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Chapter 1



WHAT CALCULATION IS – AND ISN’T

“We think in generalities, we live in details.”

–Alfred North Whitehead

Like the rest of us, chessplayers think in generalities – the value of centralizing pieces, the way to exploit doubled pawns and bad bishops, the strength of a rook or knight. But they also live in the details of a game – the “if I move my bishop there, he plays knight takes pawn check” details.

Entire libraries have been devoted to teaching the generalities of chess. These books use specific examples, of course, to illustrate when files should be opened or passed pawns pushed or queens exchanged. But then, in a real game, when you have to apply several of those general principles to a very specific situation, you may find that they contradict each other. In a typical middlegame position there may be two or three solid principles recommending, say 23.♖c6, and a couple more endorsing 23.exf5, and still others that seem to urge you to play 23.♘f6+. And the only way to figure out which is best is to wade into the details.

Ask a master what he actually does during a game and, if truthful, he’ll answer: “I calculate variations.” He looks a few moves ahead and makes a judgment about the various possibilities at his disposal.

He knows the old saying that, “Chess is 99 percent tactics,” but he also knows it’s inaccurate. Chess is really 99 percent calculation – the inner game of chess.



KAMSKY – MAMEDYAROV

World Cup 2013
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White to move





An amateur looking at this position would quickly count up material and realize that White has three extra pawns and Black has an extra bishop. That’s roughly even.

He would see that White has two advanced passed pawns, at e6 and f7, an important asset. But he would also see that those pawns are firmly blockaded. Moreover, they could be quickly lost after …♖b6 and …♖xe6 or …♗xe6.

The amateur would also realize that White’s rook is aggressively placed at h4 but threatened by a bishop. He would look for a forcing way to make use of the rook. But 1.♕e5+?? just loses the queen and 1.♕c3+? ♕xc3 2.bxc3 ♗xh4 trades into a dead-lost endgame.

That’s a lot to see. But a master would see something else. If the queen were to check on another square, such as d4 or h6, mate would follow immediately.

With that in mind, a master quickly calculates a promising line:

1.♕e3!!

What he saw was 1…♗xh4 2.♕d4+, which can lead to 2…♗f6 3.♕xf6+ ♔h6. (Or Black can play 2…♔h6 3.♕xh4+ ♔g7 4.♕f6+ ♔h6. The same position is reached.)

The master would see that far and realize he can force perpetual check. But he would look further, for a knockout. Then he would fi nd 4.♖f4!. It threatens 5.♖h4#.

Black could avoid that with 4…♕xf4, but after 5.♕xf4+ ♔g7 White is now ahead in material and there is likely to be a way to win more of it. (It’s there: 6.♕d4+ and 7.♕xd5.)

The master would also see that Black has one alternative after 1.♕e3. That’s what happened in the game.



	1…
	h5!



	2.♕d4+
	♔h6
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A master might only see this far when he began calculating 1.♕e3. But he appreciates that Black’s king position has been weakened considerably since the position in the previous diagram.

A master “feels” that there should be a killer here. He knows it should be a forcing move, such as 3.♖f6. That threatens 4.♖xg6+. A quick look at 3…♗xf6 4.♕xf6 with a threat of 5.♕xg6# looks good. But he also finds:

3.♖xh5+!

A check is more forcing and its consequences are generally easier to calculate. White saw that 3…gxh5 4.♖f6+ leads to another quick mate (4…♗xf6 5.♕xf6#; 4…♔g5 5.h4#; or 4…♔g7 5.♖g6+).

Black saw that much – and also that 3…♔xh5 4.♕g7! ends resistance, with its threat of ♕xg6+ – so he resigned. Once again good calculation clinched the win.

Calculation may well be the most important skill a chessplayer can master. Yet more misinformation is circulated about calculating than about any other aspect of chess.

It is widely believed, for example, that you are born either with or without calculating ability, that it cannot be taught. Almost everyone agrees, furthermore, that computers calculate much more efficiently than humans. And it is stated with the utmost authority that there is one and only one correct method of counting out variations, which all masters follow rigorously.

None of these statements is true. Calculation is a skill that can be studied, learned, and sharpened. A player can calculate much more efficiently than any machine. And masters select moves and visualize and evaluate their consequences using a wide variety of methods.

We’ll examine these claims in subsequent chapters, but right now let’s consider a few more myths:

The Myth of the Long Variations

A popular view among amateurs is that grandmasters are grandmasters because they routinely see 10 moves ahead. There are, of course, examples of this by GMs, but they are relatively rare.

Much more common is the kind of calculation that calls for seeing not more than two moves into the future. And most of the time these two-move variations lead only to minor improvements in the position. But these improvements can add up.

When Mikhail Botvinnik lost on first board during the 1955 Soviet-American match, the world champion explained the result simply: “It shows I need to perfect my play of two-move variations.”

Let’s see what Botvinnik meant:

RESHEVSKY – BOTVINNIK

USA-USSR Match

Moscow 1955

1.d4 e6 2.c4 d5 3.♘c3 c6 4.e3 ♘f6 5.♘f3 ♘bd7 6.♗d3 dxc4 7.♗xc4 b5 8.♗d3 a6 9.e4 c5 10.e5 cxd4 11.♘xb5 ♘xe5 12.♘xe5 axb5 13.♕f3 ♕a5+ 14.♔e2 ♗d6 15.♕c6+ ♔e7 16.♗d2 b4 17.♕xd6+!? ♔xd6 18.♘c4+ ♔d7 19.♘xa5 ♖xa5 20.♖hc1 ♗a6 21.♗xa6 ♖xa6 22.♖c4 ♘d5 23.♖xd4 ♖b8 24.♔d3 h5 25.♔c4 b3 26.a4 ♖c6+ 27.♔d3 ♖c2 28.♖b1

[image: image]

Because it was played in the depths of the Cold War, this game drew enormous attention and the news accounts made much of White’s queen sacrifice at move 17. Actually, it was just a three-move combination designed to trade down to an equal-material endgame.

What do we have now? White has a passed a-pawn, a somewhat better-positioned king, and a minor piece (the bishop) with greater scope. But his pieces are temporarily tied to the defense of his second-rank pawns. Black’s rooks and centralized knight should give him enough counterplay. Here, for example, Black has good winning chances with 28…♖b6!, threatening 29…♖d6, 30…e5, and a powerful discovered check once the d4-rook moves.



	28…
	♖bc8?




Botvinnik saw 28…♖b6 but talked himself out of it, thinking that 29.♖c4, threatening 30.♖xc2, was a strong reply. What he overlooked was 29…♖c6!, after which White’s position is precarious (30.♖xc2 ♖xc2 31.a5 ♔c6 and White begins to run out of moves).

So Black prepares …♖bc8-c6-d6, stopping 29.♖c4 but costing himself a vital tempo. Black is not losing now, he’s just not winning.



	29.a5
	♖8c6



	30.♔e2
	♖d6



	31.♔e1
	




Now we see why the lost tempo is important. If White’s pawn were still on a4, Black would be close to scoring with 31…♘b6! 32.♖xd6+ ♔xd6 33.a5 ♘d5, followed eventually by …♔c5 and …♘b4.



	31…
	♘c7?




A second miscalculation of a two-move variation. Botvinnik said he was in a rush to exchange rooks, overlooking that 31…e5 32.♖d3 ♘c7! reaches the same position as in the game but with an extra …e6-e5 thrown in (33.♖xb3 loses the d2-bishop).



	32.♖xd6+
	♔xd6



	33.♗c3
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	33…
	f6



	34.♖a1
	♘a6?




Strike three, and this one is fatal. Black could draw with 34…♔c5! and 35.♖a3 ♔c4. White would have nothing better than repeating the position (36.♖a4+ ♔-moves 37.♖a3).

35.♖a3!

And this is the fourth two-move variation the world champion overlooked. He saw that 34.♖a1 threatens to ram the a-pawn but didn’t realize that 35.♖a3, winning the b-pawn, was also threatened.

The game was over as soon as Black sealed his 41st move: 35…♔c7 36.♖xb3 ♘c5 37.♖b5 ♘a4 38.♗d4 e5 39.♔d1! ♖c4 40.♗e3 ♔c6 41.♖b8 ♔c7, and Black resigned this adjourned position.

Notice that the cost of each little slip by Black was minor: He didn’t lose rooks or pawns but only an extra tempo (31…♘c7?) or a chance for improved coordination of his pieces (28…♖bc8? and 33…f6?).

“Positional Players Don’t Calculate”

From the last example you might conclude that positional players do nothing but calculate. Yet the image persists that strategists – such as Reshevsky and Botvinnik – choose their moves abstractly, using only general principles, while the attackers are the ones who announce, “Mate in 27!”

But let’s hear what a former world championship challenger has to say:

“Often a player who gravitates towards combinational solutions is automatically numbered among the calculating, logical brains,” wrote David Bronstein. “In contrast,” he added, “the one who is inclined towards positional play is said to possess an intuitive cast of mentality.

“Sometimes these characteristics are wrong by 180 percent, if only when one is talking about Capablanca or Tal.”

By this Bronstein was suggesting that a positionally minded player could be a constant calculator – like José Capablanca. Or he could be a combinational player who relies to a great deal on intuition rather than long variations – like Mikhail Tal, another world champion. Of today’s generation, we can speak of remarkable calculators as different in playing style as the “tactical” Magnus Carlsen and Hikaru Nakamura are from the “positional” Levon Aronian and Anish Giri.



IVANCHUK – HARIKRISHNA

FIDE World Championship 2004
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White to move





White has a positional edge because of his superior minor pieces and the weak black pawns. White can improve his chances with simple moves such as 1.♖c2. But he saw the benefits of forcing matters with 1.♗xd5!.

Black had only two sensible replies and one of them, 1…exd5, would leave him with a chronic problem on c6. White would then have several ways of making progress, such as offering to go into an endgame (2.♕c3 or 2.♕d3/3.♕d2) or directing his major pieces at the weak pawns after 2.♘c5 ♘xc5 3.♖xc5.

He would not have to calculate any of these ideas when he first looked at 1.♗xd5. But he would need to look deeper into the position in case Black retook 1…cxd5, as he did in the game. Since that eliminates the weak c-pawn, White would have to be sure he has a good follow-up.

He does. After 2.♖c7! his advantage had grown considerably. His immediate idea is 3.♖dc1, which would threaten ♖xc8 and would leave him with dominating pieces after 3…♖xc7 4.♕xc7.

White was able to visualize a likely continuation, 2…♖xc7 3.♕xc7 ♕b8 4.♖c1, and that’s what was played. He could see that White would be close to a winning advantage after 4…♕xc7 5.♖xc7.

Instead, Black played 4…♕a8 but White’s 5.♖c6 threatened ♖d6/ ♖xd7. The game quickly drew to a close: 5…♘f8 6.♘c5 (this wins the a-pawn in view of 6…a5 7.♖a6) 6…e5?! 7.♖f6! exd4 8.♕xf7+ ♔h8 9.♖xa6 ♕b8 10.♖a7! ♕e5 11.♘d3 1-0.

In fact, a primary use of calculation is to tactically justify a move you really would like to play for positional reasons:



MUREY – VOLKE

Podolsk 1991
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White to move





White has no particularly forcing idea. But ask yourself this question: “If there is one piece I’d like to reposition on an ideal square, which piece and which square would it be?”

Most players would probably say, “I’d like to move my bishop to d6 – but it’s not legal to play 1.♗d6 here. Can I tactically justify 1.♗b4 and 2.♗d6?”

Through calculation, White can answer “Yes.” After 1.♗b4!, the e-pawn is taboo (1…♗xe5 2.♖bc1 ♕b8 3.♗xe7; or 1…♕xe5 2.♖d7 ♗d5 3.♕d1!).

So Black has to console himself with 1…♖ce8. But after 2.♗d6! ♕d7 3.♖bc1, White has transformed the slight positional edge in the diagram to a substantial advantage (3…♕g4 4.♘d4 ♗d5 5.♕b4!, or 3… ♖c8 4.♖xc8 ♖xc8 5.♕xf7).

“Calculation Means Finding Mates and Sacrifices”

Most calculation is concerned with minor aspects of the game: Can I win a pawn here? What are the risks of repositioning my knight? Can I afford to trade rooks? How favorable is the approaching endgame?

When we say it is essential to calculate major decisions well, we don’t necessarily mean combinations. A major decision may be a primarily positional one.



SEIRAWAN – TAL

Candidates’ Tournament
 Montpellier 1985

[image: image]

Black to move





Black’s active pieces, particularly his c7-bishop and rook, provide compensation for his slightly loose pawn structure and inferior bishop on f5. With 1…♕d7 or 1…♕d6 and then 2.♖xd5 ♕xd5 he would have good chances. Instead, he decides to play for a draw:



	1…
	♗xg3?




This is a major decision because the bishop is such a strong piece. Tal concluded that after 2.hxg3 ♖xd1+ 3.♕xd1 ♕d7! the invitation to an almost certainly drawn bishops-of-opposite-colors endgame could hardly be avoided, e.g. 4.♕e1 ♗g4 and 5…♕d1, or 4.♕b3+ ♕d5 5.♕xb7 ♕d1+ 6.♔h2 ♕h5+ with perpetual check.

But this is all based on a faulty assumption.



	2.fxg3!
	♖xd1+



	3.♕xd1
	♕d7



	4.♕e1!
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This retains queens (and winning chances) since 4…♗g4 is met by 5.h3. Black finds he must now play a bishops-of-opposite-colors endgame but with the deadly addition of queens. The presence of the white queen creates severe threats to Black on the dark squares around his king and on the queenside.

This required some subtle foresight. But Tal would have seen that Black was probably lost after 2.fxg3 if he had bothered to calculate its consequences. The rest of the game saw him pay for this elementary miscalculation: 4…♗e6 5.b3 c5 6.h3 b5?! 7.♕f1 b4 8.♗e5 ♕d8 9.♕b5 ♕c8 10.♔h2 ♗d8 11.♗d6 a6 12.♕a8 ♔f7 13.♗xc5 ♕c6 14.♕xb4 ♗e6 15.♗d4 h5 16.♕b8 ♔e7 17.♕e5 ♕d5 18.♕f6+ 1-0.

Sometimes calculation means the simple visualization of a plan. Instead of “I go here and he goes there and then I’ll think of something,” it can be “I win by doing this, this, and that.”



SHORT – TIMMAN

Tilburg 1991

[image: image]

White to move





White’s rooks are dominating and the black kingside is weak. But adding the one attacking piece that would lead to a fast mate actually is a boomerang (1.♘g5?? ♕xg2#).



	1.♔g3!
	♖ce8



	2.♔f4!
	




White had the rare opportunity in the diagram to calculate “without an opponent” – that is, without having to concern himself over Black’s moves. He just had to visualize a winning idea: Put the king (!) on h6 and play ♕g7#.

In fact the game ended with:



	2…
	♗c8



	3.♔g5!
	1-0




As we’ll see, the more forceful the moves involved, the easier it usually is to calculate a series of moves. Yet even when a master uses mating ideas he is often seeking no more than a positional edge.



POLUGAYEVSKY – WOJTKIEWICZ

Haninge 1990
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White to move





Tal once compared Lev Polugayevsky with another so-called “positional” master, Viktor Korchnoi: “Both move the pieces about feverishly, demonstrating a wide range of variations,” he said. “These two are the most characteristic representatives of this class of calculators. To them, everything is very exact.”

Here Polugayevsky holds a positional edge because of his rooks and excellent dark-squared bishop. But to realize an advantage he needed something concrete.

In chess, if you search you find. Polugayevsky found:



	1.♗xe4
	dxe4



	2.♖c7!!
	♖xc7



	3.♕d8+
	




A stunning idea, whose crucial point leads to 3…♖xd8 4.♖xd8+ ♔f7 5.♖f8#. But in its main line, which White had to consider in some detail, it leads only to a magnification of the positional plus that he held in the diagram.



	3…
	♕e8



	4.♕xc7
	♗c6




The bishop is embarrassed (4…♗a6 5.♖d7).



	5.♖d6
	♗b5



	6.a4!
	




And White won after 6…♖c8 7.♕a5.

The Joys of Calculating

Calculation is an enormously valuable tool because it can compensate for a lot of other deficiencies. It can, for example, make up for a player’s poor winning technique.

A case in point:

BARCZA – TAL

Tallinn 1971

1.♘f3 g6 2.g3 ♗g7 3.♗g2 d6 4.d3 e5 5.e4 ♘c6 6.♘c3 ♘ge7 7.♗e3 0-0 8.♕d2 ♘d4 9.♘e2??

After this natural but tactically careless move, White is lost.



	9…
	♗h3!




Since the attacked bishop may not move (10…♘xf3+!), and since castling loses the exchange to the same 10…♘xf3+, White is forced into:



	10.♘fxd4
	♗xg2



	11.♖g1
	exd4!




Because this attacks the e3-bishop, Black now remains a piece ahead.



	12.♘xd4
	c5



	13.♘b5
	♗f3




White only has a pawn for the piece, and the rest of the game score could have been omitted with the comment, “and Black won.”

But what is remarkable is the way Black won. Instead of slowly exchanging off pieces and avoiding complications, Tal sought a knockout with his extra piece in the middlegame. This required a bit of enterprising calculation, particularly at move 18 below. But by making the effort, Tal ensured that the game would be resignable by move 23, not 43.



	14.g4
	d5!



	15.♗xc5
	♖c8



	16.♗a3
	dxe4




Tal once cited the experience of another former world champion, Vassily Smyslov, in a difficult tournament, the 1967 Soviet Championship. Thanks to his general positional instincts and opening preparation, Smyslov had a clear edge in virtually every game by move 25. But by move 35 he was often lost, because he had to resolve the position by calculation, which was a problem for him.

Tal resolved his technical problems with:



	17.dxe4
	♕b6!



	18.♗xe7
	♕xb5!
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	19.♗xf8
	♕xb2!




Black gives back much more material than he had gained. But he has calculated that, even though he is down a pawn and the exchange, his threats will be overwhelming.



	20.♗xg7
	♔xg7



	21.♖c1
	♖d8!




From here on the variations are short, like 22.♕xd8 ♕xc1+ and Black mates.



	22.♕e3
	♕xc2!




And here both 23.♖xc2 ♖d1 and 23.♖g3 ♕d1+! 24.♖xd1 ♖xd1 are mates.



	23.♔f1
	♖d1+



	0-1
	




Understandable in view of 24.♖xd1 ♕xd1+ 25.♕e1 ♕d3+ and mates.

In this manner, Tal avoided having to play an endgame. But when you get into an ending, even a textbook one, calculation can be invaluable. It can be a substitute for “book knowledge” you never learned.

The subtle nature of endgame play often misleads improving players into believing that only memorizing a lot of similar positions – or having years of practical experience – will bring them mastery of basic endings.



POLUGAYEVSKY – KORCHNOI

Candidates’ Match (6) 1977
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White to move





Here White makes a losing blunder just after resumption of an adjourned game. As it turned out, this virtually decided what might have been a close match leading to the world championship.

The moves White needed to find to achieve a draw were not difficult. They were based on the most elementary of endgame principles: 1.♔xf5! (eliminate as many of the enemy’s pawns as possible) and then 1…♖xb5 2.♖a8! (keep the rook flexibly distant from the enemy king so as to maximize the potential for checks).

After 2.♖a8! the game should have been quickly drawn – 2…d5 3.♔e5 and 4.♖c8+, or 2…♔d4+ 3.♔f4 ♖b1 4.♖a4+! ♔d3 5.♖a3+ ♔c4 6.♔e3.

What happened in the game is that White followed other basic principles – overlooking a simple but decisive reply.



	1.♖c8+??
	♔xb5



	2.♔xf5
	




White has succeeded in eliminating one of the remaining black pawns and, in contrast to the drawing line cited above, has pushed the black king farther from the defense of his remaining pawn.



	2…
	♖e3!
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But he didn’t visualize this stroke. It wasn’t a matter of failing to evaluate this position correctly. As a grandmaster, Polugayevsky would know instantly that with the white king cut off from the e-file, Black can force the 400-year-old Lucena position, a simple win.

The rest of the game, although requiring many moves, took less than 20 minutes: 3.♔f4 ♖e1 4.♖d8 ♔c5 5.♖c8+ ♔d4 6.♔f3 d5 7.♔f2 ♖e5 8.♖a8 ♔c3 9.♖a3+ ♔b4 10.♖a1 d4 11.♖c1 d3 12.♖c8 d2 13.♖b8+ ♔c3 14.♖c8+ ♔d3 15.♖d8+ ♔c2 16.♖c8+ ♔d1 0-1 (in view of the familiar “bridge-building” technique).

The point here is that Black didn’t have to calculate very long to win, and White didn’t have to see far to draw. White simply didn’t visualize two somewhat obvious moves ahead.

Learning to Visualize

In the last example, White thought one minute each over 1.♖c8+ and 2.♔xf5 and then lost because he failed to visualize 2…♖e3. The power to consider positions that have yet to occur – and to recognize the possibilities in those positions – is essential to calculation.

Many newcomers to chess believe such visualization to be almost magical – so extraordinarily difficult that it’s an ability you must be born with. Actually, it is a skill like any other chess skill.

In the pages that follow we’ll consider the various components of good calculation: the selection of candidate moves, the role of force, the identification and evaluation of end positions, and so on. But first let’s do a bit of practice with our innate powers to visualize. This is an exercise to show what you are already capable of visualizing, and what you can develop into.

Let’s visualize our way through an entire game. Don’t use a chess set for the following. We are going to play through a grandmaster game in our minds.

This may sound impossible. But, with practice, it is quite within the range of most of the people who take chess seriously – provided you take your time. This will be the longest exercise in this book and should take you at least half an hour.

CARLSEN – ANAND

Moscow 2013

1.d4 ♘f6 2.c4 e6 3.♘c3 ♗b4

This is how a standard opening, the Nimzo-Indian Defense, begins. Try to play through these three moves in your head. But take your time.

Don’t try to see the entire board. Nobody does that.

If you go slowly, adding one move by White to what you’ve already been able to see, then add one move by Black, you should be able to walk through this 29-move game.

If the position isn’t clear after 3…♗b4, close your eyes and ask yourself simple questions, beginning with: What does the center pawn structure look like? (Pawn structures are important in visualizing because they are the most enduring features of a position.)

Once you see in your mind the white pawns at d4 and c4 and the black one at e6, ask yourself which minor pieces have moved. It’s only three so far and if you go slowly you should be able to “see” them.

Let’s go on.

4.e3 0-0 5.♘ge2 d5

Don’t try to do more than two or three moves at a time before you refresh your vision. At this point: Can you see the new pawn structure? Did you notice that all of Black’s kingside pieces are developed?

6.a3 ♗e7

This is the first retreat. When you visualize the position, you may be able to see the black bishop at e7 – but also think there’s one at b4. It isn’t. One of the hardest parts of looking several moves into the future is that your mind is likely to retain the image of a piece still sitting on a square it has abandoned.

7.cxd5 ♘xd5 8.♗d2 ♘d7

Close your eyes and try to think where all four knights are before looking at the next diagram.

[image: image]

Were you right? If not, you might want to try again from move one.

9.g3 b6 10.♘xd5 exd5

Stop here. This is an important point because a major change in the pawn structure has taken place.

There aren’t going to be other major changes until we’re into the middlegame, so it’s worth pausing to take stock: In your “mind’s eye,” see if you can visualize where each of the pawns is. Again, go slowly, one pawn at a time.

Did you remember that White’s a-pawn had moved to a3? (That’s easy to forget.) Did you see that the c-file is half-open? (The only pawn on it is the black one at c7). What about the e-file?

When you’re ready to continue, try the next batch of moves.

11.♗g2 ♗b7 12.♗b4 ♘f6 13.0-0 ♖e8

We’re on the verge of the middlegame now. Did you see how either player can trade bishops? (White can play ♗xe7 or Black can do …♗xb4.)

14.♖c1 c6 15.♗xe7 ♖xe7

A second pair of pieces is gone. This is a good time to stop and do a count: Where are the pawns? Where are the major pieces? Start with White’s queen, then his rooks. Then do Black’s queen and follow with his rooks. Finally, try to visualize where the four remaining minor pieces are.

If you can’t do it, take a good look at the last diagram and then imagine adding each of the seven moves played since then.

16.♖e1 ♕d6 17.♘f4 ♗c8 18.♕a4 ♖c7

[image: image]

These moves may have come easier to you because the pawn structure didn’t change; it’s only the pieces that shifted around.

Try to visualize a chunk of the board – say, the right-hand corner. Can you see what White’s castled position looks like? How about Black’s?

If you can do that, try to see the left-hand corner. Then try to visualize the last corner, in the upper left.

19.f3 ♗e6 20.e4 dxe4 21.fxe4

The advance and trade of pawns has given White an advantage. Can you see White’s threat? It’s a pawn fork.

21…♕d7 22.d5

Big changes are coming from pieces and pawn trades. But before we get there, ask yourself where all of the pieces and pawns are. Did you realize there’s one piece that hasn’t moved yet?

22…cxd5 23.♕xd7 ♖xd7 24.♘xe6 fxe6

A major simplification has taken place. Half of the pieces have been captured, so this is a good time to try to see which ones remain. If necessary, ask yourself questions such as: Does Black have any bishops? Does White? What about knights? Then do the rooks.

The pawn structure has also become easier to see. Are there any open files?

[image: image]

25.♗h3 ♔h8 26.e5 ♘g8

We’re getting close to the finish now. You should be able to play out the rest of the moves mentally, even if you need to peek at the last diagram.

27.♗xe6 ♖dd8 28.♖c7 d4 29.♗d7 1-0

The game is over but you need to do one more review. How many pawns are left? Name the squares they’re on. Then do the pieces.

This exercise should give you a good idea of how strong your visualization powers already are. If it proved too difficult, don’t get discouraged. Practice with some shorter games, even with 10-move miniatures, until you can handle the longer ones.

Of course, in most situations you won’t have to visualize more than three moves ahead. So let’s turn our attention to what lies behind calculation: ideas that count.






Chapter 2



IDEAS

“The combination is born in the brain of a Chess player. Many thoughts see the light there – true and false, strong and weak, sound and unsound. They are born, jostle one another, and one of them, transformed into a move on the board, bears away the victory over its rivals.”

–Emanuel Lasker

Before a player can begin his calculations he needs something to calculate. It will probably come from a tactical or strategic pattern, perhaps from a particularly fortunate configuration of his pieces or weak spot in his opponent’s position. In short, an idea.

Ideas inspire calculation. Without them we’d have to think like computers, searching through dozens of moves and evaluating hundreds of irrelevant positions. The absence of an idea is the most common cause of oversights. When we miss a two-move combination, it’s usually because we simply weren’t aware of the primary tactical idea in the position. And usually this is because it didn’t occur to us that there was one.



ALEKHINE – EUWE

World Championship (16) 1937

[image: image]

Black to move





Here, in a world championship game, we witness a remarkable double oversight by the two best players of the day. Black moved his attacked queen with:



	1…
	♕e5??




If this position appeared in a magazine under the heading “White to play and win,” most amateur tournament players would be able to find 2.♕h8+!. Certainly 99 out of 100 masters would find this elementary queen fork.

An amateur, however, might have some doubt about how good White’s





	2.♗b2??
	♗c6??



	3.a3??
	




















	1.♕g5+?
	♔h8



	2.♕f6+
	♔g8



	3.♖fb1?
	







	3…
	♗b5??







	4.♖g4+!
	fxg4



	5.♕g5+!
	♔h8



	6.♕h6
	1-0





















	1…
	f5?












	2…
	fxe4







	3.♕e5
	♗f8







	4.♕h8+
	♔f7



	5.♖f1+
	♕f5























	1…
	♖xf3!



	2.gxf3
	♕g6+













	17.♘g6+!
	hxg6



	18.♗c5+!
	























































	1.♖xe8!
	♖xe8



	2.♘h6+!
	







	2…
	gxh6



	3.♕g4+
	1-0





















	1…
	♖xc4!





Master vs. Novice

































	16.♘b6!
	♘xb6?



	17.♗xh7+
	♔xh7



	18.♕h5+
	♔g8



	19.♗xg7!
	♔xg7













































































	1.♕xe7??
	♕xc2



	2.♗e6+
	♔h8



	3.♗d5
	







	3…
	h5??



	4.♕xd8+
	






Looking for the Weakness
















	1…
	♘e7








	2.♘xc8?
	♖xc8



	3.♗xa6
	♖d8



















	1.♖xe7
	♖xc3



	2.♕xf7+!
	





Patterns












	1.♘f4!
	1-0

















Hints




















	16…
	♘xd2!



	17.♘xd2
	♕g5!
















	16.b4!
	♕xb4



	17.a5!
	
























	10…
	♘g4!







	11.♕d2
	♘xf2!





















	1.♖xb5!
	♕xb5



	2.♕b6!
	1-0






















	1…
	♗d6







	2.♖g5
	♗f4!




















	1.♘xb5!
	♖xc2







	2.♖xc2
	♗xb5









	3…
	♖xc8







	4.♕xa5
	♗xd3



	5.b4
	




















	14…
	♘g4!



	15.♕e1
	







	15…
	♗h4!!



	16.♘g3
	







	16…
	♘xh2!



	0-1
	





















	1…
	♖xf3!!
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