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Introduction

introduced the basic rules and strategies of the game. Teaching chess to

beginners is an exercise in creativity. The teacher can go about the task
in myriad ways. Some teachers might explain the rules and how the pieces
move and then use the world’s great chess games—especially their own--—
as examples. Others might focus on how to play certain openings or how to
checkmate. Though all of these methods may eventually lead to an under-
standing of the basics, some methods produce quicker results than others.
In Play Winning Chess, I chose the most direct path. I broke down the game
of chess into its four elements—force, time, space, and pawn structure—
and showed how these elements can be combined to produce a number
of principles of play—principles I deduced from studying thousands of
master games. Understanding the four elements helps you understand the
moves of the masters and inspires you to formulate plans of action in your
own games.

After you've grasped the basics, it's time to go to the next level of chess
and explore the world of tactics. Only then can you fully appreciate the
beautiful combinations that a mastery of tactics allows you to create.
Whereas teaching beginner-level chess takes creativity, teaching tactics is
a matter of conveying classical knowledge. The teacher can package this
knowledge and spin it out in a variety of ways, but the knowledge is basi-
cally the same.

Winning Chess Tactics won't teach you anything about tactics and
combinations that the chess world doesn’t already know. However, I've
found that accessing this knowledge about these concepts can be anything
but easy. Few of the books that teach combinative play explain tactics and
combinations in an instructive manner. The rare exceptions tend to be for
advanced players, making a study of this subject rather difficult for those

l n my first book, Play Winning Chess, I discussed the history of chess and

ix
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with less experience. In this book, I divide tactics into themes, which I
thoroughly explain and illustrate. Each chapter starts out with a discussion
of the basic forms of the theme and progresses to increasingly more
complex examples. This teaching technique allows for easy learning at the
lower levels but also continues instruction right up to the master class. My
goal is to enlighten beginner and tournament player alike!

Teaching for such a range of player strength has its drawbacks. For
example, I don’t stop to explain every chess term that I need to use, and as
a result beginners will have it a little tougher here than in the first book. 1
expect you to have some basic chess knowledge. In particular, you should
know the following:

M How the pieces move
The rules of the game
How to read and write algebraic chess notation
How to count the force (the value of the pieces)

Basic chess terminology

The four elements of chess and their associated principles, as
expounded in Play Winning Chess

For lower-level players who might stumble over the chess terms in this
book, I've provided a glossary. My advice is to avoid skipping over terms
that you are unfamiliar with. Look them up. Take the time to understand
each term, and you’ll be able to take this book in stride.

A word about terminology of a different sort: Things haven’t changed
much in the chess world since I wrote Play Winning Chess a year ago. Chess
players come in all colors, shapes, and sizes, but they are still overwhelm-
ingly male. In this book, I'll continue to refer to chess players as ke.
Hopefully, the situation will someday be different.

[ strongly recommend a detailed study of the material in these pages
for any aspiring chess player. After all, as nice as it is to admire the artistic
combinations that the great chess players have given us, it’s much more
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satisfying to create them ourselves! And I hope this book will be the tool
that allows you this satisfaction.

While you are studying tactics and combinations, you might find your-
self spending long hours alone, huddled over your chessboard. As soon as
you're ready, I advise you to get out and test your skills against those of
other chess enthusiasts. Though reading this book will not guarantee that
you’ll win, it might start you on your way to a championship.

The sport of chess is remarkably well organized; in fact, very few sports
have such a large international network of players. Local clubs, states, and
national federations organize club championships, state championships,
and national championships. A scoring system of 1 point for a victory, V%
point for a draw, and 0 points for a loss allows contestants to gradually attain
Master, International Master and Grandmaster status. The 146 national
federations, including the US Chess Federation, all belong to the Fédération
Internationale des Echecs (FIDE), which organizes the World Champion-
ships. The World Championships are contested for millions of dollars; in
fact, the prize fund for the 1993 World Championship match is $4 million!

So join your local club, enter and win tournaments, and who knows, you
might manage to bag yourself a championship.

Happy hunting!

Yasser Seirawan
Seattle, Washington

xi



Tactics and
Combinations

This part is the meat of the book. After defining tactics and combinations, I
break them down into themes that I explain briefly before offering examples
that illustrate the “how to” and “why.” Most of these examples are fairly
basic, but occasionally I throw in something more difficult to show how the
simplest tactic can be combined with another and yet another to produce
something mind-boggling.

If an example is not clear to you, go over it many times. If you
continue to draw a blank, go over the section again and again and again until
your raw, paper-cut fingers can’t turn another page, your bloodshot eyes see
only the hazy outlines of chess boards, and you begin to wish you had never
taken up the sport of chess! (Hmmm. . . Perhaps I should get out of the

chess business and start a new career as a drill sergeant!)



CHAPTER ONE

Definitions

jump right into a few juicy games. Be patient. We’ll get to the games—

and some of them are beauties—soon enough. But before we delve into
the world of tactics and combinations, we should begin by defining them.
For some strange reason, these terms seem to cause confusion. Just what
are tactics and combinations? Surprisingly, coming up with a satisfactory
definition of these commonly used chess terms is more difficult than one
might suppose.

I know, definitions are boring. You'd probably just as soon skip them and

Tactics

Chess is a game of strategy where two people pit their wits by mobilizing
their pieces and developing plans based on such elements as force (the
numerical value of the various pieces), time (the efficiency with which the
pieces are developed), space (the territory controlled by each player), and
pawn structure. Good players like to pick astrategy and followittoiits logical
conclusion. Unfortunately, they’re often thwarted by a strange randomizing
factor known as tactics.

Tactics can both support your own strategy and destroy your opponent’s
strategy. They take the wind out of general strategic plans because they
have the power to completely and advantageously change any situation.
Thus, we arrive at this definition of tactics:

Tactics are maneuvers that take advantage of short-term opportunities.
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For example, suppose your neighbor has invited you for dinner and an
evening of chess. You've enjoyed a scrumptious banquet, and the game has
been laced with heady amounts of port. Your neighbor must now face your
guillotine. Under no circumstances do you want to lose. Your strategy is to
control the center and prepare an inexorable Kingside assault. Who can
argue with the principle of such an approach? However, in the middle of
the plan, your opponent engineers a Knight fork that picks up one of your
Rooks. You're busted, and your game falls apart. A brilliant strategy
wrecked by a simple Knight fork. Where did you make your mistake? You
are the victim of a tactic. Clearly, you have lots to learn.

Conversely, you can use tactics to your advantage. They can act as an
early warning system that prevents your opponent from intruding on your
plans with tricks of his own. As you work through the lessons in this book,
you will come to realize that tactics are actually the guard dogs of strategy.
By staying on top of the tactical possibilities, you will be able to defend
yourself against your opponent’s tactical forays and force him to follow the
strategic path you want him to tread.

Combinations

In the classical chess literature, there has been tremendous disagreement
asto the true meaning of the term combination. Surely the World Champion
Emanuel Lasker (he enjoyed a 27-year reign—one of the longest in history)
should know what a combination is! Let’s take a look at his thoughts on the
subject:

In the rare instances in which the player can detect a variation, or set

of variations, which leads to a desirable issue by force, the totality of

these variations and their logical connections, their structure, are called a
combination.

Lasker’s definition has several problems, however. First, his style is ponder-
ous and does not promote an easy understanding of the term. Second, he
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considers combinations to be rare occurrences, which is not at all the case.
Combinations of some sort can be found in the majority of master games,
sometimes in the moves actually played and often in the variations hidden
behind those moves. Third, Lasker fails to mention that all combinations
include a sacrifice. Fourth and perhaps most important, he claims that
combinations necessarily lead to a “desirable issue by force,” leaving out
any possibility that a combination could fail and lead to the loss of the game.
What about a situation in which you have a clear advantage, try a beautiful
combinative idea, and after a perfect defense from your opponent, you find
your advantage devalued to plain equality? Is an unsound combination no
longer a combination simply because it is flawed? Certainly not!

This tendency to ignore the possibility of incorrect combinations also
mars this otherwise excellent definition offered by former World Champion
Mikhail Botvinnik:

A combination is a forced maneuver or maneuvers combined with a sacri-

fice as a result of which the active side gains an objective advantage.

Note Botvinnik’s use of the word sacrifice. He is saying that the marriage
of a forcing series of moves with a sacrifice makes a combination. This
definition is easy to read and understand but falls short of the mark because
of the final few words, “gains an objective advantage.”

Building on the efforts of these great men, I offer this simple definition:

A combination is a sacrifice combined with a forced sequence of moves,

which exploits specific peculiarities of the position in the hope of

attaining a certain goal.
So we have managed to define the beast, but does this definition make
it easier for you to recognize a combination? Not at all! To develop a
feeling for combinations, we must break them down into types that you
can familiarize yourself with. I discuss each type in detail in the chapters
that follow.
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Recognizing Tactics and Combinations

Two authors, Grandmaster Yuri Averbakh and International Master Jeremy
Silman, have written extensively on tactics and combinations. Two books in
particular, Averbakh’s Tactics for the Advanced Player (Sporverlag Berlin,
1986) and Silman’s How to Reassess Your Chess (Davenport: Thinkers’ Press,
1986), suggest useful shortcuts that make it easier to recognize situations
where tactics and combinations might exist. Let’s look at some of these
authors’ theories.

Averbakh’s Rules of Recognition
Averbakh considers that almost all combinations are based in some way on
a double attack:

If we regard the term “double attack” in a broader sense than has been
done up to now by theoreticians, namely not merely as a two-pronged
attack but as a combination of attacks and threats, we notice that the
double attack in one form or another is the basis of most tactical
operations.

At first I didn’t want to agree with such a simplified view, but the more I
thought about it, the more sensible Averbakh’s theory sounded. The double
attack is tremendously important, and I recommend that you spend a good
deal of time going over the examples of double attacks in Chapter Two. Once
you have mastered the material there and have moved on, you will notice
that the combinations in later chapters also involve double attacks, which
seems to confirm Averbakh’s theory.

Silman’s Rules of Recogpnition
Silman insists that combinations cannot exist without one or more of the
following present:

B Aweakened (or open) King. When a King has poor pawn cover,
has no defenders, or is otherwise weak, a combination is prob-
ably in the works.
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B A stalemated King. When a King has no legal moves, tactics that
produce check also result in checkmate.

B Undefended pieces (not pawns). Any unguarded piece is sub-
ject to destruction by a double attack or fork.

B Inadequately guarded pieces. Such a piece appears to be safe,
but a sudden double attack can place the piece in jeopardy by
adding another attacker.

If you notice one or more of these factors on the board, Silman contends
that you should look for a combination. However, if none of these factors is
present, it is doubtful that a combination will materialize.

Well, that’s it for the definitions. It wasn’t so bad, was it? Now you need
to train yourself to spot combinations. How do you do that? Learn the tac-
tics presented in this book, gain a thorough understanding of the double
attack theme, and practice Silman’s Rules of Recognition. You will then be
a very dangerous opponent!



CHAPTER TWO

The Double Attack

double attack, as the name implies, is an attack against two pieces
A or pawns at the same time. Beginning players quickly learn that a
simple attack against a single enemy piece or pawn can easily be
countered in a variety of ways. A better alternative is a simultaneous attack
against two pieces or pawns, only one of which can be defended by the op-
ponent. This type of attack is the basis for much of the tactical play in chess.
Although some experts maintain that a double attack must involve two
different pieces, I also consider forks (attacking two pieces or pawns with
just one piece or pawn) to be double attacks. In this chapter, we'll take a
look at three types of double attack:

B Discovered attacks

B Forks

M Attacks by a pawn

The double attack is a tactic. It doesn’t qualify as a combination for two
reasons: First, a double attack can be one move as opposed to a series of
moves; and second, a double attack doesn’t necessarily involve a sacrifice.

Many other tactical themes involve double attacks; these themes are studied
in later chapters. Here, we'll look at the double attack in its purest forms.

Discovered Attacks

A discovered attack is essentially an ambush. Here’s a general definition:
A Queen, Rook, or Bishop lies in wait so that it can attack when
another piece or pawn of its own color moves out of its way.

Let’s look at some examples.
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DIAGRAM 1. White to play. DIAGRAM 2. White to play.

Diagram 1 shows a simple but clear example of a discovered attack. If
White moves his Bishop, he will create a discovered attack on the Black
Queen with the Rook on el. However, moves like 1.Bd3 or 1.Bf3 don’t
accomplish much because Black would sidestep his Queen to safety on dé6
or f6. This is where the double attack comes in handy. By playing 1.Ba6!,
White creates a discovered attack on Black’s Queen and also attacks his
Rook on ¢8, threatening two pieces at once with one move.

After you have grasped the principle in an example, it can be instructive
to change the position a bit to see how the change affects the result. In
Diagram 1, how would putting the Black b6-pawn on b7 affect the situation?
What if the Black Rook were on a8 instead of c8?

In Diagram 2, Black has two Knights (6 points) vs. a Rook and a pawn
(6 points) and appears to be doing well. Unfortunately, both Knights are
undefended. (Remember Silman’s Rules of Recognition from Chapter One.)
White creates a discovered attack with 1.Ke3!. Suddenly Black’s d8-Knight
is attacked by White’s Rook, and the f3-Knight is threatened by White’s
King. Black, to his sorrow, is forced to part with a Knight.

As in Diagram 1, White has the chance in Diagram 3 to initiate a
discovered attack on the Black Queen by moving his Bishop out of the way

10



CHAPTER TwO: The Double Attack

of his Rook. Quiet moves like 1.Be3 —
or 1.Bc3 don’t take advantage of the || =
situation (no double attack!) be- I b .g. 1
cause Black would calmly move his
Queen to safety with 1...Qe8 or
1...Qf8. However, White can attack
both the Queen and the Bishop on €7 ii :
with the surprising 1.Bg5! (1.Bb4! hin : &
accomplishes the same thing). Nor-

mally such a move is impossible be- i Q‘ % ﬁ ﬁ
cause the Bishop is hanging to both g
the h6-pawn and the Bishop on €7,
but in this case the discovered attack
on Black’s Queen by the Rook makes the Bishop a less attractive tidbit. After
1.Bg5!, Black has to make a difficult choice. He could move his Queen to
safety with 1...Qe8, but then the point of 1.Bg5 would be obvious: White
would be attacking the Bishop on €7 with both his Queen and his Bishop
while Black would be defending his Bishop only once with his Queen. Then,
with the simple 2.Bxe7, White would pick up a piece for free (a gain of 3
points). Although most players hate to part with their Queen, a much better
move for Black is 1...Bxg5! 2.Rxd8+ Rxd8. True, Black loses his Queen
(9points). Butin return, he gains a Rook and a Bishop (for a total of 8 points).
He is down only 1 point and can still put up a tough fight.

There is another possibility in the position. (Always remember the
words of the great Emanuel Lasker: “When you see a good move, look for a
better one!” Sound advice. Inexperienced players have a tendency to make
the first move that looks good.) Instead of the strong 1.Bg5!, White might
also consider 1.Bxh6! This move wins a pawn (1 point) because the Bishop
is invulnerable due to the discovered attack on Black’s Queen. This alterna-
tive is an example of a pure discovered attack. It is not a double attack
because only one Black piece (the Queen) is threatened.

DIAGRAM 3. White to play.

11
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The position in Diagram 4 is
identical to that in Diagram 3 with
two exceptions: White’s Queen sits
on 3 instead of €2, and Black’s Rook
sits on b8 instead of a8. Is 1.Bg5 or
1.Bb4 still a good move? No! Black is
now able to step out of harm’s way
with 1...Qf8 because 2.Bxe7 Qxe7
leads only to an even trade of pieces.
The big difference between this and
the previous diagram is a result of
the White Queen’s position on e2.
Previously she joined in the attack
against the Bishop on e7. Because 1.Bg5 now fails to yield any advantage,
White is better off playing either 1.Bxh6, which wins a pawn, or the stronger
1.Bf4!, which creates a discovered attack on the Queen and an additional
attack on Black’s Rook on b8. After 1.Bf4! Qf8 2.Bxb8 Qxb8, White ends
up winning an Exchange—a Rook for a Bishop or Knight—for a 2-point
advantage.

DIAGRAM 4. White to play.

Discovered Checks

The most effective type of discovered attack involves checking the enemy
King. This type of discovered attack is even stronger if it includes a double
attack. Because of the check, the opponent is helpless to prevent the other
attacking piece or pawn from devouring its victim. Let’s look at a few
examples of discovered checks.

If we do nothing but count points, the position in Diagram 5 appears to
be very good for Black. His Queen (9 points) outguns White’s Bishop on al
(3 points). However, instead of counting points, look carefully at the posi-
tion. When White attacks the Black Queen with 1.Ne4+, Black can’t move
his Queen to safety because White’s move also unleashes a discovered

12
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DIAGRAM 5. White to play. DIAGRAM 6. White to play.

attack by the White Bishop against the Black King. This discovered check
is Black’s doom. He must get out of check with 1...Kg8, whereupon White
calmly eats the Black Queen with 2.Nxd2. White now has an extra piece
and a commanding 3-point advantage.

Diagram 6 shows another example of a crushing discovered check
attack. White plays the kamikaze 1.Bh7+!, checking the Black King and
uncovering the Rook, which now threatens the Black Queen. Black would
dearly love to take the unprotected White Rook with 1...Qxd1+, but the rules
won’t let him leave his King in check. Poor Black is forced to play 1...Kxh7,
after which 2.Rxd6 picks up the Black Queen and gives White a material
advantage.

By now you probably realize that itis not a good idea to leave your Queen
opposite a Rook, no matter how many pieces are between them!

One of the guiding strategic principles of chess is

When you are ahead in material, it is a good idea to make even trades.
Why? Because as the number of pieces you have on the board decreases, the
relative importance of a material advantage—even of only a pawn—increases.

13
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For example, in Diagram 7, Black is

[* 7]
E - a @ a pawn ahead and would like to ex-
Il i 1 change pieces. In his attempt to
1 t force an ending without Queens,
KV Black plays 1...Nd6. Is this a good

move? By attacking White’s Rook,
Black hopes, after something like
2.Rf4 or 2.Re7, to exchange Queens.
Unfortunately for Black, 1...Nd6?? is
a blunder! He has forgotten that his
Queen is completely undefended.

(Remember Silman’s Rules of Recog-
nition!) With 2.Re8+!, White places
his Rook on a hopeless square, but thereby allows the White Queen to
uncover an attack on its counterpart on d5. Black must get out of check, but
after he captures the offensive Rook with 2...Nxe8 or 2...Rxe8, White
snaps off the Black Queen with 3.Qxd5, for a hefty 3-point material ad-
vantage (9 for the Queen vs. 5 for the Rook plus 1 for the extra pawn).

Was Black wrong to want to trade pieces? No, but he went about itin an
unfortunate way. The correct route is the simple 1...Nxe3! because then
2.Qxe3 will leave Black with a solid extra pawn. Note that White’s discovered
check tactic no longer works. To 2.Re8+2?, Black responds with 2...Rxe8.
Then 3.Qxd5 fails to 3...Nxd5 because the Knight on e3 is protecting
Black’s Queen. According to an eloquent old friend of mine, the moral of
this story is

Don’t leave your stuff unprotected. It might get chopped off!

It's important to note that the seven board positions we’ve looked at so
far are simple illustrations of a tactical theme. Diagrams 6 and 7 also offer
us our first glimpses of combinations. In Diagram 7, we saw a sacrifice—
2.Re8+!—that led to a forced response. Black had to get out of check, so
White achieved his goal of capturing the undefended enemy Queen.

DIAGRAM 7. Black to play.

14
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Double Checks

The most powerful type of discovered attack is the double check. This type
of check tends to be very strong because it checks the King with two pieces.
The King is forced to move, and the enemy army is thus frozen for at least
one move.

In Diagram 8, White is a pawn ahead, but appears to be on the verge of
defeat because his Rook is pinned by the Black Bishop. After Black captures
White’s Rook, Black will be the one with the edge in material. White’s
solution to the pin is 1.Bd6++!—a double check. (Don’t forget that a pinned
piece is still able to check!) Black would love to capture the Rook or Bishop,
but his King is being attacked by two pieces, and he can’t chop off both the
offenders at the same time. Black’s best reply is 1...Kg8. Then 2.Bxc5
breaks the pin and leaves White with an extra piece and pawn.

Diagram 9 is a silly but graphic example of a discovered attack turned
into a double check. Black is so far ahead in material that one would expect
White to give up and do something more enjoyable with his time. However,
instead of resigning, White plays 1.Ng6++, and wonder of wonders... the
move produces double check and mate!

DIAGRAM 8. White to play. DIAGRAM 9. White to play.

15
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Now that you understand the basics of discovered attacks and double
checks, I'll give you the opportunity to try to figure out some tactics on your
own. The first few tests in the next section will be reasonably easy, but they
will get harder. In fact, some of them are very hard. Don’t get discouraged
if you don’t get all the answers! Instead, just relax, do your best, and study
the solutions given in Chapter Twenty-Four.

Tests

TeST 1. It’s Black’s move. White has given Black
the chance to capture his pawn on g2 with 1...Rxg2.
Is this a trap? Should Black munch the g2-pawn?

TEST 2. With material even in a boring endgame,
this game seems destined for a draw. But tactics
can be used in the most innocent settings. It’s
White’s turn to play. Can he win material?

TEST 3. Black’s game appears to be fine. He has
plenty of space for his army, the Black Bishop is
more active than its counterpart, and the Black
passed pawn on d4 is solidly defended. It’s
White’s turn to play. How can he turn the tables?

16
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TEST 4. It's White’s move. His Bishop is pinned—
if it moves, White’s Rook will fall prey to Black’s
Queen—and his Rook is attacked by the Bishop
on 6. As a result, Black is feeling pretty good
about himself. It seems that White’s best chance
is 1.Rd1 c6 2.Bb3 Qxdi+ 3.Qxd1 Rxdil+ 4.Bxdl
Bxb2, leaving Black with an extra pawn for the
ending. Can you find anything better for White?

TEST 5. It’'s White’s turn to play. Black’s Queen
and Rook are putting formidable pressure on the
e-file. White must worry about the e3-pawn being
swallowed with check and then a Black Knight
sinking into the fine e4-square. Can you find the
White move that throws these positional con-
siderations out the window?

TEST 6. AsImentioned, tactics and combinations
are the foundation of classical chess play. I had to
rummage through the dustier parts of my library
for this position, which is the conclusion of a study
by a gifted chess “composer,” A. Troitzky, in 1896!
(Studies are compositions that highlight unusual
tactical themes.) In this study, White has an extra
pawn and is one step away from queening. Un-
fortunately, his Rook is in the way, and any move
by the Rook will allow Black to capture the pawn
with ...Rxa7. If White tries 1.Kb6, protecting the
pawn and threatening to move the Rook, Black
will chase the White King away with 1..Rb1+
2.Kc7 Ral, putting White back in the same unfor-
tunate situation. Can White win by creating a
discovered check?
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Forks

Forks are tactical maneuvers in which a piece or pawn attacks two enemy
pieces or pawns at the same time. Many beginners think that only Knights
can accomplish forks. But in fact other pieces, including the King, are
capable of attacking two enemy men at the same time.

In this section, we’ll look at how each piece can create a fork. In a later

section, I'll show you how pawns can create forks. Let’s start with the
dreaded Knights!

TEST 7. This position is taken from a correspon-
dence game played in 1952-53 between Dunhaupt
and Kunert. (In correspondence chess, the
players play by mail, exchanging a move every
two weeks. Some games take years! Imagine play-
ing a game for three years and losing. Ouch!) It’s
White’s move. His Bishop blocks his Rook on d7
from attacking the f7-pawn. However, most
Bishop moves allow Black to cover the f7-pawn by
retreating with 1...Qf5. Can you find a way to use
a discovered attack against the f7-pawn to finish
off Black?

TEST 8. White's Bishops are bearing down on the
Black King. The Bishop on b2 is doing a wonder-
ful job of pinning the Knight on £6. Black is willing
to suffer this pin because he is up a piece for two
pawns. Furthermore, Black is cheered by the fact
that White’s Rook is pinned and is about to be
eaten by the Bishop on g4. It's White’s turn to
play. How can he put both of his Bishops to work?
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Knight Forks

Most beginning chess players live in fear of the enemy Knights. However,
if you take the time to study the Knight's eccentric way of moving, you will
notice that the Knight can never attack squares of two different colors at the
same time. This knowledge can sometimes come in handy when you are
choosing where to put your men in the face of Knight threats.

Because of the Knight's unusual way of hopping around the board,
beginners are often taken by surprise and find themselves the victim of a
Knight fork. Here are some examples.

In Diagram 10, the force count is even, but White changes the situation
dramatically with 1.Nc7+, forking both the King and the Rook. Black must
move his King, which allows 2.Nxa8 and puts White ahead by a whole Rook.

The position in Diagram 11 revolves around the same theme. With
1.Nc7+, White attacks no less than four Black pieces—both Rooks, the
King, and the Queen-—at the same time! (A fork that attacks the King and
the Queen is called a royal fork.) I've been the victim of this often enough.
When it happens to you, don’t become “Knight phobic.” Instead, consider
it a lesson well learned and be sure in the future to defend yourself against
such possibilities.

DIAGRAM 10. White to play. DIAGRAM 11. White to play.
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DIAGRAM 12. White to play. DIAGRAM 13. White to play.
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Bishop Forks

In Diagram 12, Black has a material advantage, but it proves to be short-
lived. With 1.Bxc6+, White creates a fork—a double attack on both the
Black King and Knight. After 1...Ke7 2.Bxe4, Black thinks he has
recovered satisfactorily because he is only down 1 point—two minor pieces
(6 points) vs. one Rook (5 points). But to his horror he notices that a new
fork has been created! Now his Rooks on b1 and h7 are both under attack,
and one must be lost. This second fork shows that a fork does not always
involve a check: All pieces are vulnerable.

Rook Forks

In Diagram 13, White shows that he knows how to use his Rook to fork with
1.Rb7+. After 1...Kc6 2.Rxa7, the Rook has gobbled a Knight. White’s
material advantage should lead to an easy victory.

20
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DIAGRAM 14. White to play. DIAGRAM 15, White to play.

Queen Forks

Because the Queen moves like a Rook and a Bishop, it stands to reason that
the Queen can fork like either of these pieces, with even greater effect. From
the position in Diagram 14, the White Queen will show her power and
terrorize the whole Black army. White attacks with 1.Qxe6+ Kf8 (no better
is 1...Kd8 2.Qxg8+ Kc7.3.Qxa2) 2.Qxc8+ (this Rook is the fork’s first payoff)
2...Kg7. With 3.Qb7+, White creates a new fork that will add the Bishop
to the Queen’s feast. After 3...Kh6 4.Qxb6, White enjoys a 2-point ad-
vantage—the Queen and a pawn (10 points) vs. a Rook and a Knight (8
points).

King Forks

In Diagram 15, Black is attacking the White Monarch, so the King must
move to get out of check. The interposition, 1.Rc3??, would lose the Rook.
However, White can turn the tables with 1.Kb3!, by which the White King
changes from the hunted to the hunter. This fork means the certain capture
of either Black’s Knight or Rook. Black would be well advised to save his
more valuable Rook. As this example shows, even the stately King can fork
other hapless pieces.
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Forks as Combinations

Now that you understand the fork as a tactic, we can take the next step and
see how this tactic can be changed into a combination. In Diagram 16, White
can take advantage of Black’s unprotected Bishop and his checkable King.
With 1.Qc2+, White wins the Bishop on c¢6, because Black must get his
King out of check before he can do anything else.

Nice and simple. Let’s increase the difficulty level a bit with the position
in Diagram 17, which is similar to the one in Diagram 16. Here, Black’s
Bishop is still unprotected on c6, but this time his King is safer. White could
try for a fork with 1.Qc2, creating a double attack on g6 and c6. However,
Black could then defend himself with either 1...Qe8, which guards both c6
and g6, or the retreat 1...Be8. Clearly, White needs to take a more forceful
approach. The correct move is 1.Bxg6+!, whereby White sacrifices a piece
to create the position in Diagram 16. (The important word here is create. A
good player doesn’t just sit around and hope that a tactic will materialize; he
uses every means at his disposal to make it happen.) Black now faces a
decision. If he doesn’t take White’s Bishop, it will retreat to safety, having
enjoyed its pawn snack. After 1...Kxg6 2.Qc2+, Black loses his Bishop on
c6 and ends up down one pawn in the Queen ending.

DIAGRAM 16. White to play. DIAGRAM 17. White to play.
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This example of a sacrifice to gain a pawn is known as a petite combinaison
(a small combination) because it involves only three moves. But some
combinations involve over a dozen moves and feature many types of tac-
tics. (We'll discuss these grandes combinaisons later.) Though the body of
knowledge that we call “chess theory” has made tremendous strides in the
last 100 years, the nature of combinations has remained essentially the
same. The one area in which players of the 19th century were the equals of
modern-day masters is in combinative play, because imagination and cal-
culating ability, rather than theoretical knowledge, hold sway in the
kingdom of combinations.

Now take a look at Diagrams 18 and 19. In Diagram 18, a simple Knight
fork with 1.Nc7+ Kd7 2.Nxd5 leads to the capture of a pawn, whereas in
Diagram 19, Black’s Queen defends the c7-square, preventing a Knight fork.
However, White can use a common sacrifice to draw the Black Queen away
from ¢7 and allow the fork to take place after all. White begins with 1.Qxd5!
Qxd5 (leaving c7 undefended) 2.Nc7+ (creating a royal fork) 2...Kd7
3.Nxd5. White regains his Queen with a one-pawn advantage.

Now compare Diagrams 18 and 19 again. Why was the position in
Diagram 18 easier to play than the one in Diagram 19? The reason is mostly
psychological. We've been taught not to give the Queen away, and our

DIAGRAM 18. White to play. DIAGRAM 19. White to play.
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minds clamp shut rather than consider the possibility of sacrificing this
valuable piece. Does this reluctance to sacrifice mean that you will never
master combinations? Will you have to go through hours of brainwashing
or hypnosis to break down these mental barriers? Of course not! A large
part of chess skill is pattern recognition, and as you become more ac-
quainted with the basic tactical forms, you'll find it easier to create combina-
tions. The trick is to isolate and understand the various types of tactics. Only
then will you be able to put them all together to razzle-dazzle your stunned
opponent.

Here’s another example. In Diagram 20, Black is down a pawn, but he
has been counting on this position to bring him victory. Triumphantly
playing 1...Nxb3, he looks his opponent in the eye and flashes a winner’s
smile. The move certainly looks powerful. Not only does it win back the
pawn, but Black’s Knight now forks White’s Rooks. Unfortunately for Black,
the move is actually awful. White calmly slides his Bishop to the middle
of the board with 2.Bd5+, after which it becomes apparent that Black has
walked into a more potent fork! Black’s smile turns to a frown, and he
hangs his head in resignation. He has to lose his Knight because getting
out of check overrides all other considerations.

Imagine that the sad loser of the
position in Diagram 20 was stung by
the reversal he suffered in that game.
He was a good student of chess,
though, and he made a point of never
falling into the same trap twice. A
few weeks later, he is faced with the
position in Diagram 21 and has
another chance to chop off a b3-
pawn. Feeling very wise, he notes
that 1..Rxb3 would be a terrible
blunder because of 2.Bd5+. How-
DIAGRAM 20. Black to play. ever, the simple 1...Nxb3 seems safe
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enough because the Rook on d3
prevents the rude White Bishop
from checking on d5. Again he con-
fidently plays 1...Nxb3??, and again
he is treated to a quick dose of harsh
reality. After 2.Rxb3! Rxb3 3.Bd5+,
he can only stare in horror. That
brutal Bishop appears to have a per-
sonal grudge against him! When
White captures the Black Rook on the
next move, Black resigns the game
because he’s now down a piece for a
pawn (2 points).

Let’s compare two more positions. In Diagram 22, White forks the King
and a pawn with 1.Rg5+, and then 2.Rxg4 snags the pawn. The position in
Diagram 23 is identical to that of Diagram 22, with the addition of the
Knights. This addition seems to make Black’s life easier, because the White
Rook’s access to g5 is blocked, and Black’s Knight defends the g4-pawn.
However, Easy Street is just an illusion, because 1.Nxg4! allows White his
big check on g5. After 1...Nxg4 2.Rg5+ Kf8 3.Rxg4, Black loses a pawn.

DIAGRAM 21. Black to play.

DIAGRAM 22. White to play. DIAGRAM 23, White to play.
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DIAGRAM 24. Black to play. DIAGRAM 25. Black to play.

In Diagram 24, Black’s pieces are hounding White’s King, but Black
commits a cardinal sin. With 1...Rb6+2?, he makes a check without con-
sidering the consequences. (The simple 1...Rc3 would have been a stronger
move.) White’s King shows its muscle with 2.Kc5! and makes contact with
all of Black’s attacking pieces. Black is forced to give up either his Rook,
Knight, or Bishop, and he goes on to lose the game.

This game teaches an important lesson:

Never check just because you can. Be sure that you gain from making

a check, not your opponent.

America’s former World Champion, Robert Fischer, once made a premature
check that spoiled a beautiful position that had taken him hours to create.
Afterwards he coined the phrase, “Patzer sees check, patzer gives check!”

Here’s one more example of a fork. In Diagram 25, Black is a pawn up,
but the position is still tricky. Hoping to use his extra pawn, Black plays
1...d4+?, thinking that this will place his d-pawn on a safer square while
defending his Knight on ¢3. White’s reply comes as a shock: 2.Rxd4! Nxd4
3.Kxd4. Suddenly, White’s King attacks Black’s Rook, while two White
pieces, the King and the Bishop on el, go after Black’s Knight. Black is
forced to part with another piece, giving White an advantage in material.
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Now try some tests that involve forks. As usual, I'll start with easy
positions and then gradually increase the level of difficulty. Good luck.

Tests

TEST 9. It’'s White’s turn to play. He is tempted to = 5 Ben

grab the ad-pawn. Is this the best move? FeSE T ii -
" | “g
A 2 .
R oR
g d_ i &(’g =
i SN &

TEST 10. White has two things going for him: the AR TN T
possibility of a fork on €7, currently prevented by |} § s g i a
10

the Black Rook on c7, and pressure against || 4 i 1
Black’s c6-pawn. Does White have any way to [fi g . ﬂ@ E_
make these advantages bear fruit? - wa BB
[ g;w',, H&%"ﬂ"i .
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TEST 11. It's White’s move. Here he has a prob- 24 @
lem similiar to that of the previous test. How B ADALAE 1 i -
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Seirawan—Costigan
US Open, 1977

Seirawan—-Hessen
Seattle, 1975

Lipschiitz-Schallopp
London, 1886

TEST 12. This position is taken from one of my
own games. It’s my move and I'm up two pawns,
but Black hopes to pick up one of my White Rooks
for his Bishop. Fortunately for me, Black’s King
is very weak and his Bishop on a3is not defended.
How did 1 take advantage of these two factors?

TEST 13. Another fond memory from my tourna-
ment career. It's my move and material is even,
but that undefended Knight on d7 gives me a
chance that I am quick to take. What did I play?

TEST 14. It’'s White’s turn to play. This position is
a really tough one for him. Can you find the
beautiful solution?
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TEST 15. It's Black’s turn to play. He doesn’t ===+ = & "
seem to have any fork possibilities here. Canyou |l=i | 1 e
create one? , - : r
5 ; O
; t %’ R&
iﬁ 8
v
Tolush-Simagin
USSR, 1952
TEST 16. This position occurred in a game I —
played in my first US Championship. Texas Joe 3 1
Bradford is known as a tough man to beat. He has 1 .
good central control and enjoys more space than ),
I do. 'm Black, and it’s my move. How waslable  |L.. 2 &
to take advantage of the undefended White ‘ ﬁ ﬁ ; %%ﬁ i
Bishop on c4? by 2B A

Bradford—-Seirawan
US Championship, 1980

Double Attacks by a Pawn

Pawns are one of the paradoxes of chess: The fact that pawns are considered
weak makes the much-stronger minor pieces and the major pieces fear
them. You don’t believe me? To support my argument, let’s take a look at
one of history’s shortest master games.

H. Borochow-R. Fine

Pasadena, 1932

Who would guess that the player handling the Black pieces, Reuben Fine,
would become one of the world’s greatest chess masters? Remember, good
players become good only after suffering lots of defeats. So take heart!
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1.e4 Nf6
Chess has been played for centuries, and records have been kept of the
strongest players’ games. Over the years, opening schemes that have stood
the test of time have been given names. Openings have been named for the
nationality of players who championed their cause (Russian Defense,
French Defense, English Opening, and so forth) or for the place where
games featuring that opening were played (Merano Defense, Cambridge
Springs Defense, Catalan Opening, and so on). However, the most common
practice is to name an opening for the individual who introduced the scheme
into tournament play. After a millenium of chess games, entire en-
cyclopedias are now devoted to cataloging all the various openings! Black’s
first move, 1...Nf6 in response to 1.e4 by White, is known as Alekhine’s
Defense, in deference to former World Champion Alexander Alekhine, who
invented this opening. Black’s strategy is to allow White to push his center
pawns, hoping that they will become overextended and turn into targets.
The strategy is a risky one.

2.e5
The first example of the pawn’s power: The little guy tells the mighty Knight
to scram. The Knight has no choice but to do as it’s bidden, evidence of the
pawn paradox. The more valuable pieces cannot allow themselves to be
traded for a lowly pawn, so they must run from its slightest threat!

2...Nd5

3.c4
White continues to kick the poor beast around.

3...Nb6

4.d4 Nc62?
A blunder. Black should have challenged White’s center with 4...d6, which
would be the main line of Alekhine’s Defense.

5.d5!
So it’s a battle between Black’s Knights and White’s pawns. The mighty
steeds don’t stand a chance!
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5...Nxe5
Black would also lose after 5...Nb4 6.c5 N6xd5 7.a3, with which White wins
a Knight.

6.c5 Nbc4d
The slap-happy Knight has nowhere to run, so it’s forced to step forward to
its doom.

7.14
After several more moves, Black resigns.

Now that we have seen the pawns in action, we can take a look at their
virtues:

B You have more of them than of any other piece.

@ They are “baby Queens.” Each has the potential to become a
Queen when it reaches the other side of the board.

B If you trade a pawn for a piece, you get the better part of the deal.

Pawn Forks

Armed with this theoretical knowl-
edge, let’s jump right into some
practical examples of pawn forks.
In Diagram 26, Black should play
1...dxe4 or 1...Bb4, but instead he
makes a typical beginner’s mis-
take: 1...Bd6?? 2.e5! This pawn
fork will win one of the Black pieces.
Amazing, but true: The two mighty
Black pieces are helpless against
the lowly White pawn!

DIAGRAM 26. Black to play.
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DIAGRAM 27. White to play.

DIAGRAM 28. White to play.

By creating a pawn fork in Diagram 27, White has two ways of winning
material. One method is 1.f4!, by which White threatens to play 2.fxe5,
thereby winning a pawn and forking two Black pieces. If Black answers
with either 1...exf4 or 1...exd4, then 2.e5 leads to the desired fork. The
other possibility is 1.dxe5! Bxe5 2.f4, which threatens Black’s Bishop.
The cleric’s only retreat, 2...Bd6, is smashed by 3.e5 and ancther fork.

These examples make it clear that pawns are a menace. If you can’t
completely eradicate the critters, you must respectfully tiptoe around them.
Don’t make them mad: They obviously bite!

Discovered Attacks with Pawns

Aside from forking, pawns can also take part in discovered attacks. As
shown in Diagram 28, White can create a discovered attack with 1.c4.
White’s Bishop on b2 suddenly threatens Black’s Queen, while Black’s
Bishop on d5 is ambushed by the pawn. Black loses material.
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Tests

TEST 17. It’s Black’s turn to play. Would 1...Qg5
be a reasonable move?

TEST 18. It’'s White’s move. Black’s position
seems to be secure, but he is actually set up for a
knockout punch. Can you find a petite combina-
tion that allows White to create a pawn fork?

TEST 19. White has a Rook and two pawns for
two Knights, a 7-points to 6-points material ad-
vantage. However, the d6-pawn is threatened by
Black’s Knight on €8. It’s White’s turn to play.
Although White could defend the pawn by playing
1.Rcdl, he could instead force a sequence of
moves that features the tactics I've shown. Can
you find the second solution? Frustration alert!
This problem isn’t easy!
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CHAPTER THREE

The Pin

hen you attack a piece that your opponent cannot move without

losing a different piece of greater value, you are pinning the

first piece. When the piece of greater value is the King, this
tactic is called an absolute pin; when it is not the King, the tactic is called a
relative pin. Clearly an absolute pinis a far more serious threat than arelative
pin because your opponent absolutely cannot move the pinned piece. (Put-
ting his own King in check is illegal.)

The pin is one of the most common tactics used in chess, so you should
study it very carefully. Bear in mind that any piece is vulnerable to a pin, but
only a Queen, Bishop, or Rook can do the pinning—a King, Knight, or pawn
can only play the victim. Let’s look at the absolute pin first.

Absolute Pins

Pins occur during all phases of the
game, but they are most common in
the opening. An example of a typical
absolute pin in the opening is as
follows: 1.e4 e5 2.Nf3 Nc6 3. Nc3
d6 4.Bb5. The result is shown in
Diagram 29. Black’s Knight on c6
can’t move because White’s Bishop
would then attack Black’s King. :
Should Black panic at the first sign 25 N #
of such a pin? No, the Knight is well ﬁ Q % %

protected by the b7-pawn, and its
capture by the White Bishop would

DIAGRAM 29. Black to play.
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simply lead to an even trade. Because of this, Black can play 4...a6, asking
White what he intends to do with his Bishop. White then has to decide
whether to trade pieces with 5.Bxc6+ bxc6 or to retreat with 5.Ba4 and
allow Black to break the pin with 5...b5.

If Black doesn’t want to weaken his Queenside pawns, he would be
wiser to play 4...Bd7 instead. This move gives the Knight an extra defender
and simultaneously breaks the pin.

Although this particular pin does not prove to be fearsome, an absolute
pin can have a powerful impact on many positions. Pins are particularly
useful in fixing a piece on a vulnerable square so that it can he won at your
leisure. Pins can also prevent a piece from taking part in an offensive or
defensive maneuver elsewhere on the board.

Diagram 30 picks up the previous example where we left it. White has
played the useful move d2-d4. Black has squandered a move with the awful
a7-a5 and has lost the important a7-a6/b7-b5 pin-breaking possibility.
Taking advantage of the situation, White now plays 1.d5. The poor Black
Knight is unable to run away from the pawn, and White wins a piece. It's
that simple. Don’t let a pin freeze your pieces on doomed squares.

Here’s another opening sequence that commonly occurs in the games
of beginners: 1.e4 d5 2.exd5 Qxd5.
Black’s first two moves are known as
the Scandinavian Defense. Itisnota
good choice for an opening. (Devel-
oping your Queen too early in the
opening is very dangerous because
enemy pieces can then develop with
gain of tempo by attacking her.)
White plays 3.Nc3, the first gain.

i ﬁ ﬁ : fg i ﬁ Black, who must move his Queen

g Q%@ ot g and avoid the horse’s kick, plays
> -- 3...Qc6??, arotten move. (Best would
DIAGRAM 30. White to play. have been 3..Qa5, which leaves
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DiAGRAM 31. Black to play. DIAGRAM 32. Black to play.

White with only a small opening advantage.) White responds with 4.Bb5!,
and the position is now as shown in Diagram 31.

It’s only the fourth move, but Black has already lost his Queen, which
is attacked by the Bishop. Playing 4...Qxb5 allows 5.Nxb5, but Black can’t
move his Queen to safety because it is pinned to his King. Black has no
choice but to accept the loss of his most powerful piece for a mere Bishop
(9 points for 3 points). A devastating absolute pin.

Black has a good position in Diagram 32, but is faced with temptation.
Should he capture the hanging White Knight on e5? A snack of a free piece
worth 3 points is always desirable. However, the answer in this case is a
resounding No! Playing 1...Qxe5? loses the Black Queen after 2.Rel,
because the Queen is pinned to her King. The moral:

Look carefully before you take any “free” gifts from your opponent. He

may have prepared a clever trap!

You might have noticed that pins can be executed only by straight-line
pieces (Queens, Rooks, and Bishops). Because of this, you should always
be careful about putting vulnerable targets on the same line. Conversely,
when your opponent puts potential targets on the same line, look for pins!

Experienced players develop a real sensitivity for this kind of mistake.
For example, one of the first things a master would notice about the position
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DIAGRAM 33. White to play. DIAGRAM 34. White to play.

shown in Diagram 33 is that Black’s Knight and King are both on the a4—e8
line. White’s Queen can show her pinning powers with 1.Qad4!. Black’s
Knight is then pinned to his King, and no Black piece can defend it.

The position in Diagram 34 illustrates how one pin can lead to another.
White plays 1.Bxe6!, pinning the Rook on {7 to the Black King—an absolute
pin. Black would like to take this impudent Bishop prisoner, but his d7-pawn
is caught in a relative pin by White’s Rook on d1. Black plays 1...dxe6,
whereupon 2.Rxd8+ wins the Black Queen. Black has fallen victim to a pin.

Let’s make sure you've understood everything. The following tests
feature pins, though I might have thrown in a ringer that features a fork.

Tests

TEST 20. It’s White’s turn to play. Black is pouring

- & Q a5 = wepl|| the pressure on White’s center. How can White
#%57 1% 1 7l| use an absolute pin to get to Black’s King?

£ 28 o

& R -

SUEAD

AR & AR
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TEST 21. In this game, I defeated the Norwegian
Junior Champion and was able to go on and win
the World Junior Championship. I'm White, and
it's my move. I have to create a situation that will
lead to an absolute pin. What did I play?

TEST 22. It's White’s move. Heisin check and has
to decide between two reasonable possibilities:
1.Kh1 and 1.Bd4. Which is the correct choice?

TEST 23. Here, Black interposed the check with
1...Qd4, offering a trade of Queens. Was this the
best way to get out of check?
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TEST 24. A tricky moment for White. He creates
afork possibility by utilizing an absolute pin. How
did he do it?

TEST 25. White is down one pawn, but it’s his
move. He can win the pawn back with 1.Qxa7,
which also threatens 2.Qxe7 Checkmate. Can you
find something even better?

Ed. Lasker-Aualla
New York, 1947

TEST 26. Although material is even, Black has
been tormented by White’s advanced f6-pawn.
It’s Black’s turn to play. Noticing that White’s
Bishop is in an absolute pin, Black takes the
opportunity to play 1...Qxf6. Is this a good idea?
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Relative Pins

Relative pins, in one form or another, come about in most games. For
example, 1.e4 ¢6 2.Nc3 d5 3.Nf3 Bg4 produces a relative pin when the
Black Bishop pins the White Knight to the White Queen. Then after 4.d4
€6 5.e5 Bb4, we have an absolute pin. The difference between the two pins
is that White can move the Knight on {3 (though he would have to accept
the loss of his Queen after ...Bxd1). However, he can’t move the Knight on
¢3. This Knight's inability to move isn’t a matter of taste or desire; it's simply
illegal. You cannot give your King away!

In Diagram 35, White is applying pressure on Black’s ¢5-pawn, but the
pawn is protected and everything seems to be under control. White proves
otherwise and plays Nxb4! to take advantage of the pin on the gl-a7
diagonal and win a pawn. This relative pin is fairly common. Black could
capture on b4, but White’s reply of Bxb6 would only make matters worse.

Obviously, a relative pin is not as lethal as an absolute pin, so don’t
be surprised if the pinned piece moves. For a good example of a relative
pin gone bad, let’s look at a famous position from Philidor. After 1.e4 €5
2.Nf3 d6 3.Nc3 aé6? (a horrible waste of time) and 4.Bc4 Bg4??, Black
has pinned White’s Knight as shown in Diagram 36 and is secure in the
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DIAGRAM 35. White to play. DIAGRAM 36. White to play.
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DIAGRAM 37. White to play. DIAGRAM 38. Black to play.

8
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knowledge that the horse is not going anywhere. However, he’sin forarude
awakening. White plays 5.Nxe5!!, breaking the pin but exposing the White
Queen to danger. If Black takes the Knight with 5...dxe5, then 6.Qxg4 wins
a clean pawn. Undaunted, Black goes for the big meal: ...Bxd1? 6.Bxf7+
Ke7 7.Nd5 Checkmate. Black won the Queen but lost his King.

From this example, it’s clear that the hold of the relative pin cannot be
taken for granted. Never assume that the pinned piece won’t move.

The relative pin is most successful when an important piece is immedi-
ately threatened. Diagram 37 illustrates such an attack. Black’s Knight on
¢6 is pinned because his Rook on a8 sits on the same diagonal as White’s
g2-Bishop. White has to take advantage of this opportunity; otherwise, Black
will play ...Rad8, and the pin will no longer exist. White plays 1.b5. attacking
the c6-Knight. Rather than lose the Knight, Black will do best to move it to
safety with 1...Ne7 and allow 2.Bxa8, because then 2...Rxa8 leaves Black
down only the Exchange. A loss of 2 points is much better than the 3-point
deficit that results from the capture of the Knight.

Another advantage of the pinning tactic comes about when the defend-
ing player is unable to break the pin. He is then stuck nursing the pinned
piece and must meekly wait for more pressure to be applied. For example,
in Diagram 38, Black would love to move his Knight to safety with 1...Nd7,
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but because of the pin, 2.Bxd8 would lop off his Queen if he did so. A Queen
move like 1...Qc7 simply hangs the Knight, so Black tries to give the horse
extra support with 1...Kg7. With this move, he hopes to gain the time to
play 2...Qc7 followed by a Knight retreat of 3...Nd7 or 3...Ng8, which will
break the pin. Being careful not to let Black off the hook, White increases
the pressure with 2.Qh4 (2.Qc3, with an absolute pin on the a1-h8 diagonal,
is also very strong). Black is then completely helpless to prevent 3.Rf1
followed by 4.Bxf6, which captures the pinned Knight. This example shows
why pins are to be feared!

Remember, when a pin is working, look for ways to increase the
pressure on the target. You may not be able to find any, but the possibility
should always be considered.

Now try your hand at the following tests, which focus on relative pins.

Tests

TEST 27. It's White’s turn to play. Is Black’s posi-
tion as safe as it seems? Notice that Black’s Queen
on d7 is undefended. How can White take ad-
vantage of this?

TEST 28. Is there any way White can win a pawn
from this position?
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TEST 29. Ittook me along time to trap White, the
European Junior Champion, into this position,
and now it’s my move. The key to my trap is the
undefended Rook on d1. How did I win a pawn?

TEST 30. It’'s White’s move. Black’s Bishop is
pinned because any movement it makes will cost
the f7-pawn. Unfortunately, White doesn’t seem
to be able to take advantage of this fact. Can White
create any other pins?

TEST 31. Again, it’'s White’s move. Does your solu-
tion for the previous test also work here?
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TEST 32. Can White win material by pinning?

TEST 33. This test is based on a game between
two titans of chess. At the time, Alexander Alek-
hine was World Champion, and Aaron Nimzovich
was itching for a shot at the title. White has tied
up his opponent by using a striking series of
relative pins on both the cfile and the a4—e8
diagonal. Black is suffering but is managing to
hold on. Now it’s White’s move. How did White
put him out of his misery?
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CHAPTER FOUR

The Skewer

skewer has been likened to a pin in reverse. With a pin, the
attacker’s objective is to win the pinned piece or the more valuable

piece behind it. With a skewer, the attacker’s objective is to
threaten a valuable piece so that it is forced to move, allowing the capture
of a piece behind it.

The position in Diagram 39 illustrates two skewers. White’s Bishop
on d5 is skewering Black’s Rook and Knight, while White’s Rook is
skewering Black’s King and Rook. (If we were to invert Black’s two Queen-
side pieces and place his Knight on ¢6 and his Rook on b7, we would have
a pin instead of a skewer.) Although Black is a Rook ahead in the starting
position, he will finish up on the short end of the material count. First, his
priceless King is in check and is
forced to move with 1...Kg6. White e
responds with 2.Rxf8, capturing [Jae g

i '

the skewered Rook. But Black’s
problems aren’t over. He is destined
to lose even more material because
of the other skewer by the Bishop.
After Black moves the Rook on c6,
his Knight is lost.

Now let’s cement our under-
standing of the skewer with a few
more examples.

DIAGRAM 39. Black to play.
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DIAGRAM 40. White to play.

DIAGRAM 41. White to play.

In Diagram 40, White is down an Exchange, but he can still skewer
Black’s King and Rook and win material with 1.Qh3+. Now both 1...Qf5
and 1...Qe6 would mean the loss of Black’s Queen. Playing 1...Kd8 is
impossible because White’s Bishop on h4 covers the d8-square, so Black
has nothing better than 1...Kc6 or 1...Ke8, after which 2.Qxc8 grabs the

Rook for free.

Now take a look at Diagram 41, where Black has just played the poor
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DIAGRAM 42. White to play.
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1...Na5??, hoping to chop off
White’s Bishop on b3. He didn’t
notice the possibility of 2.Rh5!,
with which White skewers Black’s
Queen and Knight. After Black or-
ders his Queen’s retreat, the
Knight on a5 falls, and Black is
down a solid 3 points.

In Diagram 42, White’s pieces
are more active than Black’s, and
both Black’s Bishops are poorly
defended. Creating a skewer with
1.Qe4! is easy. The Bishop on e6 is
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attacked and if it moves, the poor thing on e7 becomes the sacrifice.
Now let’s try some tests. In the following section, you should look for
skewers, but if you find something better, don’t hesitate to use it!

Tests

TEST 34. What is White’s best move?

TEST 35. White is down an Exchange. Find two
ways that he can win back the Exchange.

TEST 36. List all of White’s possible skewers and
then decide which one is best.
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King Tactics
and Combinations

f you’ve been attentive, you’'ll have noticed by now that many tactics

are made possible by a weakened or open King. You can ignore an attack

on a Knight or Bishop; you can toss your Rooks to the winds; you can
sacrifice your Queen; but your King is indispensable. Lose it and the game
is over. Because of the finality associated with the King’s demise, it stands
to reason that several tactics and combinations revolve around this impor-
tant piece. In this chapter, we will look at tactics and combinations based on
stalemate, perpetual check, the destruction of the King’s cover, and back
rank checkmate.

Stalemate

At times, you will feel that your opponent is picking you apart. First he
devours all your pawns; then he dines on a minor piece or two; and finally
he carves up your Rooks and Queen. You're left with almost nothing at all...
a few survivors and a prayer. At this point in the game, a stalemate can
become very useful.

A stalemate occurs when it’s your turn to move but you don’t have a
legal move to play. When this happens, the material count becomes mean-
ingless, and the game is declared a draw. In tournament chess, a win is
worth 1 point, a draw is worth half a point, and a loss is worth a rather round
zero. When your back is against the wall, you will want to try to trick your
opponent into capturing more than he should so that you can force a
stalemate that will allow you to salvage a critical half-point.
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DIAGRAM 43. Black to play. DIAGRAM 44. Black to play.

Diagram 43 is a picture-perfect example of a stalemate. White is 9 points
ahead (a full Queen up), but we can see that even such a huge advantage in
material does not guarantee a win. The game is a draw because Black is
unable to move. His pawns are stuck where they stand, and the b8 and d8
squares are not available because of the presence of the White Queen. This
type of draw commonly happens when unwary players think the game is as
good as won and stop paying attention!

In Diagram 44, things don’t look good for Black. Aside from White’s
advantage of a Queen vs. a Rook (a 4-point difference), White also threatens
multiple checkmates (1.Qc7 Checkmate, 1.Qd7 Checkmate, and 1.Qf8
Checkmate). But closer scrutiny reveals that Black has a chance to save this
game. Atthe moment, his King has no legal moves. Only his Rook can move.
All Black has to do is get rid of this Rook, and a stalemate will result. With
thisideain mind, you should have no difficulty in spotting Black’s best move:
1...Rb6+!. White has no choice but to take the Rook with 2.Kxb6. If he
doesn’t, Black will capture the White Queen after the White King moves out
of the way. Unfortunately for White, capturing the Rook gets him nowhere,
because Black then finds himself without a move. The loyal Black Rook has
sacrificed itself to save its ruler!
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DIAGRAM 45. Black to play. DIAGRAM 46. Black to play.

White, with a two-pawn advantage, is on a roll in Diagram 45. He
threatens to pick up the Black Rook with 2.g7+ (a pawn fork). For Black,
running away with the Rook by playing 1...Rf1 loses to 2.Re8+ Kg7 3.Rg8
Checkmate or 3.h8=Q Checkmate, and staying on the back rank with 1...Ra8
loses to 2.Kh6 and a quick checkmate. So Black is on the lookout for a
stalemate, and he knows that he must somehow get rid of his mobile Rook.
Black plays 1...Rf5+! to which White responds 2.Kg4 (2.Kx{5 produces
stalemate, and 2.Kh6 Rh5+! forces White to chop off the Rook). Play contin-
ues with 2...Rf4+! 3.Kg3 Rf3+!. Black keeps checking on the ffile until
White tires of the chase, captures the Rook, and allows the stalemate.

Here's another example. In Diagram 46, Black is down two pieces.
Normally, he would be tempted to resign the game. Once again though,
we have the potential of a stalemated Black King. Because the Queen is
the only remaining active member in his army, Black hastens to rid himself
of her: 1...Qh2+!! 2.Kxh2 and lo and behold, draw by stalemate! So we
have a moral here:

If you are in real trouble but notice that your King has no moves, cheer

up and look for a stalemate!
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This moral has a flip side:

If you are mashing your opponent and expect him to resign at any

moment, don’t fall asleep! Be vigilant, or you might be surprised by a

game-saving stalemate.

We have been looking at the use of a stalemated King as a last-ditch,
loss-avoidance device. Be careful, though, that you don’t blunder into a
situation where your King is stalemated but the rest of your army has plenty
of moves. Imagine that, with a flourish, you sacrifice your army and confi-
dently claim stalemate, only to have your opponent point out that a little
pawn at the edge of the board still has a legal move. How embarrassing!

Let’s look at a few examples of undesirable stalemates. In Diagram 47,
Black’s problem lies with his King; it is stalemated and unable to go
anywhere. All White has to do is find a check, and the game will end
quickly. Because the h7-pawn is pinned by the Rook on h1, 1.Ng6 Check-
mate fits the bill rather well.

One of the nicest ways to punish a stalemated King is by way of a
smothered checkmate. A smothered checkmate occurs when a player’s King
is boxed in by his own pieces—literally smothered with affection and no
place to go. Such a situation is illustrated in Diagram 48. White plays

DIAGRAM 47. White to play. DIAGRAM 48. White to play.
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1.Qg8+!!, and after 1...Nxg8 or
1...Rxg8 (1..Kxg8is impossible be-
cause of the Bishop on c4), 2.Nf7 is
checkmate.

My favorite smothered check-
mate patternis shown in Diagram 49.
Here we have the same position as
in Diagram 48, except that White is
without his Bishop on c4. Now the
“brilliant” 1.Qg8+ would be refuted
with the simple 1...Kxg8. However,
White can still checkmate with
1.Nf7+ Kg8 2.Nh6++ (a double

.
g o L= N
ﬁ i
: 1 T SRR
=

M

DIAGRAM 49. White to play.

check) 2...Kh8 (2.. K18 allows 3.Qf7 Checkmate) 3.Qg8+!! Rxg§ 4.Nf7

Checkmate.

This last example calls to mind a fond memory. When my first chess
teacher, Jeffrey Parsons, showed me this smothered checkmate, I was in
breathless awe. I ran home to demonstrate it to my mother, who was busy
preparing the evening meal. I dragged her over to the chess table and
unveiled my newly discovered beauty. “Yasser, that’s marvelous!” she said.
“Now can I finish cooking?” I realized for the first time that the whole world
wasn’t enthralled by chess. Boy, just look what they’re missing!

Tests

TEST 37. It’s Black’s turn to play. How can he

save himself?
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Bernstein-Smyslov
Groningen, 1946

TEST 38. With a two-pawn deficit, White can only
hope for a miracle. It’s his move. Black’s a-pawn
isrunning for a Queen with 1...a3, 2...a2, and 3...al,
and White can do very little to prevent it. Should
White give up? Can you see an alternative?

TEST 39. With his extra Rook, Black is winning
easily. He would like to checkmate White quickly
with 1...Rh6+, but he sees that 2.Qxh6 would
thwart this plan. Because White’s King has the
h4-square and isn’t stalemated, Black plays
1...Rg5, with the powerful threat of 2..Rh5
Checkmate. Is this a wise move for Black?

TEST 40. Black has two extra pawns and is look-
ing for a quick win. Former World Champion
Vasily Smyslov decides to finish off his opponent
with 1...b2, because 2.Rxb2 Rh2+ will then
skewer the White Rook. Is this a good move?
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TEST 41. Black’s King is surrounded by White
pieces and will soon be checkmated. In despera-
tion, Black plays 1...Qh1+. Should White now
take the Black Queen?

TEST 42. This is one of the greatest saves in
chess history. Aside from being up a piece, Black
is about to checkmate the White King with
...Re2+. (For example, 1.gxf4 would lose to
1...Re2+ 2.Kh1 Qg2 Checkmate.) Instead of giving
up, White sets a devious trap with 1.h4! Re2+
2.Kh1. Should Black play 2...Qxg3?

TEST 43. White sees that Black’s King has no-
where to run to, and he would love to execute the
monarch with a winning check. How can White

finish off Black?

Perpetual Check

Another way for a losing player to save an otherwise hopeless position is to
engineer a perpetual check. This situation comes about when one player
repeatedly places his enemy’s King in check. The King is harassed back
and forth and is unable to escape the series of checks. When a sequence of
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DIAGRAM 50. White to play. DIAGRAM 51. White to play.
play play

moves results in the pieces moving back and forth on the same squares and
in the exact same positions three times, the game is called a three time
repetition of position and is declared a draw.

Diagram 50 shows a simple case of a perpetual check. Black threatens
to checkmate White with 1...Rb8+ or 1...Rf1+, so White must scramble to
save himself. Fortunately, an easy draw is available with 1.Qg6+ Kh8
2.Qh6+ Kg8 3.Qg6+, when the original position is repeated. After three
repetitions, either player can claim a draw.

Diagram 51 is another common example of a perpetual check. Black is
about to execute the enemy King, but White is able to survive by repeatedly
checking Black’s monarch. By keeping Black busy with checks, White
prevents his opponent from lowering the axe elsewhere on the board. A draw
by perpetual check results after 1.Rg7+ Kh8 2.Rh7+ Kg8 3.Rhg7+!. (This
check is with the correct Rook. A terrible mistake would be 3.Rdg7+??,
because Black could then cross the d-file with 3... Kf8 4. Rf7+ Ke8 5.Re7+ Kd8
6.Rd7+ Kc8, and then 7.Rc7+ would be met with 7...Qxc7, the winning move
for Black.) The game continues with 3...Kf8 4.Rgf7+ Ke8 5.Rfe7+, and
because Black can’t cross the barrier on the d-file, he must return to the
Kingside and allow the perpetual attack on his King.
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DIAGRAM 52. White to play. DIAGRAM 53. White to play.

I

As I've said, you use a perpetual check to save an otherwise inferior or
lost game, the goal being not a checkmate but a draw by repetition. But if
your opponent refuses to allow the repetition and walks into a checkmate,
by all means oblige him!

Let’s give the perpetual-check tactic a combinative flair by introducing
a sacrifice. In Diagram 52, White is about to be done in with 1...Rb8+,
1...Qb2+, or 1...Qal+. He must get to the Black King or give up the game.
Because the enemy monarch is surrounded by a wall of pawns, White has
to crash through this wall and get something going quickly. The slightest
hesitation and the game will be over. White snaps into action with 1.Rxg6+!
(uncovering the Black King), and Black is forced to play 1...fxg6. (Both
King moves lose: 1...Kh8?? 2.Qh4 Checkmate and 1...Kh7?? 2.Rgl1—discov-
ered check—2...f5 3.Qh4 Checkmate.) The game continues with 2.Qxg6+
Kh8 3.Qh6+ leading to a perpetual check and a subsequent draw.

I have attempted to weave the various tactical themes together in this
book so that as we move from one tactic to another, you'll be able to
recognize the presence of those I've previously presented. My objective is
to make you aware of common patterns so that you can develop your eye
for combinations as quickly as possible. In the position in Diagram 53,
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1.Qxg6+ is made possible by the
absolute pin that White’s Bishop has
created along the a2—g8 diagonal.
After1...Kh8 2.Qxh6+ Kg8 3.Qg6+,
we have the same perpetual check
as in the two previous examples.
Diagram 54 shows another typi-
cal perpetual-check pattern. White
forces a draw by moving his Queen
along the e8-h5 diagonal: 1.Qe8+
Kh7 2.Qh5+ Kg8 3.Qe8+ Draw.

TEST 44. It's White’s move, and he is down a
Rook. Is it time to give up? Or can he hang on?

TEST 45. It’s White’s turn to play. Find the perpet-
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TEST 46. Black doesn’t like the way this game is
going because he has less space than his oppo-
nent. Looking for a way to bail out, what surprise
does he unleash on his opponent?

Grigorian—Jurtaev
USSR, 1979

TEST 47. Black’s Rook on a2 is being attacked by
White’s Queen, but Black is also concerned about
White’s threat of 1.Re8+ Kh7 2.Qg8+ Checkmate.
Does he have any way out of this mess?

Domuk—Staerman
USSR, 1978

Destroying the King’s Cover

All chess players love to hunt down the enemy King. But capturing the King
isn’t easy. Usually the King sprints by castling to the Kingside, where he is
protected behind the pawns on £2, g2, and h2. To get at such an entrenched
monarch, a player will often sacrifice a piece or two to draw the supposedly
safe King out into hostile territory. When the King is floating around in the
center without cover, he usually perishes because the enemy pieces can
quickly hunt him down. If you sense such a checkmating possibility, throw
aside any material concerns. Even if you are many pieces down, a check-
mate always ends the struggle in your favor.
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DIAGRAM 55. White to play. DIAGRAM 56. White to play.

Diagram 55 shows a classic checkmating pattern. By covering both files,
White is able to play 1.Rh1 Checkmate. Let’s carry this idea into a more
complicated setting. In Diagram 56, both players are trying to get at each
other’s King. Black threatens White’s King with 1...Qb2 Checkmate. Black’s
King is weakened by the absence of the g7-pawn but seems safely tucked
behind the h7-pawn. Because this pawn is all that protects the Black King,
White must find a method of blowing the pawn away and creating the
checkmating position shown in Diagram 55. Playing without kid gloves,
White kicks the pawn off the board with 1.Qxh7+!. Without pawns sur-
rounding it, Black’s King is fair game for White’s Rooks, and 1...Kxh7
2.Rh1 produces checkmate. The fact that White is down a Queen in the
final position is meaningless. In fact, a Queen sacrifice that leads to check-
mate is most satisfying. Try it yourself sometime.

Diagram 57 is a famous example of a King being forced into hostile
territory. It is considered one of the world’s most beautiful combinations.
Black plays 1...Qxh3+!!, giving up his Queen but dragging the White King
forward into the jaws of doom. Play continues with 2.Kxh3 Rh6+ 3.Kg4.
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DIAGRAM 57. White-to play. DIAGRAM 58. White to play.
Averbakh—Kotov Phlaez
Ziirich, 1953

(Running up the board with his King isn’t what White wants to do, but he
has no choice.) Now 3...Nf6+ 4.Kf5 leads to the paradoxical 4...Ng4!!.
Black blocks the White Rook from participating in the defense and threatens
the killing ...Rf8+. Both 5.fxg4 Rf8+ and 5.Kxg4 Rg8+ 6.Kf5 Rf6 lead
to checkmate. This example shows how formidable Rooks are as hunters
when a King is opened up.

A common mistake made by beginners is thinking that the enemy King
is in trouble when it has been drawn only to the second rank. Sometimes,
the King is indeed in trouble, but usually it can simply step back into its
original position. Faced with the position in Diagram 58, many a White
player has tried 1.Ng5 h6 2.Nxf7?! Rxf7 3.Bxf7+ Kxf7. Thisisn’tagood
maneuver for White. Black’s King can easily step back to safety with 4...Kg8,
and though the material count is even (6 points vs. 6 points), two pieces are
usually considered superior to a Rook and a pawn in the middlegame,
because two pieces represent two strong attacking units vs. the Rook’s one.
(The extra pawn is only useful in an endgame.)
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DIAGRAM 59. White to play. DIAGRAM 60. Black to play.

If you want to be successful with a capture on {7, you must draw the
King even further into the center of the board. Diagram 59 offers a lively
illustration of how to do this. We have seen how dangerous it is for a King
to be drawn out into the open. Here, White finds a novel way of inviting
Black’s King to come to the party: 1.Bxf7+! Kxf7. The King has poked his
head out the docr. However, if he can go back into his hole with ...Kg8, then
White’s sacrifice will have been in vain. It’s time to grab him and pull him
into the open. White plays 2.Qe6+!!, offering up his Queen as well! Now
Black’s retreat with 2... Kf8 loses to 3.Ng5, and 4.Qf7 Checkmate is hard to
stop. Black decides to take the gift and steps into the middle of the board
with 2...Kxe6. The response: 3.Ng5 Checkmate!

Diagram 60 shows another example. Here, Black’s position is perfectly
alright, and he should play 1...Rd8, putting pressure on White’s d4-pawn.
Instead, he thinks it might be nice to get rid of White’s Knight, so he de-
cides to chase the Knight away with 1...f622. The roof unexpectedly caves
in after 2.Ng6+! hxgé 3.Rh1+, when Black has to play 3...Bh3+ and allow
4.Rxh3 Checkmate.

What happened here? It’s very simple. When your King is stalemated
or has few moves available, a warning light should start flashing in your
head. A King with limited ability to move is very vulnerable, because any
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check could easily result in checkmate. All the attacker has to do is find a
way to break into his majesty’s chambers. One of the good points of 1...Rd8
is that it gives the King access to the g8-square, thus ending any worries
about the type of massacre we just witnessed. The moral is:

Try to keep the pawn cover in front of your King intact and be sure

your King has room to breathe.

Tests

TEST 48. It's White’s move. Black’s King is nice
and snug behind his pawns. What can White do
to change things?

TEST 49. Black’s Rooks and Queen don’t seem to
be able to finish off White. Can you find a way for
Black to bring in another attacking unit?

TEST 50. White’s pieces are clustered around
Black’s King, but the Black pawns on g7 and h6é
are holding the fort. Realizing that he is a pawn
down, White has to find some way to break
through. Quiet maneuvers won’t get the job done.
This is a tough one. Can you find a forcing contin-
uation that wins the game for White?
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PART 1: Tactics and Combinations

Hort-Seirawan
Bad Kissingen, 1981
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Edward Lasker-
Sir George Thomas
London, 1911

TEST 51. My opponent in this game, the Czech
Grandmaster Vlastimil Hort, has a reputation for
tricking his opponents with tactical play. I have
deliberately captured his b2-pawn, and Hort has
played a Knight fork, winning a Rook. At this
point, I find a complicated way of destroying the
White King’s pawn cover with one of my best
combinations. What did I do? It’s alright if you
don’t see this one through to the end. What’s
important is that you learn to recognize the value
of making an enemy King vulnerable to direct
attack. If you can get the first four moves, give
yourself a pat on the back.

TEST 52. A wonderful classic from the treasure
chest of combinations. White sees that uncover-
ing the Bishop’s attack on the h7-square with
1.Nxf6+ fails when Black’s Queen defends with
1...gxf6. What beautiful scheme did White come
up with to create a King hunt?

Back Rank Checkmate

Aback rank checkmate occurs when the King is on the back rank; its pawn
shield is in place, preventing it from moving up the board; and it is under
attack by the enemy Queen or Rook. When the King has nowhere to run,
the check is deadly. The pattern that produces back rank checkmate is one
of the most common and most important in chess. Every player at one point
or another has fallen victim to a back rank checkmate. The mere threat of
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DIAGRAM 61. White to play. DIAGRAM 62. White to play.

it strikes fear into the hearts of experienced players. As a result, moves such
as h3and ...h6 or g3 and ...g6 are quite common. In chess terms, moves like
these are called making luft. (Luft is a German word meaning air.) Giving
the King “air” (room to breathe; in other words, an escape square) elimi-
nates the back rank problem once and for all.

Our first example (Diagram 61) shows how to avoid a back rank
checkmate by making lufl. Black threatens to checkmate White on the back
rank with 1...Rc1 Checkmate or 1...Rel Checkmate. How can White prevent
his King’s demise? If he plays 1.Ral, his Rook will be stuck on the back rank,
playing nursemaid to the King. The usual method of dealing with Black’s
back rank checkmate threat is for White to move one of the pawns that
imprison his King, playing either 1.h3 or 1.g3. However, before deciding on
this course of action, White must consider what the other Black pieces are
doing. Here, 1.h3 still allows 1...Rc1 Checkmate, because Black’s Bishop is
controlling the h2-square. The correct move is 1.g3, which limits the scope
of Black’s Bishop and gives the King the comfortable g2-square to run to.

The simple goal of trapping a cornered King on the back rank is the
driving force behind many combinations. Diagram 62 illustrates a common
back rank checkmating sequence. Black seems to be defending his back
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rank with his Rook, but after sacrific-

E ...Q.. %’ ﬁ @ ing the White Queen with 1.Qe8+!,

t 1 1 4 || Whiteforcescheckmatewith 1...Rxe8
: 1 - e 2.Rxe8 Checkmate.

' - In Diagram 63, Black’s King is

1 tucked away in a corner, and the

. Az back rank is weak. Moreover, Black
Q: ﬁ o ' i is woefully behind in development
ﬁ it % ,ﬁ ﬁ because his Bishop has nowhere
safe to go. As good as things look for
g % White, he is unable to finish off his
opponent because Black’s Queen is
keeping White’s Rook from playing
Re8. White’s goal is clear: Make the e8-square available for the Rook, and
checkmate will follow. In light of this goal, the suicidal 1.Qd6! makes a lot
of sense. White offers up his Queen, knowing that if she is taken, the
e8-square will no longer be defended. Because 1...Qg8 and 1...Qf7 fail to
2.BxQ and 1...Qxd6 2.Re8+ leads to checkmate, Black has no choice: He
must throw away his Bishop with 1...Bd7 or 1...Be6 to keep his back rank
safely protected. However, after 1...Bd7 2.Qxd7, the loss of the Bishop
still leads eventually to a White victory.

We have seen that a weak back rank is a serious problem—one to be
carefully avoided in your games. Inexperienced players are often so caught
up in their plans that they don’t take the time to ensure their King’s safety.
A good rule of thumb is to make some luft as soon as you see future back
rank problems looming. Be especially careful when the center of the board
starts to clear and the enemy Rooks have open files. On the other hand, if
your opponent seems to be neglecting his back rank, start looking for
possibilities that might lead to a back rank checkmate.

I've made a couple of changes to the previous position to produce
Diagram 64. One big difference is that White’s back rank is now weak, but
Black doesn’t seem to be in any position to take advantage of it. If White
thinks he can win with the same moves as in the previous example, then

DIAGRAM 63. White to play.
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DIAGRAM 64. White to play. DIAGRAM 65. White to play.

he’s in for a surprise. Play proceeds: 1.Qd6 Bd7! 2.Qxd7??. White snaps
up the Bishop because he thinks the extra piece will lead to an easy win.
To his surprise, he loses his Queen when Black plays 2...Rd8!. Suddenly
the roles are reversed! Black is pinning the White Queen to the opposite
back rank, and Queen moves, such as 3.Qxb7, allow 3...Rd1+ followed by
checkmate.

If, after 1.Qd6 Bd7!, White notices the rude trap that Black has set, he
might try 2.Qxf8+ Rxf8 3.Re7 in the hopes of getting a good endgame.
However, Black can still use a pin and take advantage of White’s weak back
rank to make life easier for himself with 3...Re8!. Then 4.Rxd7?? Rel is
checkmate. Alternatively, 4. Rxe8+ Bxe8 should lead to a draw.

By now, you probably have a sense of how tactics can be combined to
take advantage of a weak back rank. In the previous example, we saw the
effectiveness of a pin combined with a back rank checkmate. Diagram 65
shows how a back rank problem can also make forks and double attacks
stronger than usual. Black’s Queen is stuck guarding the e8-square, and the
normally impossible 1.Nc¢7! is now an excellent move because of possibil-
ities like 1...Qxc7 (or 1...Qxd2) 2.Re8+ Nf8 3.Rxf8 Checkmate. Faced with
threats of 2.Re8+ and 2.Nxa8, Black resigns the game.
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TEST 53. It’s Black’s move. Seeing that White’s
Rook cannot penetrate his position because the
e8-square is defended three times, Black is tempt-
ed to play 1...Rxa2 and grab a material advantage.
Should Black take this pawn?

TEST 54. Is the greedy 1..Qxa2 a worthwhile
move for Black?

TEST 55. Is 1.Qe8+ a winner for White from this
position?
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TEST 56. To Black, grabbing the a2-pawn with
1...Qxa2 seems a fine move. Can you see why this
move would lose him the game?
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Deflection

your opponent clings to life as hard as he can. As often as not, his

tough defense is made possible by one hard-working piece that is
somehow holding everything together. To break down such a position, you
need to chase the defender away from the critical area in the hopes that
the defense will then fall apart. Preventing the main defending piece from
performing its duties usually reduces the opponent’s army to chaos. This
concept is the basis of the tactic known as deflection.

The concept of the overworked piece is, to my mind, virtually the same
as the concept of deflection. An overworked piece is one that is asked to do
too much: The piece performs double duty, if you will. All you need to do is
pull it aside, at which point its duties will be left undone.

Here’s an example. In Diagram
66, Black is behind a pawn and, un-
derstandably, wants to get back his
lost material. He plays 1...Qxb2??
and feels pretty satisfied. After all,
his Queen is well defended by his
Bishop. Unfortunately, Black has
placed this Bishop in an overworked
position. The Bishop not only has to
defend the Queen, but must also
block any checks that materialize on
the back rank. This double duty leads
to immediate disaster after 2.Rd8+, DIAGRAM 66. Black to play.

a t times, you might find yourself on the brink of victory, except that
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because Black has no choice but to play 2...Bf8. Then after 3.Qxb2, his
poor Queen is whisked off the board.

Until now, I've focused on the thought processes of the attacker. Let’s
switch for a moment to the point of view of the defender—not as much fun,
but we’ll get back to the attack soon enough. For now, let’s defend.

We've seen that undefended pieces make ripe tactical targets, so you
know that defending your pieces is important. The best defenders are
pawns. They are slow and small, but they make excellent supporters.
However, be careful when your pieces have to defend one another; the
results can be disastrous. Often, a defending piece can simply be chased
away, as Diagram 67 illustrates. Here, material is even, but Black’s Knight
on b3 is hanging. Black’s best move is the retreat 1...Nbc5, which allows
White to devour an extra pawn with 2.Rxb6. Not thrilled with such a
possibility, Black defends the b3-Knight with 1...Nec5??. In his efforts to
save a pawn, Black ends up losing a piece. White’s 2.d4 puts the c5-Knight
under attack, and if that Knight moves, the one on b3 falls.

In Diagram 68, White has just played Qd3, offering to trade Queens.
Black is not averse to this arrangement, but he wants to trade on his own
terms. So, instead of the safe 1...Qxd3, Black plays 1...Rd8??. This move
also appears safe, until you consider that this Rook is the Queen’s only
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DIAGRAM 67. Black to play. DIAGRAM 68. Black to play.
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bodyguard. Small wonder, then, that
2.Re8+! leads to a forced win of ma-
terial. If Black plays 2..Rxe8, the
Queen’s sole defender is deflected,
and the simple 3.Qxd5 does the job.
The other possiblity, 2...Kg7, allows
3.Rxd§, after which White has de-
voured a Rook for a 5-point gain.
This method of drawing off a de-
fender is commonly used and must be
carefully guarded against.

Black threatens to win with
...Qxf2+in Diagram 69, but at the mo-
ment he is in check and must decide how best to get out of it. The correct
defense is 1...Kf8, after which 2.Rxh7 or 2.Qxh7 loses to the threatened
...Qxf2+. Instead, Black plays it “safe” with 1...Qf7?? and loses the house
after 2.Rxh7+!, when his King is forced to abandon the defense of his lady.
The game continues with 2...Kxh7 3.Qxf7+, and then—horror of hor-
rors—Black loses everything because his King and Rook are forked!

In all of these examples, the defender’s mistake was relying on his pieces
to defend one another. Of course, pieces are capable of defense, but some-
times you have to be careful that your defending piece doesn’t become the
victim of a deflection tactic.

So far, we've looked at simple cases of deflection and overworked pieces.
But this tactic can occasionally produce very involved, exquisite combina-
tions. The position in Diagram 70 on the next page is one of the most
beautiful examples of an overworked piece and the art of deflection. It is
a classic.

Black’s Rook on €8 is under pressure from White’s Rooks, but Black’s
Queen seems to be holding everything together. Noticing that Black is

DIAGRAM 69. Black to play.
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suffering from a potential back rank
weakness, White then decides to do
everything possible to deflect the
Black Queen from the defense of the
e8-Rook. He attacks the Queen with
1.Qg4!, forcing her to flee. Because
1...Qxg4 2.Rxe8+ Rxe8 3.Rx8
produces checkmate, Black plays
1...Qb5, which leads to 2.Qc4!!.
Once again, White’s Queen attacks
her Black counterpart, but this time
DIAGRAM 70. Black to play. two Black pieces can capture the im-
Adams—Torre pudent White Queen. Black chooses
New Orleans, 1920 2...Qd7 because both 2..Rxc4 and
2...Qxc4 lead to checkmate after
3.Rxe8+. White seems to have gone crazy when he plays 3.Qc7!!, but he’s
still trying to pull Black’s pieces away from the defense of the e8-Rook. If
either Black piece takes White’s Queen, then a checkmate on €8 will occur.
Play continues with 3...Qb5 4.a4! (more harassment of the poor Black
Queen) 4...Qxa4 5.Red! (threatening 6.Qxc8!, when 6...Rxc8 7.Rxa4
leaves White with an extra Rook) 5...Qb5 (5...Rxc7 is still impossible due
to 6.Rxe8 Checkmate) 6.Qxb7!. Now Black’s Queen has nowhere to run
to! Because 6...Qxb7 7.Rx e8+ leads to checkmate, Black resigns the game.
This complicated battle deserves close scrutiny, and I recommend that
you play it over several times until you thoroughly understand the ideas
and variations.
Now for some tests. To solve the problems in this section, take a long,
hard look at enemy pieces that are attacked or overworked, and then find a
way to make these factors work for you.
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Tests

TEST 57. It's White’s move. The only defender of
the Black Knight is the Bishop on d6. How can
White take advantage of this position?

TEST 58. If White’s Rook were not on the h-file,
Black could win the game with 1..Rh2+ 2.Kg1
Reg?2 Checkmate. How can Black make this fan-
tasy variation a reality?

TEST 59. I played into this position to set up my
opponent for a deflection tactic. Only one piece is
guarding the Knight on c8 and the Bishop on f6.
How did I exploit this fact?
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Seirawan-Henley
Memphis, 1976

TEST 60. This position is taken from my first US
Junior Championship. My opponent has sacrificed
a piece for a few pawns. His back rank is not
defended, and if I can lure his Queen away from
the protection of €8, then Qe8 would be check-
mate. How did I accomplish this goal?

TEST 61. White is down the Exchange, buthe has
a strong attack and it’s his turn to play. Notice that
any move by the Rook on g8 would allow Qg7
Checkmate, while Black’s Queen must protect
his f7-pawn or face Nxf7 Checkmate. How can
White lure Black’s pieces away from their impor-
tant defensive posts?
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Battery on an Open
File or Diagonal

crucial for Rooks and Bishops if you want them to play an active

part in the game. Many players don’t realize the advantages of
reinforcing control of files and diagonals by doubling the pieces on these
open lines. By putting two Rooks on a file or a Queen and a Bishop on a
diagonal, you can create situations where the lead piece can make excur-
sions into enemy territory under the watchful protection of its backup piece.
(Because the Queen and the Rooks move in similar ways, it's sometimes
even possible to triple on a file, though not on a diagonal.) Doubling on a
file or diagonal is known as creating a battery. Batteries are the powerhouse
punches of chess, and any opportunity to create one must be carefully
cultivated.

a s you gain experience, you'll learn that open files and diagonals are

Playing Down an Open File

When both players have pawns on the same file, the file is closed. When no
pawns are on a file, the file is open. And when only one player’s pawn is on
a file, the file is half-open. Open files are the Rook’s highways into the
opponent’s position. In particular, the 7th rank is usually the Rook’s stron-
gest position and is sometimes referred to as the “refreshment rank.” A
Rook on the 7th rank refreshes itself by munching on enemy pawns while
simultaneously eyeing the enemy King. Many authorities go so far as to
say that getting a Rook on the 7th rank is worth a pawn sacrifice. Let’s look
at some examples.
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DIAGRAM 71. White to play. DIAGRAM 72. White to play.

By playing 1.Rd7 in Diagram 71, White forks the h-pawn and b-pawn.
He also ties down Black’s King on the 8th rank. The difference between the
potential activity of the two Rooks is now striking. Always do your best to
ensure the activity of your Rooks. Too often, players try to develop their
Bishops, Knights, and Queen but do little to bring their Rooks into the battle.

As strong as a Rook on the 7th rank is, doubled Rooks on the 7th are even
stronger. Often called pigs on the 7th, doubled rooks on the 7th rank attack
the enemy pieces with the ferocity of wild boars. Such colorful expressions,
whatever their origins, certainly help impress upon us how powerful these
Rooks become. In Diagram 72, White plays 1.Rd7, and if Black defends his
h-pawn with 1...Kg8, then 2.Ree7 obliterates him. Here’s an example:
2...h5 3.Rg7+ Kf8 4.Rxg6. Black loses several pawns.

Placing two Rooks on the 7th produces such a strong position that
sacrificing a pawn to achieve it is a real bargain. From the position shown
in Diagram 73, White plays 1.Re7!, to which Black responds Rxf5. (If
Black defends with 1...Rf7, then 2.Rxf7 Kxf7 3.Rd7+ gives White an active
Rook and Black a passive one, leaving Black badly tied up.) Now 2.Rdd7
means Black will lose his Kingside pawns as well as some of his Queen-
side pawns.
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DIAGRAM 73. White to play. DIAGRAM 74. White to play.

Understanding the importance of the 7th rank makes it easier to appre-
ciate the usefulness of an open file. In Diagram 74, Black would be in good
shape if he could take the d-file with 1...Rd8 or if he could prevent White
from penetrating it with 1...Kf8 followed by 2...Ke7. But unfortunately for
Black, it is White’s move. By playing 1.Rd2, White lays claim to the d-file,
and Black is powerless to prevent the charge to the 7th.

The position in Diagram 75is almost identical to that in Diagram 74. The

difference is that each side has a
second Rook. Now when White goes || s
after the d-file with 1.Rd2, Black is ’ m E@)‘
able to mount a challenge with ;it‘ é .I
to double his Rooks and create a 3 ! ! )
battery enables him to dominate the S E P -
d-file with 2.Rad1! Rxd2+ 3.Rxd2. : ﬁ- ]
White’s inevitable jump to the 7th. !%)'

The domination of files by dou- ﬁ - m I
bling Rooks on themis considereda  |[I&== -

1...Rfd8. However, White’s ability
Once again, Black is unable to stop o m ‘ B

DIAGRAM 75. White to play.
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strategy rather than a tactic. A Russian children’s rhyme goes:

It’s very practical but just not tactical!
However, when you add such batteries to tactics like pins, double attacks,
and back rank checkmates, you open up a whole world of combinative
possibilities!

Diagram 76 shows an example of doubling and tripling on a file com-
bined with themes of double attack and use of the pin. When White plays
1.Bxh7!, Black can try the following defenses:

W 1...Kxh7, which leads to 2.Qd3+ (a double attack against h7
and d7) 2...Kg8 3.Rxd7. White has won a pawn.

B 1...g6, which traps the Bishop (Black hopes to win it later).
White then plays 2.Qd2, creating a triple battery on the pinned
Knight and ensuring that after Black picks up the trapped
Bishop, White will enjoy a one-pawn advantage.

B 1...e5or 1...c5, both of which are met with 2.Rd6 and varia-
tions similar to those produced by the previous two defenses.

An open file is particularly useful if it provides a route to the enemy
King’s encampment and can be used for a checkmating raid. In Diagram 77,
White threatens to end the game with Qh8 or Qh7 Checkmate, knowing

DIAGRAM 76. White to play. DIAGRAM 77, Black to play.
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that his Queen is firmly backed up
by the Rook on h1. Black’s only de-
fense is 1...f6, after which 2.Qh8+
(2.Qxgb+ Qg7 3.Qxg7+ Kxg7
4.Rd7+ Rf7 5.Rxf 7+ Kxf7 6.Rh7+
followed by 7.Rxb7 is also adequate
for a win) 2...Kf7 3.Rh7+ Ke8
4.Rxc7 Rxh8 5.Rxc8+ skewers
Black’s other Rook.

In Diagram 78, the h-file is only
half open because Black has a pawn
on h7. White would like to use the
half-open h-file to play for check-
mate. He is willing to give up a lot of material to reach his goal, but a direct
move like 1.Qh5 (threatening 2.Qxh7 Checkmate) allows 1...Be4 (defend-
ing the h7-pawn), whereas 1.Qd3 {5 2.gxf6 e.p. (en passant) gxf6 brings
Black’s Queen to the defense of the h7-pawn. So White plays with the in-
tention of opening the deadly h-file by sacrificing a Rook: 1.Rxh7! Kxh7
2.Qh5+ Kg8 3.Rh1 (creating a battery on the h-file) 3...f6. Black’s third
move is the only way to stop 4.Qh8 Checkmate. Black is hoping for 4.Qh8+
K£7, which will allow him to run with his King. However, White’s next move
closes the escape hatch: 4.g6!. Black’s entombe<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>