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  Introduction

  

  In my first book, Play Winning Chess, I discussed the history of chess and 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 understanding 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 basically 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 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 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.

  I expect you to have some basic chess knowledge. In particular, you should know the following:

  


  
    * 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 overwhelmingly male. In this book, I’ll continue to refer to chess players as he.

  Hopefully, the situation will someday be different.

  I 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 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 yourself 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, ½ point for a draw, and 0 points for a loss allows contestants to gradually attain Master, International Master and Grandmaster status.

  The 170 national federations, including the US Chess Federation, all belong to the Fédération Internationale des Échecs (FIDE), which organizes the World Championships. The World Championships are contested for millions of dollars!

  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

  

  
    

  


  


  Part One

  
 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

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

  

  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 a strategy and follow it to its 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.

  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 as to 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 ponderous and does not promote an easy understanding of the term. Second, he 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 sacrifice 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 a 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 defined 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.

  


  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 (Sportverlag Berlin, 1986) and Silman’s How to Reassess Your Chess (Davenport: Thinkers Press, 1986), suggest useful short cuts 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 Recognition
Silman insists that combinations cannot exist without one or more of the following present:

  A weakened (or open) King. When a King has poor pawn cover, has no defenders, or is otherwise weak, a combination is probably in the works.

  A stalemated King. When a King has no legal moves, tactics that produce check also result in checkmate.

  Undefended pieces (not pawns). Any unguarded piece is subject to destruction by a double attack or fork.

  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 tactics 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

A double attack, as the name implies, is an attack against two pieces 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 opponent. 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:

  

  


  
    * Discovered attacks

  

  
    * Forks

  

  
    * 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 and these 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.

  [image: ]


  DIAGRAM 1. 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 e1. However, moves like 1.Bd3 or 1.Bf3 don’t accomplish much because Black would sidestep his Queen to safety on d6 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 c8, 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?

  [image: ]


  DIAGRAM 2. White to play

  

  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.

  

  [image: ]


  DIAGRAM 3. White to play

  
Quiet moves like 1.Be3 or 1.Bc3 don’t take advantage of the situation (no double attack!) because 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 e7 with the surprising 1.Bg5! (1.Bb4! accomplishes the same thing). Normally such a move is impossible because the Bishop is hanging to both the h6-pawn and the Bishop on e7, 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 a difficult choice. He could move his Queen with 1...Qe8, but then the point of 1.Bg5 would be obvious: White would be attacking the Bishop on e7 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 (9 points). But in return, he gains a Rook and a Bishop (for a total of 8 points). He is down only 1 point and can 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 alternative is an example of a pure discovered attack. It is not a double attack because only one Black piece (the Queen) is threatened.
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  DIAGRAM 4. White to play

  
The position in Diagram 4 is identical to that in Diagram 3 with two exceptions: White’s Queen is on f3 not e2, and Black’s Rook is on b8 not a8. Is 1.Bg5 or 1.Bb4 still good? No! Black is able to step out of harm’s way with 1...Qf8 because 2.Bxe7 Qxe7 leads only to an even trade. 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. Because 1.Bg5 now fails to yield any advantage, White does better playing either 1.Bxh6, which wins a pawn, or the stronger 1.Bf4!, which creates a discovered attack on the Queen and a further attack on Black’s Rook on b8. After 1.Bf4! Qf8 2.Bxb8 Qxb8, White wins the Exchange – a Rook for a Bishop or Knight – for a 2-point advantage.

  

  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.
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  DIAGRAM 5. White to play

  
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 a1 (3 points). However, instead of counting points, look carefully at the position. 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 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.

  [image: ]


  DIAGRAM 6. White to play

  

  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 it is 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.
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  DIAGRAM 7. Black to play

  
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. For example, in Diagram 7, Black is a pawn ahead and would like to exchange pieces. In his attempt to force an ending without Queens, 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 Recognition!) 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 advantage (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 it in 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+??, 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.

  

  Double Checks
[image: ]


  DIAGRAM 8. White to play

  
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 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.
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  DIAGRAM 9. White to play

  

  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!

  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
[image: ]
TEST 1.

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

  Solution
 [image: ]
TEST 2.

  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?

  Solution
 [image: ]
TEST 3.

  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?

  Solution
 TEST 4.
[image: ]


  Test 4. It’s White 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 f6. As a result, Black is feeling pretty good about himself. It seems that White’s best chance is 1.Rd1 c6 2.Bb3 Qxd1+ 3.Qxd1 Rxd1+ 4.Bxd1 Bxb2, leaving Black with an extra pawn for the ending. Can you find anything better for White?

  Solution
 [image: ]
TEST 5.


  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 considerations out the window?

  Solution
 [image: ]
TEST 6.


  Test 6. As I mentioned, 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. Unfortunately, his Rook is in the way, and any move by the Rook will allow Black to capture with ...Rxa7. If White tries 1.Kb6, protecting the pawn and threatening to move the Rook, Black will chase the King with 1...Rb1+ 2.Kc7 Ra1, putting White back in the same unfortunate situation. Can White win by creating a discovered check?

  Solution
 
[image: ]
TEST 7.

  

  Test 7. This position is taken from a correspondence 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 playing 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?

  Solution
 [image: ]
TEST 8.


  Test 8. White’s Bishops are bearing down on the Black King. The Bishop on b2 is doing a wonderful job of pinning the Knight on f6. 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?

  Solution


  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!

  

  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.

  [image: ]
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