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    Preface


    In writing this book, my aim has been to put together a series of lessons for the chess amateur who wants to improve his game but does not have the opportunity to take a personal course of instruction from a chess master. For a book to rival the effectiveness of such a course is not an easy matter. In personal lessons, the teacher can put up positions on the board to illustrate a procedure he has discussed, and he can ask the student to propose a continuation which seems to him appropriate. If his answer shows that he has misinterpreted an explanation, the teacher can add explicit information on the point his pupil has not fully understood.


    Chess books have tried to approximate this method of teaching by asking the reader questions at the end of each chapter and printing the answers on a later page, but this does not sufficiently elucidate the point missed by a student who has failed to find the correct reply. Besides, test questions are often skipped by readers eager to go on to the succeeding lesson. The result is that many of them finish a textbook without getting much benefit from it.


    However, research into the design of automatic teaching machines has led to an entirely new technique of self-instruction which overcomes these disadvantages. Programmed instruction has proven so successful in the machines employing it that it has been adopted in a series of books called TutorTexts, which deal with a variety of subjects formerly considered appropriate only for study with expert teachers.


    The new technique discusses the subject matter in a way resembling conversations between a tutor and his pupil. After a point has been explained, the reader’s understanding of it is tested by a pertinent question. Several answers are suggested, and he is asked to pick the one he thinks is right. If his selection is incorrect, the page discussing his reply proceeds to clarify the point at issue and asks him to make a different choice. Only the page dealing with the proper answer tells him where to continue reading. In other words, he cannot skip any questions. He must find the correct replies before he can finish the book.


    In perusing several TutorTexts, it occurred to me that their technique of instruction was eminently suited for teaching chess. I felt that it particularly lent itself to training a faculty which, more than any other, distinguishes the expert from the average player. This is the understanding of ‘positional play’, the placing of the men on squares from which they are likely to contribute most toward the success of the strategic plan conceived by the player.


    With the development of this ability in mind, I have changed the order in which the three phases of the struggle – opening, middlegame, and endgame – are commonly treated in chess books. A player can fully understand the principles governing the proper conduct of the opening only after he has learned what line-up of the pieces is best suited to lead to their effective co-operation in the middlegame, for it is the latter phase in which the outcome of a game is usually decided. I have therefore dealt with ‘combinative play’, the essence of the tactical middlegame struggle, before discussing opening strategy. Likewise, I have placed a lesson on endgame tactics before the chapter concerned with middlegame strategy, because the latter must be guided by the player’s correct evaluation of his prospects in an ending, which an inconclusive middlegame manoeuvre would bring about.


    The practical application of the strategic principles and tactical schemes discussed is illustrated by examples from master games. Many different opening methods are cited in conjunction with these examples, but the reader need not attempt to memorize them. What he should continuously keep in mind are mainly the general principles of play expounded in the lessons. They will help him to find his way in any opening with which an adversary may confront him, and they will also indicate to him in middlegame and endgame situations what goals he can reasonably expect to reach and what plans he should dismiss as over-optimistic.


    I am confident that the reader who heeds this advice will find that he can take the measure of many an opponent who formerly had little trouble in defeating him.


    Edward Lasker


    New York City 1970

  


  
    1 The Rules of the Game


    Chessboard and Men


    The origins of chess are shrouded in mystery, but it was almost certainly conceived as picturing the warfare of the day. The game’s inventor provided elephants, horses, and chariots, in addition to foot soldiers, to do battle for the king, who had a counsellor by his side to plan his strategy.


    Centuries went by before the game reached the Western world. The Moors brought it to Spain at about the same time the Italians learned it from the Saracens, and it penetrated throughout Europe with remarkable speed. The carved chess pieces which the Moslems brought with them included towers or castles (called rooks in English) in place of the chariots, which had long ago become obsolete in war. The elephants were represented by short upright pieces deeply split on top, symbolizing the tusks of the animals. This shape was erroneously interpreted as a fool’s cap in France and as a bishop’s mitre in Portugal. To this day the piece is called bishop in English-speaking countries and in Portugal, Brazil and Iceland, and fou (fool) in France. The Spanish continued to call the piece alfil, the Arabic word for elephant, and this term is also used in all South American countries apart from Brazil. The Italians made alfiere out of alfil, meaning ‘standard-bearer’. Possibly this explains the name Läufer (Courier) given to the piece by the Germans, who learned the game from the Italians.


    The counsellor was replaced by a queen in Europe, where women did not play the subordinate role assigned to them in the Orient. The horse became identified with the rider on horseback – knight in English, cavalier in French, cavaliere in Italian, Springer in German, and so on. Only in Spanish is the name still caballo, the horse.


    For five hundred years chess was played in Europe with the rules inherited from the Moslems. These games tended to be lengthy affairs. Finally, during the latter part of the Middle Ages, leading Spanish and Italian players proposed some changes in the rules which quickened the game considerably. These changes increased the power of the queen and the bishop and introduced a simultaneous move of king and rook for the purpose of getting the rook more quickly into active play. By the end of the fifteenth century the new rules had been accepted in all European countries, and gradually the Oriental countries followed suit. As players everywhere preferred the shorter game, within a hundred years chess was again played with the same rules throughout most of the world.


    The board itself was never changed. It was always a square board on which horizontal and vertical lines marked off eight rows of eight squares each. The only difference between the Oriental and Occidental form is the alternately light and dark shading of the squares adopted by the European players. The board is always placed so that the players have a light-coloured square on their lower right. The boards marketed by the manufacturers of chess equipment often have squares coloured dark brown or green, and buff, but they are always referred to as dark and light, regardless of their actual colour. The players themselves are called White and Black.


    Each player has sixteen men: one king, one queen, two bishops, two knights, two rooks, which are called ‘pieces’, and eight pawns. They are pictured in notation and diagrams as follows:


    
      
        
        
        
      

      
        	

        	White

        	Black
      


      
        	The king
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        	The queen
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        	The bishop
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        	The knight
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        	The rook
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        	The pawn
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    Diagram 1 shows how the men are set up at the start of the game, with a player’s eight pieces placed on the row nearest him and the eight pawns directly in front of the pieces. Note that the queens stand on squares of their own colour and the kings on squares of the opponent’s colour. By a generally accepted convention, chess diagrams always show the positions of a game as seen from the player of the white men, i.e. with the initial position of White at the bottom and that of Black at the top.
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    White always begins the game. The players alternate in moving a man from one square to another. The algebraic notation is best suited to describe these moves in a simple, concise manner.


    The vertical rows of squares, called files, are lettered a to h from left to right. The horizontal rows, called ranks, are numbered from 1 to 8, beginning at the bottom of the diagram, i.e. from White’s side. Each square is clearly identified as the intersection of a file with a rank by the letter of the file and the number of the rank on which it is located. The letter is always given first, then the number. Thus, the square on which the pawn stands in Diagram 2 is called e4, not 4e. The white king is on g4, the black king on d7, the white rook on a5, the black rook on f7.


    [image: image]


    When recording the moves of a game, it would really not be necessary to indicate more than the square on which a man stands and the square to which it goes. However, it is customary to identify the piece concerned, too. In this book we will use figurines: [image: image] for king, [image: image] for queen, [image: image] for rook, [image: image] for bishop and [image: image] for knight. No figurine is used in the case of a pawn move. Thus a bishop moving to the square a4 would appear as [image: image]a4.


    When writing moves down by hand, it is usual to use the first letter of its name instead of a figurine – K for king, Q for queen, R for rook, and B for bishop. As the letter K has already been used for the king, the knight is normally denoted by N.


    


    How the Men Move and Capture


    [image: image]


    [image: image]


    Each chessman has its own individual way of moving, and, with the exception of the pawn, the pieces capture the same way as they move. In Diagram 3, the arrows indicate all squares accessible to the rook, and in Diagram 4 all those accessible to the bishop. Note that the rook may move to any square on the rank or the file on which it stands, and the bishop to any square on the diagonals on which it stands. Neither rook nor bishop can move to any square if the path to it is blocked by another unit. If that unit is of their own colour, they must stop before reaching it. If it is a hostile unit, they may capture it by occupying the square on which it stands and removing it from the board. Thus, the rook in Diagram 3 can capture the bishop but cannot move to g1 , g2, or g8. On the third rank, the rook can go only to f3 or h3. Similarly, in Diagram 4, the bishop can capture the knight but cannot go to the squares b3, a2, d7, or c8.


    The queen combines the power of rook and bishop. It has the choice of moving either on the rank or file, or diagonally, as illustrated in Diagram 5.


    [image: image]


    The queen is the most powerful piece of all.


    In a way, the knight also combines the manner in which rook and bishop move, in that it moves one square in a straight line and then one in a diagonal, or vice versa, as shown in Diagram 6.


    [image: image]


    Note, however, that the second step must move away from the knight’s starting point, so it cannot land on a square directly adjacent to the initial square. As the two steps count as one move, it is better to describe the knight move by saying that it goes to any of the nearest squares of opposite colour which are not next to it. This definition, pictured on the right side of the diagram, also makes it easier to understand that the squares between the knight’s starting point and the square to which it moves do not matter. It can neither capture hostile units standing on these intervening squares, nor are units of its own colour obstructions in its path.


    Thus, the knight on al can ‘jump over’ the pawns on a2 and b2 in going to b3. The knight on f6 can capture the pawn on h7, but it has no effect on the other black men. Note that from a corner a knight has only two moves. When it is at least two rows away from the edges of the board, eight squares are accessible. Like the other pieces, the knight captures a man by occupying the square on which it stands and removing it from the board.


    [image: image]


    The pawn can move only directly forward. As indicated in Diagram 7, it can move only one square at a time, except on its first move, when it can advance either one or two squares. The pawn is the only man that does not capture the same way as it moves. It can capture only along a diagonal, one square at a time, in a forward direction.


    Let’s see which pawn moves are possible in the diagram. The pawn on b2 could move either to b3 or b4. The pawn on c3 can’t move, its advance being blocked by Black’s bishop. The pawn on f6 can’t advance, but it could take the pawn on g7. The pawn on g2 has the option of going to g3 or g4. The pawn on h2 can only go as far as h3. Now for the black pawns: the a4-pawn can move to a3, the b7-pawn can go to b6 or b5, or can capture the knight. The f7-pawn is blocked by the white pawn. The g7-pawn could capture the white pawn or go to either g6 or g5. The h4-pawn can advance to h3.


    In taking advantage of the privilege to advance two squares on their first move, the pawns on b2 and g2 – according to the rules cited so far – would avoid capture by the black pawns on the adjoining file, which could take them if they advanced only one square. However, there is a special provision that permits a player to prevent such an evasion. If White advanced his b-pawn to b4 Black would have the right to capture it with his a-pawn exactly as if it had only moved to b3, as indicated in the diagram by the dotted line. Likewise, Black could capture White’s g-pawn, if it advanced to g4, by removing it and placing his h-pawn on g3. This procedure, admissible only directly after the double step of the hostile pawn, is called ‘capturing en passant’ (in passing). It was adopted by the European chess players when they introduced the double step of the pawn some 450 years ago.


    After reaching the opposite edge of the board, a pawn would be unable to move. To avoid this, a rule provides that a player who advances a pawn to the opposite edge must exchange it for a queen, rook, bishop or knight of his own colour. This is called promoting a pawn, or queening it, as in most cases a player would choose a queen. We will, however, encounter cases in which promotion to a queen would be inadvisable, or could even destroy his position.


    The pieces which a player still has on the board do not affect his right to replace the pawn with any piece he chooses, except a king. In fact, games in which one or even both contestants play with two queens are not infrequent. Theoretically a player could have any number of queens up to nine, as he could promote all eight pawns. In practice, the players would never be able to bring about such a situation without co-operating with each other.


    There are very few serious games on record in which five queens were in action. One such was played in the international tournament of Karlsbad in 1911, but in this case the fifth queen came off directly after promotion, the players continuing the struggle with the four remaining queens. This game had a very amusing sequel – for the spectators, not for the contestants. All budding chess masters could learn a lesson from it. It was played between the British master Burn and one of the two American contenders in the tournament, Oscar Chajes. The outcome of the game was of no importance whatever as far as the result of the tournament was concerned, for sixteen of the twenty-six contestants were ahead of Burn; Chajes was tied with two others in twenty-fourth, twenty-fifth, and twenty-sixth places, and it was the last round of the tournament, with everybody ready to leave Karlsbad for home. Both Burn and Chajes had booked space on ships which left in the evening of the following day, and they had to take an early morning train to get to the port of embarkation in time. Burn had much the better of the game, but Chajes would not resign when Burn refused his draw offer. Stubbornly he carried on, in the vain hope of finishing one half point ahead of the two players with whom he was tied and who had lost their last game. Finally, on the 115th move, after more than fifteen hours of play, Chajes was checkmated just as the new day dawned! Both players rushed to their rooms to gather their things and make for the railway station, but they missed the train, and Chajes had to wait a whole week before he could get another boat to New York. The moral is: don’t ever allow chess to interfere with things more important than a game!


    Just as a player can have more than one queen due to pawn promotion, he can have more than one bishop on squares of the same colour, although no tournament game is on record in which this has happened (except as a joke). It goes almost without saying that a player can promote a pawn only to a piece of his own colour, even though in the distant past a loophole in the rules did allow this.
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    The only piece whose move we haven’t discussed as yet is the king – the most important piece of them all, because when it is lost the game is over. The king can move in any direction, like the queen, but only one step at a time, as indicated by the arrows in Diagram 8. This is a very salutary restriction, designed to keep the king close to home, where it is less susceptible to attack than on the open battlefield. A man is said to be attacked when the opponent has one or more men so placed that on their next move they could capture it. He is said to be defended or protected if a man of his own army can recapture the attacker. An undefended man which is attacked is said to be en prise. A player is not compelled to defend himself against an attack except when it is his king that is threatened (a situation called ‘check’). In such a case, only moves which get the king out of check are admissible.
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    In Diagram 9, White could give check with his rook on g5, or with his knight on g4. In either case the king could not move to d6, because there it would be in check from the c5-pawn, nor could it go to d4 or e4, as on these squares it would be attacked by White’s king. The latter is said to ‘cover’ these squares. White’s bishop and knight cover the squares d5 and f5 respectively. The rook would also cover these squares if it were giving check on g5. Thus, the only way for Black to get out of the rook check would be to move to f6. If the knight gave check on g4, it would also attack the square f6, so that the king could not go there. The only flight-square left for the king would be f5, which would no longer be covered by the knight.


    The king is forced to move in reply to a check only when there is no other way to get out of it. Often the man who gives the check can be captured. This would be the only alternative in the case of a check by a knight or a pawn. If a rook or a bishop or the queen gives check, it may be possible to interpose a man in the line of attack.


    When the king is checked and there is no way to get it out of check then the king is said to be checkmated. This ends the game; the king is never actually captured.
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    In Diagram 10, White on the move could check Black’s king in six different ways. He could check with his queen on d8, which would be checkmate if it were not for the fact that Black’s queen defends the square d8. Black would capture the white queen, and after the rook recaptures, again with check, the king would take the rook. In other words, the queen check would be a had blunder, White losing a rook in the transaction.


    Equally senseless would be a check with the queen on d7, as that square is defended by Black’s bishop as well as his knight. Nor is the check on e4 feasible, since the black knight defends that square also. The rook can’t check on el very well, because Black’s bishop would capture it. This leaves only the two queen checks on e2 and e3 which White could give without suffering material damage. In both cases Black would interpose either his queen’s bishop or his king’s bishop – not his knight or his queen, because they would be captured by White’s queen. The king could take itself out of check by moving to f8. It could not go to d7 or d8, as these squares would be covered by White’s rook. Nor could it move to e7, of course, because this would leave it in check from the queen.
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    If in Diagram 11 White moved his knight to g6, he would be attacking Black’s king and Black would have to capture the knight with his h-pawn (i.e. the pawn on h7), because the black king’s only flight-square, g8, is covered by White’s queen. If the white rook were on hl instead of dl, the knight check on g6 would be mate, because the h-pawn would be pinned, being unable to leave the h-file without exposing the king to check by the rook. White could sacrifice his knight on g6 if his g-pawn were on g2 instead of g3, for after Black captures the knight, the rook could check on hl without being taken by Black’s queen. All Black could do would be to interpose his bishop on h4, whereupon the rook would capture with mate. A series of forcing moves of this type which leads to mate or to the gain of material is called a combination.


    In the diagram Black’s king could go to g8 if checked by the knight on 17, since the knight itself would block the diagonal of the white queen. Any subsequent move by the knight would then produce a discovered check. Such a check is liable to be fatal, because the man uncovering it may be in a position simultaneously to attack a piece which is not defended. In the present case Black’s queen could be captured in this manner through a discovered check by the knight on d6 or d8, but due to the fact that the white queen happens to be attacked by Black’s rook, which would capture the queen in reply to the check, White would not gain anything. The result would be merely an even exchange.


    There is one discovered check available to White which leaves his queen immune to capture. This is the one on h6, pictured in Diagram 12, which is called a double check because the king is being attacked by two pieces at the same time.


    Although both of these pieces are themselves attacked, Black cannot capture either one of them since his king would remain in check from the other. He would have to move the king. It would not go to f8, because White’s queen would check on g8, forcing the king to e7, and mate on the next move with the check on f7, the escape to the d-file being denied to the king by White’s rook. The alternative, moving the king to h8, seems to get Black out of trouble, as he threatens to checkmate White by moving his queen to b2 and, besides, the white queen and knight are still both attacked. White can meet both threats by checking again with the knight on f7. If, after Black’s king moves to g8 he repeats the knight checks at h6 and f7 once more, giving what is called perpetual check, either player can claim a draw by repetition of position. A player is entitled to make that claim after any position has recurred three times with the same player to move, whether the moves leading to it were checks or not.
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    In reality White has a most surprising forced win. He has it in Diagram 11 after checking on f7, and he has it again in Diagram 12 as long as he is careful not to repeat the position a third time. The combination involved is of a rather advanced type and thus naturally goes beyond the mere explanation of the rules of the game with which this chapter is concerned. But it will give you a foretaste of the subtle manoeuvres that are possible on the chessboard and which are, of course, the reason that chess has always been the favourite pastime of many of the best minds in every country to which it spread.


    After Black replies to the check on f7 by moving his king to g8, White wins with the rook check on d8!! (Diagram 13). The idea of this astonishing sacrifice would probably come to many players fleetingly, suggested by an attempt to get Black’s rook away from the c-file where it attacks the white queen, so that the knight would win Black’s queen with a discovered check as mentioned earlier. However, most players would immediately drop the idea again, because Black need not capture White’s rook with his own, but would do so with his bishop. Only those who look a little further into the position would realize that since the bishop, after taking White’s rook, blocks the black rook’s control over the kingside squares on the eighth rank, White’s double check on h6 would no longer permit Black to withdraw to h8. The reason is that Black would be mated by the queen on g8. The king must go to f8, and though the queen check on g8 then does not mate on the following move, as it would in Diagram 12, Black would lose his queen without any compensation. His king must go to e7, onto the rank on which the queen stands undefended, and after capturing the g7-pawn or going to f7 with check the white queen will be able to take on b7.
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    When only a few men are on the board, it may happen that a player whose king is not attacked has no move which would not put the king in check. In such a case the player is said to be stalemated and the game is a draw.
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    Diagram 14 shows four positions of this type. Black, to move, would be stalemated. The result would be the same if a rook replaced the knight in 14a, or a bishop replaced the pawn in 14b, or the king were on a2 instead of b3 in 14c, or if the rook in 14d were replaced by a bishop on e3 or f2 or by a knight on f3 or e2.


    Once in each game the players have the privilege of moving the king and one of the rooks at the same time. This exceptional move, called castling, is possible only if the squares between rook and king are vacant. It consists of making two steps with the king toward the rook and placing the latter on the square over which the king has passed. Castling is permitted only if neither the king nor the rook in question has previously moved, if the king is not in check, and if the square over which the king would have to pass is not controlled by the opponent.
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    Thus, in Diagram 15, White could castle on the kingside, but not on the queenside, because there the knight obstructs the path of the rook. Black could not castle on the kingside, as his king would pass over the square f8 which is controlled by White’s knight. Note that Black could castle on the queenside, even though his rook has to pass over b8, a square which White controls; only if the squares d8 or c8, which are involved in the king’s move, were under attack from a white man would castling not be permitted.


    [image: image]


    Diagram 16 shows the change in the position of Diagram 15 which would be produced by White and Black castling.


    How Games are Recorded


    There are a few other symbols which are important in chess notation:


    The symbol x denotes ‘captures’.


    0-0 denotes ‘castles on the kingside’.


    0-0-0 denotes ‘castles on the queenside’.


    Check is denoted by the symbol +.


    Double check is denoted by ++.


    # indicates checkmate.


    When a pawn reaches the eighth rank, the piece to which it is promoted is shown after the move. The symbol d8[image: image]+, for example, would mean: the pawn advances from d7 to d8, is promoted to a queen, and as such gives check.
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    The position of Diagram 17 shows where the pieces should be on your chessboard after the first eight moves which are recorded below in algebraic notation.


    [image: image]


    There are no piece names given, so these are pawn moves. The white move is given first, then the black move.
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    The first piece move, a knight move to c3. Only the destination square is given, so if there are two knights on the board you have to work out for yourself which piece is intended. In this case only the knight on bl can move to c3. If the other knight were on e2, then it could also move to c3, so the move would have to be written [image: image]bc3 to indicate that it is the knight on the b-file which moves to c3.
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    We have already given White’s third move, so this is a black move. The three dots indicate that the white move has already been given earlier.
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    The ‘x’ signifies a capture. White’s move involves taking the black pawn on d5 with the pawn on c4. Black recaptures on the same square with his pawn from e6.
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    An exclamation mark after the symbol for a move signifies that the move is particularly good, while a question mark indicates that it is bad. A double exclamation mark characterizes a move as excellent and surprising, a double question mark as a blunder. An ‘!?’ means that the move is interesting and poses a difficult problem for the opponent but that further analysis may prove it to be unsound. Finally, ‘?!’ indicates a doubtful move.


    [image: image]


    If it is White to play in the above diagram then either rook can take the enemy pawn on g4. In order to distinguish between the two captures we write either [image: image]exg4 or [image: image]gxg4 according to whether it is the e4-rook or the g5-rook that takes the pawn. Black to play can also take an enemy pawn in two different ways, but we cannot distinguish between the two captures by using the file of the capturing rook (as both would be written ...[image: image]dxd6). In this case we use the rank of the rook, i.e. either ...[image: image]7xd6 or ...[image: image]1xd6 according to whether it is the d7-rook or the dl-rook which makes the capture.


    Rules of the International Chess Federation


    The laws listed below have been established by the International Chess Federation (FIDE). They were designed to settle arguments that may arise among players engaged in serious tournament chess, but it is very desirable also to adhere to these laws in friendly games of amateurs in which no prize or title is at stake.


    A player on the move who touches one of his men must move it, unless prior to touching it he indicates his intention of merely adjusting its position on the square on which it stands. It is customary to use the French phrase ‘j’adoube’ for this warning.


    Some players have the bad habit of keeping the man they want to move in their hand after they have put it down on a square, and then changing their mind and placing it on a different spot. Once they have taken their hand off the man they should leave it where it is, because then the move has been completed. Taking moves back naturally annoys the opponent, to say the least. It is strictly prohibited in tournament play. Get used to deciding upon a move before you touch the man you want to play. Be particularly careful not to touch a man of your opponent before touching your own man, because if you are playing with someone who insists upon strict compliance with the rules, he can force you to capture the man you touched, if this is possible, even though this may ruin your game.


    When castling, you must first move the king and then the rook, because the double step of the king clearly indicates your wish to castle. If you move the rook first, a strict opponent may claim that you intended to move only the rook, but perhaps realized at the last moment that this would lose your game and that you could save it by castling. He could insist upon your moving the rook only, because the ‘touch-move’ law always applies to the man touched first.


    If, by mistake, you make an illegal move, your opponent cannot, in normal play, exact a penalty. (Except that under some rules for rapid-play games, playing an illegal move can mean instant loss of the game.) However, he can insist that you make a legal move with the same man, if possible. This rule was adopted by FIDE to replace an obsolete law which provided that a player who made an illegal move had to make a move with his king instead. Some eighty years ago, the great German master Siegbert Tarrasch fell victim to this law in an important tournament.


    [image: image]


    After the moves 1 e4 d5 2 exd5 [image: image]xd5 (Diagram 19), a well-known opening called the Scandinavian Defence, Tarrasch intended to play the routine move 3 [image: image]c3, but by mistake he placed his queen’s bishop on c3, instead of the knight. His opponent demanded that he move his king, and Tarrasch was forced to play 3 [image: image]e2, whereupon he was checkmated with 3...[image: image]e4#.


    If it is discovered that one of the players has made an illegal move and that his opponent has played on without noticing it, the position that existed before the illegal move was made must be reconstructed and the game continued from there. If the position cannot be recalled, a new game must be played. The same rule holds if one or more men have accidentally been placed wrongly on the board.


    Amongst beginners it is not unusual to say ‘check’ when you threaten the opposing king. It is better to avoid this; experienced players never announce check and if you do so, they may be offended by the implication that they might not have noticed the check. If in fact a player delivers check but his opponent does not realize this and makes a move that leaves his king in check, he must take his move back and defend his king. The above rule about moving a touched piece applies, however, and if it is possible to parry the check with the previously moved piece then he must do so. If this is impossible then no special penalty applies to the player who failed to notice the check.


    To avoid games being prolonged uselessly, the rule has been adopted that a player can claim a draw after fifty moves have been made without any man having been captured or any pawn having moved. On the other hand, two contestants may at any time declare a game drawn by mutual agreement. To do so before making an honest effort to win is considered by some unsports-manlike, but the practice cannot be stopped, because rules trying to prevent it can always be circumvented. In tournaments, players are credited with half a point for a drawn game and a full point for a win. Emanuel Lasker once suggested that crediting a player with only one quarter of a point for a draw would tend to remedy the situation. He was thinking particularly of players who agree to draw their game before they start playing it. However, this would penalize players who arrive at a perfectly honest draw. They might have an endgame with even forces, impossible for either player to win, or a position in which one of them is down some material but sees an opportunity to force a perpetual check or a stalemate, or to compel the opponent to repeat a series of moves time and again or lose the game.


    As briefly mentioned earlier, the official rule covering cases of this type provides that when the same position occurs in a game for the third time with the same player to move, either player can claim a draw. It is a common misconception that it is the moves which have to be repeated, but the moves are irrelevant; it is the position on the board which has to be repeated. In this respect it is misleading that this rule is commonly known as the ‘repetition of moves’ rule.


    This is only a brief summary of the most important rules governing tournament play. In particular I have made no mention of the fact that tournament chess is played with a clock, and players have a certain allocation of time for their moves which they must not exceed. It is possible to play tournament chess without knowing the FIDE rules in detail, but it can help if there is any kind of dispute.

  


  
    2 Checkmating the Lone King


    After you have learned the rules of the game, the first thing you should do is put the pieces on the board at random and practice moving them about in accordance with the rules. It won’t take you long to see at a glance all squares which a piece controls from wherever it stands.


    Next in importance, before attempting to play a game which can make ‘chess sense’, is the clear understanding of the conditions under which the objective of the struggle, the checkmating of the opposing king, can be accomplished against any defence. In reality, few games between experienced players are carried on to this bitter end. It is customary for a player to resign when his opponent has obtained a position which is clearly won for him. Unnecessarily prolonging a hopeless struggle – ‘playing for heart failure’, as this is jocularly called in chess circles – is not considered sportsmanlike.


    In order to appreciate when further resistance is useless, you must know what minimum superiority of fighting force is needed to checkmate the lone king. As you will later see, when a player has gained a significant amount of material he can almost always denude the opposing king by gradually forcing the exchange of the opponent’s remaining men for men of his own. If this leaves him with an advantage in material which the elementary endings discussed in this chapter show to be sufficient to force checkmate, continuing play would, of course, be a mere waste of time.


    [image: image]


    From Diagram 20 you will note that when the lone king stands at an edge of the board and cannot escape from it because the opposing king covers the flight-squares it would need, a rook is sufficient to deliver checkmate.


    The queen could of course take the place of the rook in the diagram, and as the queen combines the powers of rook and bishop it can also give the types of mate illustrated in Diagram 21, where it has to cover a diagonally adjacent square.


    [image: image]


    Neither rook nor queen can checkmate the king on any square away from the edges. In such a case the king would have more flight-squares than the enemy pieces could cover without further aid. Lacking that aid, they can therefore mate the lone king only if they can drive it to one of the edges. The following two examples will demonstrate that this is a very simple task for king and queen. To accomplish it with king and rook takes more moves but offers no particular difficulty either.


    Driving the King to the Edge (King and Queen vs King)


    With the positions of Diagrams 20 and 21 in mind, your plan to force mate as quickly as possible in any endgame of the type [image: image]+[image: image] vs [image: image] is dictated by two considerations: you need to advance your own king towards the lone king and you need to use your queen to restrict the movements of the enemy king.


    [image: image]


    In Diagram 22, for example, you could well start with 1 [image: image]d8, limiting Black to the half of the board on which your king stands. Play might continue 1... [image: image]e5 2 [image: image]g2 [image: image]e4 3 [image: image]d6 (Diagram 23).


    Note that Black is already restricted to two flight-squares. If he replies 3...[image: image]e3, he is forced to the lower edge by 4 [image: image]b4 [image: image]d3 5 [image: image]f3 [image: image]c2 6 [image: image]e3. Had he chosen 3… [image: image]f5, the king would be driven to the right edge in only two moves by 4 [image: image]f3 [image: image]g5 5 [image: image]e6. In either case you would have to be careful to avoid a draw by stalemate.


    [image: image]
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    In the first of the two above variations this would happen if you answered 6...[image: image]cl (Diagram 24) with 7 [image: image]b3 instead of playing 7 [image: image]d3 and mating on the next move with either [image: image]b1 or [image: image]d2. Likewise, Black would escape with a draw in the second variation if White, after 5…[image: image]h5 (Diagram 25), played 6 [image: image]f6 instead of 6 [image: image]f4 (the latter would lead to mate on the following move by [image: image]h6 or [image: image]g4).


    When adopting the method just demonstrated you will find that with queen and king you never need more than nine moves (with accurate play!) to mate the lone king, no matter from what position you start. Of course it does not matter if you take a few moves longer than strictly necessary,


    King and Rook against King


    In the endgame of king and rook against king, the proper strategy for bringing the mate about in the least number of moves requires familiarity with the situation in which two kings are on the same file or rank anywhere on the board and are separated from each other by only one square (Diagram 26). We say that the kings are facing each other.


    [image: image]


    A lateral check to the lone king in such a position would force it to retreat one step or else deliver mate if it stands at the edge, where it has no retreat, as in the upper half of Diagram 20.


    To mate with king and rook against king, you must repeatedly force the enemy king to face yours, and then use a rook check to drive it back towards the edge of the board.


    [image: image]


    If your king starts favourably placed in the centre of the board, then you can quickly approach the lone king, wherever it stands, to carry out the procedure sketched above. In the position of Diagram 27, for example, White can drive the king to the upper edge in two moves. You would not accomplish this by 1 [image: image]e5, as Black would then escape from the situation with 1...[image: image]d7, threatening to flee to c6. The correct first move is 1 [image: image]d5!. This leaves Black no option but to move to d7 and face the white king, unless he retreats to the edge immediately. Of course, the king is forced there anyway after 1...[image: image]d7 2 [image: image]f7+. In reply to 2...[image: image]e8 3 [image: image]e6 [image: image]d8, White continues 4 [image: image]d6 (Diagram 28), forcing mate in two or four moves, depending upon whether Black plays 4...[image: image]e8 or 4...[image: image]c8.


    All you have to do in answer to [image: image]e8 is make a waiting move with the rook, withdrawing it to any square in the f-file. Black would then be forced to face the white king at d8 and get mated with the check on f8.


    [image: image]


    4...[image: image]c8 in Diagram 28 would again be met with a waiting move to invite Black back to d8: 5 [image: image]h7. Black will decline the invitation, but after 5...[image: image]b8 6 [image: image]c6 [image: image]a8 7 [image: image]b6 he would finally succumb to the rook check (and mate!) on h8.


    The winning procedure in this rather simple case will give you a clue as to how to handle situations in which the lone king, and not your own, enjoys full mobility in the middle of the board.


    [image: image]


    The position in Diagram 29 offers an instructive example. The rook and kings are on the same squares as the queen and kings were in Diagram 22. The checkmating process takes more moves in this ending because the rook can never deny more than three flight-squares to the king, while the queen can control as many as six of them. Also, an otherwise unnecessary king move is needed at times to maintain the rook on a square on which the opposing king has attacked it. A king can, of course, never attack a queen.


    In the diagram it would seem to be a good plan to try gaining access for your king to the central squares of the board, in order to produce a situation comparable to the one illustrated in Diagram 27, which led to a quick decision. This would suggest starting with 1 [image: image]g2. Black might attempt
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    Founded in 1843, Batsford is an imprint with an illustrious heritage that has built a tradition of excellence over the last 168 years. Batsford has developed an enviable reputation in the areas of fashion and design, embroidery and textiles, chess, heritage, horticulture and architecture.
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