6, again threatening to promote the e-pawn. Black continues
to check the white King with Rd1-e1 check.

White must be careful here. Ke6-d5, for example, would permit black sim-
ply to capture the e-pawn. White therefore prepares the construction of
the shield more patiently, first with Ke6-d6. Again, black continues to
check the white King by playing Re1-d1 check.
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Now, with no direct threat to the e7-pawn, white simply plays Kd6-e5,
again with the threat of promoting the e7-pawn. Black must again deliver
check with the Rook, this time from el.

White's strategy has finally paid off. In this position, white simply blocks
the check from the black Rook by playing Rc4-e4, the culmination of
white’s strategy. Black has no chances in the final position because there
are no further delaying checks. Black might exchange Rooks, but the
white pawn will now Queen successfully.

TIP |

|

Basic Endgame Principle #2: Think Ahead

Beginners tend to think about each move only as it
occurs rather than thinking strategically. To succeed
in chess, you should think three moves ahead—try
to envision your future moves, as well as your
opponent’s likely responses.
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In simple endgames that involve only a single
Bishop with an outside passed pawn, the key

is often whether the Bishop can control the
Queening square. In endgames that involve
Bishops on both sides, you should be concerned
with whether the Bishops are of the same or of
opposite color. Endgames that involve Bishops
of the same color usually have one good and one
bad Bishop. As you might expect, a good Bishop
will usually help you to win the game. When the
Bishops are of opposite color—one dark-squared
and one light-squared—games are often drawn.

WHEN THE BISHOP CAN CONTROL
THE QUEENING SQUARE

This first Bishop endgame is a very simple win because white's dark-
squared Bishop is able to control the h8-Queening square. White begins
by advancing the h6-pawn to h7, giving check to the black King. Black
could retreat to f8, permitting the pawn to Queen, but black prefers to
play Kg8-h8 to block the pawn.

Note: A Rook pawn is defined as a pawn on either the a- or h-file. It's called a
Rook pawn because Rooks start on the a- and h-files at the beginning of the
game.

As you can see, now the black King cannot move. All white needs to do is
check. Bg5-f6 is a very quick checkmate, all made possible by the fact that
white's dark-squared Bishop is able to control the dark h8-Queening
square.
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WHEN THE BISHOP CANNOT CONTROL
THE QUEENING SQUARE

It surprises many beginners, but even with a Bishop and pawn, white
cannot win here. Unlike the last position, the light-squared Bishop on g4
will not be able to control the dark h8-Queening square. White again
begins by pushing the h6-pawn to h7, and black gladly responds with
Kg8-h8.

Here, the black King cannot move, but there is no way for white to deliver
the final checkmate. On any Bishop move, the game will end in a stale-
mate. White could retreat the King, but black would then capture the
pawn. Unfortunately for white here, a King and Bishop is an insufficient
force to deliver checkmate.

A DRAW

In this situation, the remaining Bishops on the board each travel on differ-
ent colored squares. Black’s Bishop can move only on the light squares.
White's Bishop can travel only on the dark squares. As such, the two
Bishops will never be able to attack each other.

Endgames that involve Bishops of opposite color are so drawish (or likely
to end a draw) that even with an advantage of two and sometimes even
three pawns, they simply cannot be won. As you can see in this position,
white is ahead in material by two pawns. However, black has assembled a
firm blockade on the light squares with the Bd5 and the Ke6. White, with
its dark-squared Bishop, simply cannot force the black King or the black
Bishop to move off and permit the white pawns to advance. Indeed, black
can simply move the Bishop back and forth between any safe light square
and the d5-square. Unable to make any progress, white should offer a draw.

-
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NOT ALL OPPOSITE-COLORED ENDGAMES
ARE DRAWISH

In endgames with Bishops of opposite color, it is much easier to win
when the two pawns are separated by several files because the defending
side cannot easily blockade both pawns. In this position, black is blockad-
ing the white c6-pawn with the King, but that leaves only the Bg7 to pre-
vent white from advancing and promoting the g4-pawn.

White's strategy is simple. Force the black King to commit to stopping
one of the pawns and then use the white King to assist the advance of
the other pawn. Here, white begins with Ke4-f5, moving toward the
g6-square. Black dare not move the King too far away from the c6-pawn.
Therefore, black decides to move the Bishop along the long a1-h8 diago-
nal to b2.

White continues with g4-g5 to bring the pawn closer to the Queening
square. By later bringing the white King to either 7 or h7, the King will
be able to guide the g-pawn all the way toward the g8-Queening square.
Black again moves the Bishop along the long diagonal, this time to d4.

White now plays Kf5-e6, cutting off the black King's access to d6 and with
the idea of Ke6-f7, guiding in the g-pawn toward the g8-square. Black,
without any good play, moves the Bishop to e3 to attack the g5-pawn.
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The end is near. White reacts to the threat of Be3xg5 by advancing the
pawn to g6. The rest is easy. White will continue with Ke6-f7 and then
guide the g-pawn to g7. Black will probably capture the pawn on g7 with
the Bishop, but after recapturing black’s Bishop, white will have a very easy
win. Black will only have the King left and will have to move it, unblocking
the c6-pawn and allowing it to promote to a Queen. White will move its
King over to assist the advance of the c6-pawn. Checkmate will be just a
few moves away.

TIP

Basic Endgame Principle #3: Place Your Pieces
on Active Squares

Another key principle is to consider where your pieces
are best placed. In most positions, there are strong
squares or outposts that are immune from capture by
enemy pawns, and entry squares, undefended squares
deep in your opponent’s position that permit the pieces
to become active and to remain active. Keeping your
Knights in the center, opening files for your Rooks and
Queen, and placing your Bishops on long diagonals are
all good ways to get the most action from your pieces.
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The Knight is usually not quite as
powerful as the Bishop in the endgame.
Consider, for example, that the Bishop
can control a key square from a large
distance, while the Knight can take a
few moves to reach a key square. As
you’ll learn in this section, a victory
for either side is possible when it’s
down to a Knight and a pawn.

A DRAW

In this first example, the black pawn is ready to promote on el.

Only the Knight can stop it. With black to move, the black King could
capture the Knight and then Queen the pawn. It is white's move, however,
and the Knight is able to maintain control over the Queening square.

White begins by moving the Knight to e1, blocking the advance of the
pawn. Black responds by moving its King to d2, forcing the white Knight
to move.

White has two adequate options here. First, Ne1-g2 would continue to
guard the el-square and also prevent the black King from moving to e3
and thereafter to f2 in order to drive off the Knight. The second option is
Ne1-f3 check. This move would guard the e1-square and force the black
King to move—most likely to e3 in an effort to force the Knight away from
its control over the key el-square.
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As you can see, there is simply no way to drive the Knight away. White will
respond with Nf3-e1. After some patient maneuvering, both sides are
likely to finally agree on a draw.

SOMETIMES THE PAWN CAN WIN!

When it is able to control a square through which a passed pawn must
travel, the Knight obviously has the ability to prevent the promotion of the
pawn.

However in this position, the Knight is unable to blockade the pawn. It's
white’s move. Because white must prevent black from capturing the h5-
pawn with Ng7xh5, white advances its pawn to h6 to attack the black
Knight.

There is no square that the Knight can move to that will help to prevent
the pawn from reaching h8. Black instead tries to race the King toward h8
by playing Ke8-f8, and in turn, defending the Knight.

In this key position, white would make a significant error by capturing the
black Knight. That would lead to an uninteresting draw after Kf8xg7.
Instead, white cleverly continues to advance the pawn to h7. Notice that
the pawn on h7 prevents the black King from moving to g8 where it
would be closer to the h7-pawn. The Knight is also unable to prevent the
h7-pawn from promoting to a Queen on h8.
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A KNIGHT AND ROOK PAWN WILL ALWAYS WIN

Unlike the endgame with a Bishop and pawn when the pawn does not
always promote (see pages 257-260 earlier in this chapter), the Knight
will never have a problem controlling the Queening square so the pawn
will always be able to promote to a Queen.

In this position, white needs only to be careful not to stalemate the black
King. For example, if white pushes the h6-pawn to h7, the black King will
not be in check and will not have a legal move. The result will be a stale-
mate, an unfortunate draw for white.

To win, white should begin by playing Ng5-f7 check to drive the black
King from the Queening square to g8.

The rest is quite easy. Now that white has control over the key h8-Queening
square, white pushes the pawn to h7, delivering check and forcing the
King away to f8.

The h-pawn now Queens, forcing the King to e7.
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White has a very quick mate, in part because Queens and Knights work
very well together. White proceeds by moving the new Queen from h8 to
d8, check. It's a powerful move that uses the Knight on {7 to defend the
Queen on d8 and forces the black King to e6.

White ends the game quickly with a beautiful checkmate, Qd8-d6#, again
using the Knight on f7 to support the Queen on d6. Notice how the
Knight, Queen, and King work together.

Basic Endgame Principle #4: Activate Your King

In the opening and in the middlegame, it is a good strategy to safeguard the
King, often by moving it into the corner. This isn't so in the endgame. In the final
phase of the game, the King becomes a powerful piece. After the Queens have
been exchanged and there is no danger of a checkmate, it is often a good idea
to begin moving your King forward or toward key sectors of the board. Perhaps
the King will prevent an enemy piece from gaining control over a key outpost or
entry square. Or perhaps the King will help to guide a passed pawn toward the
Queening square. Either way, you are more likely to win in the endgame if your
King is more active than your opponent’s King.
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Queen endgames are less common than
Rook endgames. When they occur,
they are even more challenging. The
reason, of course, is that the Queen is
an extremely powerful piece, and the
player with the Queen will have many
options to consider. A few simple
examples in this section can help you
to cope with these complexities.

QUEEN AGAINST A LONE ROOK PAWN

As you should expect, the Queen will almost always be able to prevent a
pawn from Queening. In this example, the black pawn is only two squares
away from the h1-Queening square, and the white King is too far away to
provide immediate help. Nonetheless, white can win very quickly.

White begins with Qa6-g6+. Black responds with Kg1-f2, with the idea of
being able to advance the pawn to h2.

There are many paths to the win here, but white decides to play Qg6-f5+
to check and, at the same time, attack the h3-pawn. The black King
responds with Kf2-g3 in an effort to prevent the Queen from moving
toward the black pawn.
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White presses on with Qf5-g5+. Black tries to prevent the white Queen
from reaching g4 by playing Kg3-f3.

White continues to make steady progress by playing Qg5-h4. It's not
check, but it does attack the undefended h-pawn. If black loses the pawn,

the resulting endgame is extremely simple. Black therefore defends the
h-pawn with Kf3-g2.

After white plays Qh4-g4+, the black King has no choice but to continue
to defend the h-pawn with Kg2-h2.
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It is white's move in this position, but white notices that, if it were black’s
move, black would have only one legal move—Kh2-h1. It's a move that
would permit white to capture the h-pawn. White therefore can make any
King move to force black to give up the h-pawn after Kh2-h1.

THE QUEEN AGAINST A MORE ADVANCED PAWN

In the previous example, the Queen was able to stop the advance of a
Rook pawn on the 6th rank all by itself. Here, the pawn is in the middle of
the board but more advanced. The Queen can succeed again, but this
time only with help from the King.

In this position, black is ready to promote the pawn on e1. The white
Queen could capture the e2-pawn, but that would lead to an immediate
draw once the black King recaptured.

Instead, white wants to bring the King on d5 closer to the pawn.
Therefore, white begins with Qe3-d3+, knowing that in order to continue
to defend the e2-pawn, the black King will have to move to e1, thus
blocking its own pawn from Queening.

Once the black King is forced to block the advance of the e-pawn, white
gains the opportunity to bring the King toward the pawn. White therefore
plays Kd5-e4. In an effort to mobilize the pawn, black moves Ke1-f2, again
threatening to promote the e-pawn.
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Once again, white attacks the King by playing Qd3-f3+. Note that on f3,
the Queen is attacking both the King and the e2-pawn. In order to con-
tinue to defend the pawn, black once again is forced to return to the
el-square, blocking the e-pawn.

Again, white takes the opportunity to advance the King, this time to the
d3-square. Black can resign now, because white will now be able to cap-
ture the e2-pawn with the Queen on the next move and deliver check-
mate soon thereafter.

NOT ALL QUEENS WILL CATCH THE PAWN

This position is a special case. The black h-pawn is on h2, only one square
away from Queening. Unfortunately for white, the white King is far off and
there is, as you will see, no way to bring the King close enough to capture
the pawn. With white to move, white could simply play Qh3-f1 check-
mate. However, with black to move, black will move Kh1-g1, black’s only
legal move.

-
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White now has a problem. Black is threatening to Queen the h-pawn. To
prevent the advance of the pawn, white plays Qh3-g3+, and black happily
moves the King back into the corner. As you can see, black is out of
moves with its King in the corner and the white Queen on g3. White can-
not move the King closer because the game would end immediately in a
stalemate.

ANOTHER EXCEPTION

It would appear again that white will be able to bring the King on a6
closer and closer to the pawn. However, black has an important move to
play. White begins by moving its King closer to the action with Ka6-b5.
Black responds by moving its King toward the corner with Kf1-g1.

In order to try to prevent black from Queening the pawn, white plays
Qf3-g3+, expecting that black will move its King back in front of the
f2-pawn. Instead, black cleverly moves the King into the h1 corner.
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White cannot capture the pawn because that position is a stalemate! Any
King move would permit black to Queen the pawn. There's simply no way
to make progress.

The Exception to the Exception

The difference in this position is that the white King is already just close
enough to enter the action. White begins with Qh3-g3+. Hoping for a
stalemate, black responds with Kg1-h1.

Rather than bring the King up closer, white releases the black King out of
the corner with Qg3-f3+. The King is forced to return to the g1 square.
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White could easily repeat the position with Qf3-g3+, but white has the
surprising Kd4-e3. Black could delay the game a bit by promoting the
pawn to a Knight. (I will leave it to you to see if you can force the check-

mate quickly in that position.) Here, black prefers to promote the pawn to
a Queen.

The game ends beautifully with Qf3-f2 checkmate. The new Queen blocks
the King's retreat back into the corner! As you can see, a Knight on h1
would have prevented this checkmate by guarding the f2-square.




Glossary of Chess Terms

# Check notation.

+ Checkmate notation.

++ Double checkmate notation.

? Bad move notation.

7?2  Very bad move notation.

algebraic notation A method for recording chess moves that uses the letters a—h to describe the
board's ranks and the numbers 1-8 to describe the board’s files. The letters K, Q, R, B, N describe each

of the pieces. The notation Ng1-f3 describes the movement of the Knight from g1 to f3.

attack An aggressive move or set of moves aimed at winning material or delivering checkmate to the
enemy King.

back rank mate A Rook or Queen checks the enemy King along the back rank, and the King's
escape is blocked by its own pawn.

bad Bishop A Bishop with limited mobility due to its own pawns being fixed on its color.

capture A capture is the movement of a piece onto the square occupied by an enemy piece. That
enemy piece is immediately removed from the board.

castling The only move in chess that moves two pieces, the King and Rook, at the same time. The
King moves two squares toward the Rook. The Rook is then moved to the other side of the King. To

castle, the King and Rook must not have previously moved. You cannot castle out of, through, or into
check.

center The squares d4, e4, d5, and e5 comprise the center. The squares immediately surrounding
these four squares are sometimes included in the definition. In the opening phase of the game, both
players often fight for control over these key squares.

check A check is a move that attacks a King. On the very next move, the King must end the attack,
either by moving to a safe square, capturing the attacking piece, or by blocking the attack. Note that
you are not required to say “check”




checkmate The end of a chess game occurs when there is an attack on a King (a check) from which
there is no escape. Note that the King is not actually removed from the board.

correspondence chess A form of chess in which two players compete through the mail. Today,
e-mail chess is becoming as or more popular than postal chess—the sending of post cards that contain
chess moves.

diagonals The chessboard has alternating black and white squares. The white and black squares
form diagonals that cut through the board. Some of the diagonals are longer than others. Placing a
Bishop on the longest diagonals, for example the diagonal stretching from a1 through h8, can increase
their scope.

discovered checks You move a piece, which exposes an attack from the piece behind it.

double check When moving a piece exposes a check from behind it, while the piece itself also gives
check.

draw A completed chess game that has no winner. Both players can agree to a draw at any time.
See also definition of stalemate on page 275. Other types of draws are discussed in Chapter 2, “Special
Moves.”

en passant \When a pawn moves forward two squares, a pawn on an adjacent file can capture, only
on its next move, the pawn as if it had moved forward only one square. The rule was introduced to
make sure that a pawn could not advance all the way down the board without an adjacent pawn hav-
ing an opportunity to capture it.

endgame The final phase of the game, often distinguished by a simplified amount of material.
fianchetto A pawn structure that permits a player to place a Bishop quickly on one of the board’s
long diagonals. For example, advancing a pawn from g2 to g3 permits white to continue with Bf1-g2,

fianchettoing white’s light-squared Bishop.

file The chessboard contains eight vertical columns or files. In chess, we identify each file with a dif-
ferent letter, a—h. And so, white's left-most file is the a-file; the right-most file is the h-file.

flanks Files that are on the outside edges of the board (a, b, g, or h files).

fork An attack, usually by Knight, on two enemy pieces at the same time. Forks of more than two
pieces are called family forks.




gambit A gambit is a move or an opening that offers a pawn or more in exchange for control over
the center, a file, or a key square. The most famous opening gambits are the King’s Gambit (1.e2-e4
e7-e4 2.f2-f4) and the Queen’s Gambit (1.d2-d4 d7-d5 2.c2-c4).

good Bishop A Bishop that is able to attack the opponent’s fixed pawns (pawns that are unable
to move).

illegal move A move that is in violation of the laws of chess. When discovered, the game should be
returned to the exact point that the illegal move occurred. The player who made the illegal move must
then make a legal move with the piece that was moved illegally.

Kingside The Kingside refers to the area on the side of the board on which the King began the
game. On white’s side of the board, for example, the term usually refers to the squares f1, g1, h1, 2,
g2, h2, and 3, g3, h3. The expression, attacking white’s Kingside, will usually refer to a piece- or pawn-
led attack on at least one of those squares.

Knight fork An attack by a Knight on two or more pieces at the same time.

middlegame The phase of a chess game after the opening in which both sides use their developed
pieces to contest important squares or regions of the board and begin to attack each other’s King
positions.

passed pawn A pawn that no longer must face enemy pawns as it advances toward its Queening
square.

pawn chain A group of pawns set along a diagonal. The weakest pawn is the pawn in the rear of the
chain because none of the other pawns can defend it. Most players, therefore, attack pawn chains at
the weakest point, the pawn in the rear of the chain.

perpetual check A never ending series of checks.

pin There are two types of pins. An absolute pin is an attack on a piece that cannot now move
because doing so would expose an attack on the King. A relative pin is an attack on a piece that can
legally move, but doing so would expose an attack on a powerful and more valuable piece like the
Queen.

Queening square The square on the eighth rank on which a pawn, having reached it, will promote
from a pawn to a Knight, Bishop, Rook, or Queen. Most players promote to a Queen, the most power-
ful piece. Hence the name.




Queenside The Queenside refers to the area on the side of the board on which the Queen began
the game. On white's side of the board, for example, the term usually refers to the squares a1, b1, c1,
a2, b2, c2, and a3, b3, c3. The expression, attacking white’s Queenside, will usually refer to a piece- or
pawn-led attack on at least one of those squares.

rank The chessboard contains eight horizontal rows or ranks. In chess, we identify each rank with a
different number, 1-8. And so, white’s bottom-most rank is the first rank. White’s top-most rank is the
eighth rank.

skewer An attack on a piece that results, after the retreat of the attacked piece, in the win of a more
distant piece along that same rank, file, or diagonal.

stalemate A special situation in which a player has no legal moves anywhere on the board, and the
King is not in check. The result is a draw.

United States Chess Federation The official governing body of American chess. Visit their website at
www.uschess.org.




Index

Numbers and Symbols

50-move rule, 27, 184
1001 Brilliant Ways to Checkmate (Fred Reinfeld), 140

A

absolute pin, 58
active square, 257
a-file, 5
Alapin, Semion, 125
Alekhine, Alexander
and Alekhine’s Defense, 102, 121
and Benoni, 144
Alekhine’s Defense, 102, 121-122
Anastasia’s mate, 198
attack. See also specific pieces and specific strategies
developing pieces prior to, 100-101
Dragon variation, 216-217, 236, 238
English, 218-220
in five steps to victory, 149, 150
Four Pawns, 122
Fried Liver, 221-225
King's Indian, 132-134
by Knight from center of board, 46-47
notation for, 18
securing King before, 85-86
Avant-Garde, 138

back rank checkmate, 41, 192-193

backward pawn, 71

balance, recapturing for, 19

Benoni, 144-145

Bishop(s) (B)
avoiding exchange of Knights for, 107
capture by, 13
checkmate with King, Knight, and, 184-187
checkmate with King and two, 180-183
checkmate with two, 201
described, 7
endgames with pawn and, 257-260
good vs. bad, 54
movement by, 8, 13
moving Knights before, 96-97
placement of, 9
promoting pawn to, 18, 31
relative value of, 27

Ruy, 114
value of Knight vs., 55, 59
Bishop sacrifice
on {7, 234-235
Greco's, 227-231
on he, 231-234
Bishop strategy
dominating Knights, 55
dominating Rooks, 60-61
fianchetto, 56
against good Knights, 59
good vs. bad, 54
and opposite-colored Bishops resulting in draws, 57
pins, 58
skewers, 58
black. See also specific pieces and strategies
Avant-Garde, 138
choice of, 9
Hedgehog, 136-137
notation of moves by, 102
Queening squares for, 35
Blackburne, Joseph Henry (Black Death)
and Blackburne’s mate, 201
and Scotch game, 115
Blackburne’s mate, 201
blockade
of isolated pawns, 70
of passed pawns, 77
Blockade (Aron Nimzovitsch), 148
Boden, Samuel, 199
Boden'’s mate, 199-200
books about chess, 140
Botvinnik, Mikael, 141
Bronstein, David, 140
building a bridge, 254

C

Capablanca, Jose, 120
capture. See also recapturing
by Bishops, 13, 57

en passant, 35

and 50-move rule, 27
by King, 10-11

by Knights, 15
notation for, 18

by pawns, 8, 16




by Queen, 14
by Rooks, 12
Caro, H., 120
Caro-Kann Defense
described, 120-121
as Knight sacrifice, 225-226
origin of, 120
castle. See Rook(s)
castling
described, 33
on Kingside vs. Queenside, 87
long vs. short, 87
rules of, 34
Center Game
King’s Gambit vs., 110
as poor opening for white, 113
center of board
control of, 9
described, 92
fighting for, 92-93
King in, 10
Knight attacks from, 46-47
Knight in, 46, 59
Queen in, 82
chain, pawn, 67-68, 71
chaturanga, 128
check
and castling, 34
discovered, 28-29
double, 30, 190
as goal of chess, 22
as King being under attack, 22-23
notation for, 18
perpetual, 25-26
saying, 22
checkerboard, 11
checkmate
Anastasia’s, 198
back rank, 41, 192-193
Blackburne's, 201
Boden'’s, 199-200
defined, 4
described, 23
Domiano’s, 208-211
Epaulette, 197
as goal of chess, 22

Greco’s, 196
Gueridon, 194-195
with King, Bishop, and Knight, 184-187
with King and Queen, 173-175
with King and Rook, 176-179
with King and two Bishops, 180-183
Legal’s, 212-213
Lolli’s, 202-204
notation for, 18
Pillsbury’s, 205-207
with Queen and Rook, 171
Rook, 41
smothered, 190-191
with two Queens, 168-170
with two Rooks, 172
Chernev, Irving, 140
chess (in general). See also chess tournaments
beginning game, 4
choosing color, 9
correspondence, 134
end of games, 24
goal of, 22
illegal moves in, 19
improving game, 55
on Internet, 95, 145, 152
learning about, 68
notation, 17-18
origin of, 4
pieces used in, 6
players, 4, 9
reading books about, 140
ChessBase, 187
chessboard
checkerboard same as, 11
described, 4, 5
Kingside of, 46
orientation of, 5
Queenside of, 46
setup for, 9
chess clock, 220
chess clubs, 68
chess databases, 187
Chess Life magazine, 191
chess set, standard, 4
chess software
databases, 187
practice with, 152




chess tournaments
equipment for, 220
finding, 191
illegal moves in, 19
ratings from, 213
types of, 241
what to expect in, 220
Chigorin, Mikhail, 115
Classical Variation of the French Defense, 105-106
clock, chess, 220
clubs, chess, 68
Colle, Edgard, 135
Colle System, 135
column (file), 5
control of squares. See also specific strategies
by Bishop, 13
in center of board, 9
by first pawn move, 9
by King, 10-11
by pawns, 31
by Queen, 14
by Rook, 12
corner, Knights in, 47
correspondence chess, 134

databases, chess, 187
defense. See also specific strategies or formations
Alekhine’s, 102, 121-122
Caro-Kann, 120-121, 225-226
French, 104, 119
French, Classical Variation of, 105-106
King's Indian, 126
Nimzo-Indian, 128
Petrov’s, 115-117
Queen’s Indian, 127
Sicilian, 118, 216
Slav, 125
Two Knights’, 221
development. See also specific pieces and specific strategies
of Bishops first, 97
gaining time for, 103-104
paying attention to opponent’s moves during, 102
prior to attacking, 100-101
of Queen, 82-83
diagonal, 5
discovered check, 28-29

Domiano, Pedro, 208
Domiano’s mate, 208-211
double check, 30, 190
doubled pawns, 64, 66
double King pawn openings

Center Game, 113

King's Gambit, 110
Petrov’s Defense, 115-117
Ruy Lopez, 113-114
Scotch game, 115

Vienna Game, 111-112

double Queen pawn openings

Queen’s Gambit, 123
Queen’s Gambit Declined, 124
Slav Defense, 125

doubling Rooks

for checkmate, 41
described, 39
for power, 42

Dragon opening formation, 139-140
Dragon variation attack

draw

described, 216-217

exchange sacrifice on ¢3, 238
exchange sacrifice on h5, 236
origin of, 216

by agreement, 25

in endgames with Bishops of opposite colors, 257
in endgames with Knight and pawn, 261-262
and 50-move rule, 27

with opposite-colored Bishops, 57

in perpetual check, 25-26

secret to reaching, 253-254

stalemates, 24-25

typical, 26

Edwards, J., 159
endgame

activating King in, 264
Bishop and pawn, 257-260
King and pawn, 244-251
Knight and pawn, 261-264
Queen and pawn, 265-271
Rooks and pawns, 252-256
staying active in, 251
thinking ahead in, 256
using active squares in, 257




ending of games
and 50-move rule, 27
by stalemate or draw, 24-26
English attack, 218-220
Englund Gambit, 129
en passant capture, 35
entry square, 257
Epaulette mate, 197
Euwe, Max, 125
exchanges
of Bishops for Knights, 107
limiting, in opening strategy, 103-106
by opponent, 104
exchange sacrifice
on ¢3, 238-241
on h5, 236-238

F

family fork, 49
fianchetto
and chaturanga, 128
described, 56
50-move rule, 27, 184
file (column), 5. See also open files
first move, color for, 9
Fischer, Bobby
in Match of the Century, 61
My 60 Memorable Games, 140
and promoting pawns, 31
and Sicilian Defense, 118
five steps to victory
attack weakness with pawn, 150
attack weakness with your pieces, 149
fix weakness, 148
identify weakness, 148
online, 150
opponent forced to defend weakness, 149
in practice, 151-152
fixed pawn, Bishop behind, 54
flanks, 98
fork
family, 49
Knight, 49-51
pawn, 76
Four Pawns Attack, 122
French Defense, 104, 119
French Defense, Classical Variation of, 105-106

French Winawer, 141-142
Fried Liver Attack, 221-225

G
gaining time, 102
gambit, 110

Englund, 129

King's, 110

Queen’s, 123

Queen's, Declined, 124
Greco, Gioacchino, 118
Greco's Bishop sacrifice, 227-231
Greco’s mate, 196
Gueridon mate, 194-195

H

hanging pawn, 72-75
Hedgehog, 136-137
h-file, 5

horse. See Knight

ideal setup, 94-95
illegal moves, 19
improving game, 55
Indian Defense
King's, 126
Nimzo-Indian, 128
origin of name, 128
Queen’s, 127
infinite value, of King, 27
International Correspondence Chess Federation, 134
Internet chess activities
book reviews and archives, 95
instruction websites, 95
practice websites, 145, 152
Internet Chess Club, 150
island, pawn, 65
isolated pawn, 70

J

Jones, W., 159
jumping, by Knight, 15

K

Kann, M., 120

Karpov, Anatoly
and Caro-Kann Defense, 120
and Dragon variation, 140




Kasparov, Garry, 118
kicking the Bishop, 58
King (K)
activating, in endgame, 264
capture by, 10-11
castled, advancing pawns in front of, 88-89
castling, 33-34
in check, 22-23
in checkmate, 4, 23
checkmate with Bishop, Knight, and, 184-187
checkmate with Queen and, 173
checkmate with Rook and, 176-179
checkmate with two Bishops and, 180-183
control of squares by, 10-11
description, 6
double King pawn openings, 110-117
endgames with pawn and, 244-251
infinite value of, 27
movement by, 8, 10-11
placement of, 9
safeguarding, 85
King’s Gambit, 110
Kingside, 46
King's Indian Attack, 132-134
King’s Indian Defense, 126
King strategy
advancing pawns in front of castled King, 88-89
castling, 87
securing King before launching attacks, 85-86
Knight (N)
avoiding exchange of Bishop for, 107
blockading isolated pawns with, 70
capture by, 15
checkmate with King, Bishop, and, 184-187
in corner, 47
described, 7
endgames with pawn and, 261-264
good, 54
jumping by, 15
movement by, 8, 15
moving, before moving Bishop, 96-97
pinned by Bishop, 58
placement of, 9
promoting pawn to, 18, 31
relative value of, 27
sacrifices with, 221-226
on side of board, 47

smothered checkmate with, 190-191
under-promoting pawn to, 32
value of Bishop vs., 55, 59
Knight fork, 49-51
Knight sacrifice
Caro-Kann Defense, 225-226
Fried Liver Attack, 221-225
Knight strategy
attack from center, 46-47
to avoid pawn attacks, 48
family fork, 49
Knight fork, 49-51
Kortchnoi, Victor, 140
Kupchik, Abraham, 66

L

Lasker, Emmanuel, 153

Legal’s mate, 212-213

Logical Chess Move by Move (Irving Chernev), 140
Lolli's mate, 202-204

long castling, 87

Lopez, Ruy, 114

luft, 121

M
Magic position, 244-245
mail, playing chess by, 134
Marshall, Frank, 66
mass, pawn, 75
master(s)
becoming, 213
moving and snatching pieces by, 10
planning of moves by, 153
Match of the Century, 61
middlegame attack
Dragon variation, 216-217
English attack, 218-220
middlegame strategy
candidate moves and planning, 153-159
five steps to victory, 148-152
recaptures, 165
responding to threats, 160-164
movement
by Bishop, 8, 13
in castling, 33-34
illegal, 19
by King, 8, 10-11




by Knight, 8, 15
notation for, 17-18
by pawns, 8, 16, 78-79, 98-99
by Queen, 8, 14, 83
by Rook, 8, 12
moves. See also specific formations and strategies
and 50-move rule, 27, 184
opening, 9
planning, 153-159
threats contained in, 160
My 60 Most Memorable Games (Bobby Fischer), 140
My System (Aron Nimzovitsch), 148

Nimzo-Indian Defense, 128
Nimzovitsch, Aron

Blockade, 148

and five steps to victory, 148-152

and French Winawer, 141

and Nimzo-Indian Defense, 128
notation, chess

check in, 190

described, 17-18

double check in, 190

white preceding black moves in, 102

)

1001 Brilliant Ways to Checkmate (Fred Reinfeld), 140
online games, 95, 145, 152
open files
checkmate by Rooks in, 41
moving Rooks to, 38-39
opening formation
Avant-Garde, 138
Benoni, 144-145
Colle System, 135
Dragon, 139-140
French Winawer, 141-142
Hedgehog, 136-137
King's Indian Attack, 132-134
online, 145
Stonewall, 143
opening move, 9
opening strategy
avoiding exchange of Bishops for Knights, 107
developing Bishops first, 97
developing completely before attacking, 100-101

fighting for center of board, 92-93

gaining time, 102

ideal setup, 94-95

Knights before Bishops, 96-97

limiting early pawn moves, 98-99

limiting exchanges, 103-106

most common, 92-93
opening variation(s)

Alekhine’s Defense, 121-122

bad, 129

Caro-Kann Defense, 120-121

Center Game, 113

double King pawn, 110-117

double Queen pawn, 123-125

Englund Gambit, 129

French Defense, 119

Indian Defenses, 126-128

King's Gambit, 110

King's Indian Defense, 126

Nimzo-Indian Defense, 128

Petrov’s Defense, 115-117

Queen’s Gambit, 123

Queen’s Gambit Declined, 124

Queen’s Indian Defense, 127

Ruy Lopez, 113-114

Scotch game, 115

Sicilian Defense, 118

Slav Defense, 125

Spike, 129

Vienna Game, 111-112
outpost, 257

P

passed pawn
blockading, 77
defined, 43

endgame with single Bishop and, 257-260
Rooks behind, 43

pawn(s). See also specific strategies
advancing, in front of castled King, 88-89
attacking weakness with, 150
avoiding attacks on Knights by, 48
backward, 71
capture by, 8, 16
described, 8
doubled, 64, 66
double King pawn openings, 110-117




double Queen pawn openings, 123-125
endgames with Bishop and, 257-260
endgames with King and, 244-251
endgames with Knight and, 261-264
endgames with Queen and, 265-271
endgames with Rooks and, 252-256
in en passant capture, 35
fianchetto formation of, 56
and 50-move rule, 27
first move of, 9
fixed, Bishops behind, 54
Four Pawns Attack, 122
hanging, 72-75
isolated, 70
limiting early moves of, 98-99
majority, 69
movement by, 8, 16, 78-79, 98-99
notation for promoting, 18
passed, 43. See also passed pawn
pieces vs., 16
placement of, 9
promoting, 18, 31, 168-170
relative value of, 27
Rook, 257, 263, 265
self-supporting, 250-251
as “soul of chess,” 16
tripled, 64
under-promoting, 32
pawn chain, 67-68, 71
pawn fork, 76
pawn island, 65
pawn majority, 69
pawn mass, 75
pawn strategy
backward pawns, 71
chains, 67-68
doubled pawns, 64, 66
hanging pawns, 72-75
isolated pawns, 70
moves leading to weakness, 78-79
passed pawn blockades, 77
pawn forks, 76
pawn islands, 65
pawn majority, 69
pawn masses, 75
tripled pawns, 64

perpetual check, 25-26
Petrosian, Tigran
and Caro-Kann Defense, 120
and promoting pawns, 31
Petrov, Alexander, 115
Petrov’s Defense, 115-117
pieces. See also pawn(s); specific strategies
abbreviations for, 8
attacking weakness with, 149
Bishop, 7
King, 6
Knight, 7
notation for movement of, 18
pawns vs., 16
placement of, 9
protecting, 19
Queen, 6
recapturing, 19
relative value of, 27
Rook, 7
types of, 6
use of term, 16
Pillsbury, Harry Nelson, 205
Pillsbury’s mate, 205-207
pin
absolute vs. relative, 58
of Bishop, 50
defined, 58
planning moves, 153-159
PlayChess, 150, 187
player classification system, 213
postal (correspondence) chess, 134
power
of Queen, 14
of Rooks, 38, 40
promoting pawns
described, 18, 31
notation for, 18
for two-Queen moves, 168-170
putting the question to Bishop, 58

Q

Queen(s) (Q)
capture by, 14
checkmate with King and, 173
checkmate with Rook and, 171




checkmate with two, 168-170
description, 6
double Queen pawn openings, 123-125
early development of, 82-83
endgames with pawn and, 265-271
movement by, 8, 14
placement of, 9
power of, 14
promoting pawn to, 18, 31, 168
relative value of, 27
safeguarding, 84
upside-down Rook as, 31
value of, 82
Queening square
controlled by Bishop, 257
defined, 35
Queen’s Gambit, 123
Queen’s Gambit Declined, 124
Queenside, 46
Queen’s Indian Defense, 127
Queen strategy
castling, 87
and early development of Queen, 82-83
and early movement of Queen, 83
safeguarding Queen, 84

rank (row), 5, 40
rating, tournament, 213
recapturing
in middlegame, 165
with piece vs. pawn, 64
as protection strategy, 19
Reinfeld, Fred, 140
relative pin, 58
relative value of pieces, 27
Rook(s) (R), 7
capture by, 12
castling, 33-34
checkmate with King and, 176-179
checkmate with Queen and, 171
dominated by Bishop, 60
doubling, 39
endgames with pawns and, 252-256
“good” vs. “bad,” 38-39
movement by, 8, 12

placement of, 9
power of, 38, 40
promoting pawn to, 18, 31
relative value of, 27
sacrificing, 236-241
two, checkmate with, 172
upside-down, as second Queen, 31
Rook pawn
defined, 257
Knight and, 263
Queen against, 265
Rook strategy
active Rooks assisting in mating attacks, 42
checkmates, 41
moving to open files, 38-39
placement behind passed pawns, 43
7th rank advances, 40
round-robin, 241
row. See rank
the Rule of the Square, 248-249
Russian game, 115. See also Petrov’s Defense
Ruy Bishop, 114
Ruy Lopez, 113-114

S

sacrifice
Bishop, 227-235
exchange, 236-241
Knight, 221-226
sacrifice of the exchange. See exchange sacrifice
Scotch game, 115
self-supporting pawn, 250-251
7th rank advance, 40
short castling, 87
Sicilian Defense, 118, 216
skewer, 58
Slav Defense, 125
smothered checkmate, 190-191
software, chess, 152, 187
“soul of chess,” pawns as, 16
Spanish game, 114. See also Ruy Lopez
Spassky, Boris, 61
special moves
castling, 33-34
check, 22-23
checkmate, 23




discovered checks, 28-29
double checks, 30
draws, 24-27
en passant capture, 35
promoting pawns, 31
stalemates, 24-25
under-promoting pawns, 32
Spike, 129
square(s)
active, 257
in castling, 34
designation of, 5
notation (names) for, 17-18

placement of pieces/pawns on, 9

Queening, 35, 257
stalemate. See also draw
and 50-move rule, 27
illustrated, 26
typical, 24-25
standard chess set, 4
Stonewall, 143
Suttles, Duncan, 138
Swallow’s Tail mate, 195
Swiss tourney (Swiss system), 241

T

take back. See recapturing

thinking ahead, 256

threats, responding to, 160-164

time penalties, 19

tournaments. See chess tournaments
tower. See Rook(s)

tripled pawns, 64

the Trompowski, 107

Two Knights’ Defense, 221

u

under-promoting pawns, 32

United States Chess Federation
Chess Life magazine from, 191
finding chess clubs through, 68
finding standard sets through, 4
player dlassification system of, 213
postal tournaments by, 134

unpinning, 58

Vv

value of pieces/pawns, 27
Vienna Game, 110-112

w

weakness, in five steps to victory, 148-150
white. See also specific pieces and strategies
choice of, 9
Colle system, 135
as first mover, 4, 9
ideal setup for, 94-95
King's Indian Attack, 132-134
most common first moves for, 92-93
notation of moves by, 102
opening move, 9
Queening squares for, 35
Winawer, Simon, 141
World Championship match of 1972, 61

y 4
Zurich, 1953 (David Bronstein), 140
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