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Introduction

As a lifelong lover of books and all things chess, I’ve often had the good fortune to pick up a book that has made my spirits soar. One such book is a first edition of Practical Chess Grammar, or An Introduction to the Royal Game of Chess by W.S. Kenny, which was published in London in 1818.

My motives for writing this book for beginning chess players are exactly the same as those expressed by Kenny in his book:

Of all pastimes, it has been generally allowed by all who have had least insight into the game, that Chess is the most noble, as well as most fascinating: Kings and warriors have studied it, the former to establish laws, and the latter to plan engagements in the field; the mathematician has diligently examined its positions, to discover the solution of problems; and writers on education have concurred in recommending the cultivation of this pleasing exercise of the mind: at the same time, many are deterred from acquiring a knowledge of the game, owing to a false idea that it requires so mathematical a genius as to be suitable only for a Newton or a Euclid. In order to remove this false impression, the author of the present work offers to the learners of this pleasing amusement an insight into the nature of the game of Chess....

How nice it is to know that the same understandings and misunderstandings existed then as they do now.

The purpose of this book is to invite you, dear reader, into the incredible world of chess. Did you know that most countries consider chess a sport? And that in the Soviet Union, chess is the most popular national pastime? The two largest sports associations in the world are the IOC (International Olympic Committee) and FIFA (Fédération Internationale de Footbal Association—here, footbal refers to soccer). The third is the FIDE (Fédération Internationale des Échecs), the international chess federation.

Chess is played around the globe by millions of enthusiasts. Unlike other sports, chess is constant. Whether on the beaches of Brazil, beneath the Great Wall of China, or at a Texas barbecue, the game is played the same—same movements, same rules. Chess has a language of its own, and since I began playing chess, I’ve made dozens of friends, communicating with them through the pieces and squares.

Because the necessary equipment is inexpensive, chess has been called the most democratic of games. It crosses many boundaries: race, class, caste, sex, culture, religion, and so on. It is played by people from all walks of life. And it is played by those who can’t walk. My first teacher, David Chapman, was a paraplegic. Blind singer and pianist Ray Charles admits that chess is his passion. You don’t have to be 7 feet tall, as quick as Carl Lewis, or as strong as Mike Tyson to play chess. All you have to do is think.

When most people learn to play chess, they usually memorize the movements of the pieces and then spend years pummeling away at each other with little rhyme and even less reason. Though I will show you how each piece leaps around, what its favorite foods are, and what it likes to do on holidays, the real purpose of this book is to teach you the four major principles of my Seirawan method: force, time, space, and pawn structure. Each is easy to understand and each is a weapon that will enable you to defeat most anyone you challenge to a game.

After a general introduction to the game of chess, I explain each of the four principles in its own chapter. But you will find much more in these pages. Annotated games illustrate each principle with examples, and entire games allow you to see how the principles fit together. I suggest that you read with a chessboard set up in front of you so that you can play through these examples and turn theory into immediate practice. For those of you who want to measure your progress, pop quizzes allow you to check your understanding of specific concepts, and tests at the end of the chapters give you experience in putting the concepts together. (You’ll find answers to the quizzes and the tests at the end of the book.)

I want this book to be fun to read in addition to being instructive. For that reason, I’ve included highlights of chess history and profiles of some of the interesting—and quirky!— people who have played major roles in the development of the game.

Throughout the book, I offer psychological hints on ways to approach both the game and your opponent. People who play chess are inexorably changed. Their powers of concentration, reasoning, and perception are all heightened. Because planning and purposefulness go hand in hand, people who play chess become more responsible and disciplined.

Let me be the first to congratulate you on buying this book. You obviously want to hone your thinking skills by learning to play chess. This book offers you an introduction to the game that will both entertain you and transform you into a veritable gladiator of the chessboard.

Yasser Seirawan
Seattle, Washington


CHAPTER ONE
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The Evolution of Chess

We know that chess existed in India at the beginning of the 7th century, and we have evidence that a form of chess existed in central Asia in the 1st century. Some people claim that the game might date back as far as the 15th century B.C. Nobody knows exactly how old chess is.

From India, chess quickly spread to Persia and thence to Arabia, where powerful rulers patronized good players in the same manner that European nobility would later patronize musicians and artists. Chess first came to Europe when the Moors conquered Spain in the 8th century. Within a century or two, chess was being played throughout Europe, including Russia, spread by either soldiers or traders.

Whereas the countries of East Asia adapted the rules of the game and the board to local customs, Europe adopted the Muslim form of chess and played it for six centuries without change. Then the game changed dramatically, turning chess from a stodgy game of slow advances into a game of lightning strikes and constant action. You’ll learn more about this change when we talk about the way the Queen moves.

In Europe, chess was played mostly by people in religious orders and royal courts. Not until the 19th century were clubs founded and tournaments organized, thereby giving chess a wider following. Soon thereafter, a World Champion was crowned, and professional chess players began to appear for the first time. Chess literature began to proliferate as ordinary people came to love the game. Today, chess is played in virtually every country in the world. With tens of thousands of competitions and hundreds of magazines, chess is the world’s most popular board game and one of the most beloved of all games.

Why Play Chess?

You would be foolish indeed if you played chess simply to win. You can always find opponents who are weaker than you are to ensure that you win game after game. But what would be the point? You would become bored, your game wouldn’t improve, and you’d miss out on the fun of constantly learning more about chess. You should always seek out opponents equal or superior to yourself. You will certainly lose your share of games, but your victories will be sweeter and the lessons from the losses will strengthen your play.

I play chess because it enables me to engage in a physically safe but psychologically strenuous battle in which I pit my wits against those of my opponent. Complex strategies that include vicious attacks and subtle defenses take me beyond the thrill of competition and into the realms of the creative process, of art. Each game demands an ordered mind and deep concentration, and can result not only in a deeply satisfying victory on the chessboard, but also in an improvement in my daily life due to the mental focus that playing chess develops in me.

This anonymous chess saying nicely sums up the reasons why most of us play chess:

Chess, like love, like music, has the power to make men happy.

Young or old, black or white, male or female, jock or couch potato, cook or computer programmer—everyone can learn how to play chess and know the satisfaction of unleashing their creative and combative potential at the chessboard. Chess is in many ways a great equalizer. Having said that, I have to acknowledge that, perplexingly, chess is a great bastion of male chauvinism.

Women in Chess

Unlike other sports where physical prowess determines the outcome, you would think that chess would allow men and women to compete on an equal level. Shockingly, males dominate the sport of chess. There are no women among the world’s top 100 players. The Women’s World Champion, Maya Chiburdanidze, has a numerical rating of 2500, compared with a rating of 2800 for Garry Kasparov, the World Champion. Professional chess players consider a Grandmaster to be a “class” better than a Grandmaster with 50 fewer rating points. What makes Kasparov six “classes” better than Chiburdanidze? I don’t know. I can only say that so complete is male domination of the chess world that very few women have earned the Grandmaster title. In an insult to women everywhere, FIDE simply lowered the performance level required for women to earn titles, thereby adding a new twist to the mysterious world of chess. (FIDE is an acronym for Fédération Internationale des Échecs, the international chess federation.) Women can now earn Woman Grandmaster (WGM) and Woman International Master (WIM) titles.

Bowing to tradition, in this book I refer to all chess players as he. To those readers who might find the exclusive use of this pronoun offensive, I apologize. It reflects the current reality of the chess world. I encourage female chess players everywhere to change that reality.

Necessary Equipment

The Chessboard

The chessboard is a square, checkered board of 64 alternately colored squares, 8 from top to bottom and 8 from side to side. The squares can be any size.

The board can be made of virtually any material. The more expensive, wooden boards are suitable for use at home, whereas the folding vinyl or plastic boards are perfect for carrying around. If no other board is available, you can easily make one from cloth. Failing that, you can always draw one on the floor, though other members of your household may not approve of this solution.

Putting Color into the Game

Throughout the history of chess, the 8 x 8 board has been the standard in almost every country. However, the squares were not differentiated by color in the early years of the game. A European innovation in the 11th century added dark and light shades and led to the dark and light squares of modern boards.

The best colors for chessboards are brown or green and off-white. Black and red boards are too glaring on the eyes and are never used in competitions.

Before setting up your pieces, always make sure that the square in the bottom right corner is light colored (see Diagram 1). The rule for chess players and dieters is: Light is right.
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DIAGRAM 1.



The Chessmen

At the start of a game, each player has an army of 16 men, consisting of eight pieces and eight pawns. The pieces include a King, a Queen, two Bishops, two Knights, and two Rooks. The goal of the game is to capture your opponent’s King, so the King is in a class of its own. The other pieces are divided into two groups: the Bishops and Knights are minor pieces, and the Rooks and the Queen are major pieces.

The two armies are distinguished by their color. For obvious reasons, the player with the lighter-colored army is referred to as White, and the player with the darker-colored army is referred to as Black. By tradition, when discussing particular games, the name of the person playing White is always given first. For example, in the Karl Anderssen-Ignác Kolisch match mentioned in the next section, Anderssen is White and Kolisch is Black.

Today, most chess sets are variations of a classic design by Englishman Howard Staunton (1810–74). Later in this chapter, you will see photographs of Staunton chessmen.

Chess Timers

The scene: a tournament in the mid 1800s. Paul Morphy (considered by many people to be the greatest player of all time) is becoming agitated. His opponent, Louis Paulsen, has been deliberating over his move for 9 hours. Morphy, usually the epitome of politeness and certainly one of the quickest players around, finally feels the need to ask, “Excuse me, why aren’t you making a move?” Paulsen comes to life with a jerk: “Oh, I thought it was your move!”

Incidents such as this one prompted the idea that games should be timed, and in 1861 the Karl Anderssen-Ignác Kolisch match in London introduced the concept of timed games to the world by timing the match with an hourglass for each player.

Technology soon left the hourglass behind. When Wilhelm Steinitz established himself as the world’s best player by defeating Anderssen in 1866, the games were timed by independent clocks. By the 1880s, the first mechanical, double chess clock had been invented.

Today, on the international scene, each player commonly has 2 hours to complete 40 moves. Other time limits are also used, though, with Blitz chess (where each player has 5 minutes for the entire game!) being particularly exciting and popular.

A chess clock consists of two timers attached to each other or set side by side. Whereas a chessboard is mandatory equipment, a chess clock is necessary only for tournaments. You can enjoy chess for a lifetime and never use a clock.

The idea behind using a chess clock is to allow each player only a certain amount of thinking time. Let’s say that you are playing a game in which each side is allowed 1 hour for the whole game. While you are thinking over your move, your timer ticks away the precious minutes of your hour. When you make a move, you reach over to the clock and press the button closest to you. Your timer stops and the timer of your opponent starts. Your opponent does likewise. To win the game, you must either checkmate your opponent, force him to give up, or present him with such difficult problems that he uses up all his time and, as a result, forfeits the game.

Today, two types of clocks are used. Most common is the old mechanical, windup style. These clocks usually range in price from about $50 to $80. A popular alternative is the digital clock, preferred by many people because it displays the remaining time to the second. Digital clocks tend to be more expensive than mechanical clocks—ranging anywhere from $60 to $120.

If you don’t own a clock but want to time your games, you can use a tape recorder to sound a beep every 10 seconds. When you hear the beep, you must make your move or suffer some dire consequence—forfeiture of the game is the usual penalty, but you can be creative: loss of all your worldly possessions, exile to a remote island where nobody plays chess, and so forth.

Reading and Writing Chess Moves

Before I can describe how to set up the chessboard and how to move the pieces and pawns, I need to explain algebraic chess notation. Many ways of writing down chess moves have been tried over the years, but algebraic notation has become increasingly popular in the last couple of centuries. Today, it is the only notation recognized by FIDE.

Besides its ease of use, algebraic notation is particularly valuable because it is essentially the same in all languages. The only difference from language to language is the letter used to denote the piece being moved. For example, in English a Bishop is represented by a B. In German a Bishop is called a Laufer (which actually means runner), so an L represents this piece. However, if the Bishop is being moved to square c4, the move is written similarly: Bc4 or Lc4.

No matter which notation is used, the following symbols always mean the same thing: !—excellent move; !!—brilliant move; ?—poor move; ??—gross blunder; ?!—dubious move; and !?—interesting move.

Mastering Algebraic Notation

At one time or another, everyone has glanced through a chess book or at the chess column in a newspaper and noticed strange combinations of letters and numbers that obviously constitute a secret code decipherable only by genius cryptographers.

Not so. Algebraic chess notation is easy to learn. But don’t tell anybody. Let your friends be amazed by your brilliance, and let your family think that you have just mastered an ancient language. This illusion might be useful if you take a trip: “I have to stop over in Washington, dear. The Smithsonian wants me to look at a new codex they just dug up.”
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DIAGRAM 2.



Diagram 2 tells just about all you need to know as far as algebraic notation is concerned. By convention, chess diagrams always show White playing from the bottom and Black playing from the top.

The eight files (rows that run left to right for White and right to left for Black) are indicated by the small letters a, b, c, d, e, f, g, and h, respectively. The eight ranks (columns that run from bottom to top for White and from top to bottom for Black) are numbered 1 through 8. In the starting position, the White pieces and pawns are placed on the 1st and 2nd ranks, and the Black pieces and pawns are placed on the 7th and 8th ranks. (I’ll cover how to set up the pieces and pawns and how to move them later in this chapter.)

As you can see in Diagram 2, this letter/number scheme gives each individual square a permanent “name.” Don’t bother memorizing these names. Instead, simply join together the file letter and the rank number.

Let’s look at Diagram 3 as an illustration. If a piece is moved to the X’ed square, you simply combine the file’s letter and the rank’s number to obtain the square’s name—in this case, e4. Then place the first letter of the piece being moved in front of the square’s name. For example, if you move your King to the X’ed square, you write Ke4. If you move your Bishop to that square, you write Be4. To avoid confusion with the King, a Knight is indicated by N, so if you move your Knight to that square, you write Ne4. A Rook would be Re4, and a Queen would be Qe4. Pawn moves are recognized by the absence of any letter. Thus, if you move a pawn to e4, simply write e4.
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DIAGRAM 3.



Captures are indicated by an x. If a Knight captures another piece on e4, you write the move as Nxe4. When a pawn makes a capture, you must also record the file from which it came. Thus, moving a pawn from f3 to capture something on e4 is written like this: fxe4.

Here is another rule concerning algebraic notation:

[image: image]  If two identical pieces can go to the same square, you must clearly identify which piece is being moved.


QUIZ 1. Give the names of the three squares marked with an X in Diagram 4.
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DIAGRAM 4.



For example, Diagram 5 shows White Knights on both c3 and g3. If one of the Knights moves to square e4, you cannot write Ne4 because that notation doesn’t indicate which Knight moved. Writing Nce4 makes it clear that the c3-Knight moved.

Diagram 6 shows another problem that you might run into. Here, both Knights are on the c-file and they can both move to e4. Writing Nce4 would not help at all here. Instead, N3e4 shows that the Knight on the 3rd rank is the one that is going to e4.

The next four notation rules may not make much sense to you if you are completely new to chess. Don’t panic! I’ll cover the four moves in question in detail later in the book. Their notation rules are included here so that you’ll have all the rules in one place for future reference.

[image: image]  Castling involves moving the King and the Rook at the same time. You use one of two castling notations, depending on which Rook is involved in the move. If the Rook on either h1 or h8 is involved, the move is written O-O. If the Rook on either a1 or a8 is involved, the move is written O-O-O.

[image: image]  An en passant capture is shown by placing e.p. after the move.

[image: image]  If you check your opponent’s King, you write either ch or + after the move. In this book, I will use +.

[image: image]  If you promote a pawn to a piece, you simply write the move made by the pawn and say which piece it turns into. For example, in Diagram 7, if you move the pawn on e7 to e8 and promote it to a Queen, you write e8=Q; if you promote it to a Knight, you write e8=N.
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DIAGRAM 5.
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DIAGRAM 6.



I should mention one other notation convention. A complete move consists of a move number followed by White’s move and then Black’s move, like this: 1.e4 e5. In game annotations (commentary), it is often necessary to discuss first White’s move and then Black’s move. White’s move presents no problems: 1.e4 is obviously White’s move. To avoid confusion when discussing Black’s move, the convention is to replace White’s move with three periods, as in 1...e5.

That’s all there is to algebraic notation! Don’t let it scare you. With a little practice, it will become second nature.
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DIAGRAM 7.



How to Set Up the Board

Chessmen have been placed in the same starting positions for centuries. Some players, afraid that chess is becoming played out, have recommended different starting setups. Though these other arrangements are interesting, they have never really caught on. There is still only one accepted way to set up the chessboard.

Diagram 8 shows all the pieces and pawns in their starting positions. Note the King and Queen in the middle, the Bishops on either side of them, and further out, the Knights and the Rooks. The pawns are lined up in front of the pieces, like foot soldiers on parade.

The main point of confusion for some people is where to place the King and Queen. Does the King go on the right or the left Here’s a simple rule to help you remember:
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DIAGRAM 8.



Always put the Queen on her color.

In the diagram you can see that the White Queen is on a light square and the Black Queen is on a dark square.

Dividing the Board

The chessboard is divided into areas known as the Kingside and the Queenside. White’s Kingside is all the squares in the e1-e4-h4-h1 rectangle, and his Queenside is all the squares in the d1-d4-a4-a1 rectangle. Black’s Kingside is all the squares in the e8-e5-h5-h8 rectangle, and his Queenside is all the squares in the d8-d5-a5-a8 rectangle.


QUIZ 2. Take all



How to Move the Pieces and Pawns





The King’s Stately Pace
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The Birth of a Queen
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The Rook Is Not a Castle
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Elephant, Runner, and Finally Bishop
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The Noble Knight
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The Lowly Pawn
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How the Game Is Won


Check and Checkmate
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	1.
	  f4
	      e6



	2.
	  g4
	      Qh4+







Capturing: Taking Men Out of Action









The Confusing Case of Stalemate
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The Three Phases of a Chess Game






More Moves and Rules

The Enigmatic Rule of En Passant
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The Leap of the King
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Gardez!



Touch Move and Other Rules



An Example Game





	1.
	  e4
	      e6



	2.
	  d4
	      d5



	3.
	  e5
	      c5



	4.
	  c3
	      Nc6



	5.
	  Bd3
	      c4



	6.
	  Bc2
	      Nge7



	7.
	  Nh3
	      b6



	8.
	  O-O
	      Bd7



	9.
	  b4
	      cxb3 e.p.



	10.
	  axb3
	      Rc8



	11.
	  Qh5
	      a6



	12.
	  Ng5
	      g6



	13.
	  Nxh7
	      gxh5



	14.
	  Nf6 checkmate
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Testing Your Skills





	1.
	  e4
	      e5



	2.
	  f4
	      exf4



	3.
	  Nf3
	      Be7



	4.
	  Bc4
	      Bh4+
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