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The names and symbols of the chess pieces™®

HOW TO READ CHESS NOTATION

by KENNETH HARKNESS

moves of their games, and to permit

the publication of games in compact
form, various systems of chess notation
have been perfected. The =ystem we use in
this country is called “descriptive chess
notation.” It is the result of a process of
evolution which started nearly one thou-
sand vears ago. The basic method was
used by the writers of 10th century manu-
seripts to identify  the squares of the
chesshoard and describe the moves of the
men.

The recent historical background of no-
tation, explained in this article, may help
the reader to understand the underlying
principles  of this method of recording
Once these principles are

Tu ENARLE chessplayers to record the

chess moves,
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understood, the apparently unintelligible
symbols of modern notation are easily
interpreted.

[n all the early printed books on chess,
down to about 1800, the moves of games
are deseribed in words, Everything is spell-
ed out in full. No alttempt is made to
abhreviate the names of the chessmen or
the numbers of the squares. In the earliest
books, prior to 1670, the record of a game
is presented in the style of an ordinary
text, with no separations of any kind be-
tween the descriptions of moves,

The books published between 1670 and
1820 make it easier for the reader to fol-
low the record of a game. A separate line
is given to each move of each player. In
this period, Philidor introduced the mod-
ern custom of numbering each move and
its reply with the same number,

In the early English editions of his

Chess Anelyzed (first edition, London
1750), Philidor describes chess moves in
this fashion:

1.
W hite. Hr. King’s Pawn two Steps.
Black. The same.

2.
W. The King’s Knight at his Bishop’s
third Square,
{1, The Queen’s Pawn one Move.
3 |
. The King's Bishop at the Queen’s
Bishop’s fourth Square.
B.  The King’s Bishop’s Pawn two Moves.

ticn., Theoretically, the
distinetive names throughout the progress
of 2 pame. In olden times, the full namoes
wiere alwavs used. In modern notation, the
symbol for Reok (R} or Bishep (B) or
Konight (N or Kt) is used when a specified
move ar capture can be made by only one
picoe,

preces rotain their
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The names and symbols of the Pawns*

4.

J©'. The Queen’s Pawn one Move.
B. The OQueen’s Bishop’s Pawn one
Move.
5"

. The King’s Pawn takes the Pawn.
B. The OQueen’s Bishop retakes the
Pawn,

6.
W. The Queen’s Bishop at the black
King’s Knight's fourth Square.
B. The King’s Knight at his Bishop’s
third Square.

Any reader who knows the moves and
names of the chessmen should be able to
follow this notation. It employs a fairly
simple method of designating the piece
or Pawn moved and the square to which
it moves,

Names of the pieces: Philidor uses the
following names for the pieces:

The King The Queen

The King’s Bishop  The Queen’s Bishop

The King's Knight The Queen’s Knight

The King's Rook The Queen’s Rook

We use the same names today but omit
the possessive form of speech. We now
refer to the King-Bishop and Queen-Bish-

—_—— ———

* Tn old-fashioned notation, the full names
or svmbols of the Pawns are used., In mod-
crn notation, the svmbol P (Pawn) is uscd

when a specified move or capiture can be
made by only one Pawn, Sometimes Lhe
symbol RP (Rook-Pawn) or NP (Knight-

Pawn) or BP (Bishop-Pawn) iz used to
show that reference is made to a Pawn on
a certain fle (and when it is unnecessary Lo
specify that the file is on the Queen-side
or King-side of the board). A Pawn's full
symbol (QRP or QNP, etc.) is used only
when a shorter symbol would be ambiguous.

8
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op, the King-Knight and Queen-Knight,
the King-Rook and Queen-Rook.

The diagram on page 7 shows how
these pieces are placed on the board at
the start of the game. Each player (White
and Black) has a King-Bishop, King-
Knight and King-Rook on the King's side
of the board., a Queen-Bishop, Queen-
Knight and Queen-Rook on the Queen’s
side of the bhoard.

Note that the corresponding White and
Black pieces face each other across the
hoard-—-King opposite King, Queen op-
posite Queen, ete. As a result, the vertical
rows of squares (called files) are named
after the pieces. Thus, the two Kings
stand on the King’s file, the two Queen’s
on the Queen’s file, etc. (See diagrams 1
lo 4, page 9),

Names of the Pawns: Philidor identifies
the Pawns as follows:

The King's Pawn

The King’s Bishop’s Pawn

The King’s Knight’s Pawn

The King’s Rook’s Pawn

The Queen’s Pawn

The Queen’s Bishop’s Pawn
The Queen’s Knight’s Pawn
The Queen’s Rook’s Pawn

We still use these names, omitting the
possecssive form of speech. Now we. call
the Pawns the King-Pawn, the King-Bish-
op-Pawn, the King-Knight-Pawn, etc.

A Pawn bhears the name of the file on
which it stands. At the start of a game,
as illustrated on this page, the King-Pawn
stands in front of the King, the King-Bish-
op-Pawn in front of the King-Bishop, etc.
Unlike the pieces, however, @ Pawn can

change its name during the progress of a
game. Whenever a Pawn captures it takes
the name of the file on which it captures.
For instance, if a King-Pawn (a Pawn on
the King’s file) captures an enemy unit
on the Queen’s file, the Pawn becomes a
Queen-Pawn. If the same Pawn, after be-
coming a Queen-Pawn, captures on the
Queen-Bishop’s file, it becomes a Queen-
Bishop-Pawn.

Identifying the Squares: The descriptive
notation of Philidor’s day divides the
chessboard horizontally into two equal
sections. Half the board belongs to one
player and the other half to his opponent.
Specifically, the four horizontal rows of
squares (ranks) nearest to White belong
to White; the other four ranks belong to
Black.

In each half of the board (White’s and
Black’s) the squares of the rank nearest
to the plaver are named after the pieces
placed on these squares at the start of the
game. Thus, the Queen’s Rook is placed
on the Queen’s Rook’s Square, the
Queen’s Knight on the Queen’s Knight's
Square, ete. The square of a piece is also
called its “home” or its “place.”

In this old notation, the three squares
in front of each piece (White and Black)
are identified as the second, third and
fourth squares of that piece. Thus, the
three squares in front of the King (White
or Black as the case may be) are the
King’s second, third and fourth squares;
the three squares in front of the King's
Bishop are the King's Bishop’s second,
third and fourth squares, etc.

Note that Philidor's notation numbers
the squares to each player’s fourth rank.
To describe the move of a piece into en-
emy territory (beyond the player’s fourth
rank) the occupied square is identified
as belonging to the opponent and is num-
bered from the opponent’s edge of the
board. For example, at White's sixth move
in the quotation from Philidor’s writings,
White plays his Bishop to “the black
King's Knight’s fourth Square.,” The
White Bishop crosses the center and oc-
cupies a square in Black’s half of the
board. Consequently, the square is num-
hered from Black’s edge.

In the early 19th century, the above-
described method of numbering squares
was gradually changed. It became easier
for players to say that a Bishop moves to
“the King's Knight's fifth square” instead
of to “the adversary’s King's Knight's
fourth square.,” Then, as the process of
evolution continued, the numbering was
gradually extended bevond the fifth rank.
It became customary to speak of a play-
er's sixth. seventh and eighth squares on
a given file. Eventually, the old method
of dividing the board into two halves was
abandoned. By the vyear 1840, all chess
writers had adopted the new style of num-

bering from 1 to 8.
(continued on page 10)
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'I This is a ¥iLE. Each row
of squares up and down
the board is called a riLE
The file on which the two
Queens are placed (shown
above) is the Queen’s file,
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This is a rRANK. Each

row of squares running
horizentally across the bhoard
is called a RANK.

The four files on the The four files on the

Queen’s side are named King's side of the board
{{. to r.) the Queen-Rook’s are named (L. te r.) the
flJ.L-, the Queen-Knight's file, King's file, the King-Bishop's
the Queen-Bishop's f]le the file, the King-Knight's file,
Queen’s file, the King-Rook’s file.

8 WHITE'S EIGHTH RANK BLACK'S FIRST RANK
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1 WHITE'S FIRST RANK BLACK'S 83TH RANK

Black counts the ranks

from 1 to 8 in the same
way but starts the count from
his own side of the board.

The ranks are number-
ed from 1 to 8. White
calls the rank in front of
him his first rank, and

QUEEN-ROOK’'S FILE
QUEEN-KNIGHT'S FILE
QUEEN-BISHOP'S FILE

QUEEN'S FILE
KING'S FILE
KING-BISHOP'S FILE
KING-KNIGHT'S FILE
KING-ROOK'S FILE
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The White Pawn 1s on
the Qfile and on
White's 4th rank. Hence it
is on White's Qd square. The
Black Pawn is on Black’s K4
(Kfile & Black’s 4th rank).

%@%ﬁ . éf%f%w
;, BB mEEE
B ﬁ y BB B
‘Io The White Knight is 'I
on White's KB3 sq.

The White Bishop is
on White’s QN5 sq.
(KB-file and White’s 3rd (QN-file and White’s 5th
rank). The Black Knight is . rank). The Black Bishop is
on Black’s QB3 square (the on Black’s KN3 square (KN-
(B-file & Black’s 3rd rank). file & Black’s 3rd rank).

ﬁ.ﬁ.’%@@ﬁ_&y
I/I”

13 A MOVE is described
by naming the piece
or Pawn moved and the
square to which it goes.
Above, White has played
“Pawn to K4 and Black has
moved “Pawn to K4.”
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"\Iuw WhltL has play-
ed “Knight takes
Pawn.” A ecapture is thus
described when more detail-
ed identification is not need-
ed. After the capture, Black
plaved “Pawn to Q3.7

‘I4 anrntmumf__.r,_r Whlte has ‘I
plaved “Knight 1o

KB3” (meaning Knight to

White’s KB3) and Black has

moved “Knight to KB3”
(meaning Knight to Black’s

KB3 square).

4 The names of the 8 files
(I. to r.) are abbrevi-
ated as follows: QR-file, QIN-
file, QB-file, Q-file, K-file,
KB-file, KWN-ile, KR-file.
The N stands for Knight.

8 A square is identified
by naming the file and
rank number. The marked
square above is White's (4
or Black’s Q5.
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‘I The White Rook is on

White's QR1 sq. (QR-
file and White's 1st rank).
The Black Rook 1is on
Black’s KR2 square (KR-
file and Black’s 2nd rank).
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16 Cumludmg thl&. SEr-

ies of moves, White
has played “Knight to KB3”
and Black has plaved
“*Knight takes Pawn.” In
chess notation, these descrip-
tions are abbreviated,
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Unfortunately, the chessplayvers of that
period continued to number the squares
from both edges of the bqard. They had
alwavs counted from White’s and Black’s
“home™ squares, and continued to do so,
merely extending the numbering to the
5th, 6th, 7th and 8th ranks.

This ambiguous method of identifying
squares has become firmly established
during the past century. We are now sad-
dled with a notation which emplovs two
numbers for each square. The system, as
used today, is explained and illustrated
on page 9. For White's moves, the
squares on each file are numbered from
White's first rank: for Black’s moves, the
squares are numbered from Black™s first
rank.

ne  revised method of numbering
T sqquares is the only radical change
in descriptive notation that has taken
place during the past two hundred years.
However, considerable progress (perhaps
too much progress) has been made in ab-
breviating and standardizing written no-
tation. To save space in magazines and
books, and to make it easier for a player
to record his moves quickly, contractions
and symbols have been adopted. As a re-
sult., written notation now looks quite un-
like the original.

It has taken a long time to contract
notation to its present form. As ecach new
abbreviation or symbol appeared in print,
the dichards of the period were shocked
and alarmed by the effrontery of editors
who dared to change the “traditional”
methods of recording chess moves.

No contraction was ever adopted simul-
taneously by chess publications. In the
books and magazines of any period, in-
cluding the present, various stvles of no-
tation can be seen. Some publications use
the notation of previous decades; others
use the current siyle; still others are
pioneering with new methods. Most pub-
lications wait until the players of any
period adopt a new style before making
the change in their publications,

Chess writers of the early 19th century
took the first step in  abbreviating the
descriptions of moves, Instead of writing
out the names of the chessmen in full,
they began to use initials. Thus, in some
hooks, “The King's Pawn” is contracted
to “The K. Pawn” and “The Queen’s
Bishop™ to “The Q. Bishop,” ete. In later
books of the same period, the definite
article is dropped and the use of initials
becomes more extensive. The names of
the chessmen are contracted to “K.P.7
for King's Pawn, “Q.B.” for Queen’s Bish-
op. “K.Kt.” for King's Knight, ete. (The
names King and Knight having the same
initials, the symhol Kt for Knight came
into general use, although one writer at-
tempted to popularize Kn for Knight).

Around 1813, the first two moves of
Philidor's game would have been written
in the following styvle:

10

1.
. K.P. two squares
2. The same.

2.
. K.Ki to its B, third square.
B, Q.P. one square.

The next important step was adopted
in 1822 when books started appearing
with the White and Black moves in two
adjacent columns, It around that
time. too, that playvers were beginning to
number the squares beyvond the fourth
rank. Some books, published in the early
1830°s, use the new and old methods of
numbering intermittently, clearly indi-
cating that the new style had not been
fully accepted by the chess public.

The period of transition ended about
1836, At that time, the moves of Philidor’s
came would have been written as follows:

was

White Black
I . iwo The same
K.kt to 15 third Q. one

K. twao

O 051 one

K. ' dakes 17 LT dakes 1Y,

G 13 1o KoIKU's b 6, v Is . 1o B o 1third
Note that the White and Black moves

are bhoth numbered and that the word

“square’ has been dropped.

LB one

T e 18 b —

1
2.
K. to QU5 Tourth 3,
1
"

In 1818, some chess publications began
to describe Pawn moves in the same way
as  piece moves, Prior to that time, a
Pawn move had always been described by
specifying the number of squares the
Pawn advances. The new style helped to
standardize notation by invariably des-
ignating the square to which a piece or
Pawn moves. Thus, at the middle of the
century, the moves would have been writ-
ten as follows:

White
I. Pl BK's 4th
K.Ikt, to 1= drd
K. 1o (.13s 1ih
' 1o 75 Sl
I iakes 1t
o 1o WoKTs 3th 6

Black
1. 1o I's dth

I', 1o ()'s Sed
I, 1o K.B's Jdth
I'. to .B's 3rd
.1 inkes P
. WKL to I3's drd
Vith  variations and hangovers from
earlier decades, the above style continued
in use for at least twenty years. The
obvious contraction of the square numbers
(“fourth™ 1o “Hh™ ete.) had been used
previously by an occasional writer (as
early as 1814 by Peter Pratt) but did

not hecome common practice until Staun-

[

&
wr
'

T o= Gl Dl e
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= L e

ton gave it his blessing in The Chessplay-
ers’ Chronicle for 1848,

1870, some publications sim-
plified the square designations, dropped
the periods after initials, eliminated the
repetittons of the move numbers, Nota-

Around

tion became more econdensed, as illus-
trated below:
wWhite Black
T P io k4 " 1o K
2 It 1o WIS 1* o Q3
3 DBta B 1" 10 K13

1Y o 8 1" 1o C)T53
P Aakes 1Y Iy tinkes 1P
3ot WIS Wi 1o W3

Note that White's 3rd move is record-
ed B to B4, Prior to 1870, this move was
cenerally written K.B, to O.B.4. The sim-

T e

plification is made possible by the fac
that White. at his 3rd turn, can mow
only one Bishop. and this Bishop can
go to only one square on the 4th rank-
White's (QB4.

This type of condensation has been usel
(and misused) up to the present day,
Most chessplayers still do not know whep
to condense and when not to condense
The scores turned in by tournament play.
ers are usually full of mistakes and i
consistencies in notation.

Fortunately, the ability to write con
densed notation correctly is not needed by
the reader of modern chess magazines and
books. Today, responsible editors cheek
game scores carcefully and present them
as free from errors as possible. Conden
salion is used correctly, in accordance
with definite standards, Inconsistencies
are avoided. As a result, published scores
are easy to follow.

The score above has two examples of
immconsisteney in condensation. To conform
lo a standard styvle, Black’s 4th movw
<should be written /7 to 13 and Black’s 6th
move should be written Kt to B3, In later
vears, such inconsistencies in  published
scores became less common,

Near the end of the 19th century, sym
bols were adopted 1o represent the words
“to” and “rakes.” As early as 1844, George
Walker had used x for “takes.” In the
1870"'s, some publications adopted 2
hyphen or dash to represent *to” or
“moves to,” But it was not until 1892
that The British Chess Magazine finally
broke down and admitted these symbols
Lo its pages. Since that time, notation has
been written as follows:

White Black White Black
1 P-K4 P-K4 4 P-Q3 P-Bj
2 Kt-KB3 P-Q3 h PxP BxP
3 B-B4 P-K B4 6 B-KKt5 Kt-Bl

This type of notation has prevailed 1o
the present day, During the past twenty
vears, however, more and more players
have been  writing the symbol N for
Knight. Postal chess players, who find
that the similarity between K for King
and Kt for Knight leads to confusion,
have almost unanimously adopted the new
symbol. Many tournament players are
using it,

So far as we know, Frank Marshall
was the first to use N for Knight in a pub-
lished hook (Comparative Chess, PPhila-
delphia, 1932)., Curss Review  adopted
the symbol in 1946, We find that it takes
Iess space than Kt is easier to read and
write, makes prool-reading easier, in-
credses notation accuracy.

Step by step, the wordy descriptions of
Philidor’s day have been boiled down to
the following style:

White Black White Black
1 P=-K4 P-K4 4 P-Q3 P-B3
2 N-KB3 P-Q3 5 PxP ExP
3 B-B4 P-KB4 6 B-KN5S N-B3

(To be continued next month)
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NOTATION SYMBOLS USED IN CHESS REVIEW
Symbols for Chessmen Symbols for Words

FULL BASIC WORD OR WORDS SYMBOL

NAME SYMBOL SYMBOL to el R -
King oo __ K K takes ____________ e X
Queen _________________ Q . Q check e —mmm———— t
King-Bishop ___.________ KB o __ B double check e i
Queen-Bishop - QB 5 discovered cheek _____________________ 5
King-Knight ____________ KN N Castles with King-Rook _____________________ 0-0
Queen-Knight —.________ QN N Castles with Queen-Rook ___ .. ____________ 0-0-0C
King-Rook .____ I "4 - S R eh passant .______ . ep
Queen-Rook . ____ QR R on the playﬂr"fs [ TTTTTEEETTTT T /
King-Pawn .o __—.__ K P and Queens _____________ e - (Q)
Queen.-Pawn QP P and promotes to a Rook _____________________ (R)
King-Bishop-Pawn ___.__ KBp _ _ BP or P and promotes to a Bishop ____________ _________ (B)
Queen.Bishop.Pawn esP 8P or P and promotes to a Knight __________.________ (N)
King-Knight-Pawn ______ KNP . ____ NP or P Best move ..o TTmTTmmmemeeoes S
Queen-Knight-Pawn ... QNP . __ NP or P Best anhd spectacular move ______________ - I
King-Rook-Pawn KR RP or P Spectacular but possibly unsound or unnecessary |7
Queen-Rook-Pawn ______ QRP _________ RFP or P e o
Inferior move _ . __ o __ e 7

See diagrams on page 10 for chessboard svmbols A blunder __._____________ . ___ 79

HOW TO READ CHESS

by KENNETH HARKNESS
PART TWO

AST MONTH, in a survey of the his.
Lluriﬁal background of descriptive no-

tation, we outlined the principles
zoverning this method of recording chess
moves, ©This month, we will go into more
details.

In effect, modern notation is a short-
hand method of writing words which de-
scribe the moves of games. The words
themselves have not changed much since
Philidor’s dayv. Two hundred years ago,
a tyvpical move was written “The King’s
Knight at his Bishop’s third square.” To-
day. chess players speak of the same move
s “Knight to King-Bishop three.” But in
the shorthand of modern notation, the
move is written N-KB3.

To follow the printed score of a game,
- vou translate the shorthand record of a
move into English words, then duplicate
the described move on your own board or
pocket chess set, In this way you can play
over a game from start to finish. Trans-
lating the notation is fairly simple, once
you know the meanings of the abbrevia-
tions and symbols. Duplicating the moves
is also quite easy, once you have learned
how to interpret the descriptions.

CHESS REVIEW, FEBERUARY, 1948

At the top of this page are listed the
symbols used in CHEss REVIEW to repre-
sent the names of the chessmen, the words
describing moves, captures, checks, etc.
The symbols for the squares of the chess.
board are shown in the diagrams on
page 10,

SYMBOLS FOR THE CHESSMEN
Basic Symbols

The six different types of men are rep-
resented by the following basic symbhols:
K for King £ for Bishop
() for Queen N for Knight

R for Rook P for Pawn

Note that Cress RiviEw uwses N for
Knight. Many other publications still use
the old-fashioned Kt for Knight.

When vou examine the various game
scores in this magazine, you will notice
that hasic symbols are used frequently to
represent pieces and Pawns—and you mayv
wonder how the reader can tell, from a
hasic symbol, which man to move or cap-
ture. For instance, if the svmbol P for
Pawn is used to describe a move, how
does the reader know which of the eight
Pawns to move or capture?

Actually, there is never any doubt in
the reader’s mind. He reads the entire
description of the move. Then; looking at

NOTATION

the position on his own board, he finds
that enfy one unit of the type specified
can legally move (or be captured) in the
manner described.

For example, if an opening move is
written -K4 (Pawn to King four), the
reader knows that the basic symhbol P
refers to the King-Pawn, since no other
Pawn may move to the square K4. The
specification of the square to which the
Pawn moves is sufficient to identify the
Pawn. (See diagram 1, page 9.)

Another example:

H% %@E =

% ﬁ;
0

%

White's move, in this p-:}ﬁiti:rn, 1s written
R-K1 (Rook to King one). It is obvious
that the basic symbol R refers to the
Rook beside the King, since this is the

only Rook that may move to the square
Ki.



Still another example:
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Here Whito"n move is written NxP (Knight
takes Pawn). The basic symbols & for
Knight and .!” for Pawn are perfectly
clear, since White may capture only one
Pawn with one Knight.

Full Symbols

When a basic symbol would NOT iden-
tify clearly a man to be moved or cap-
tured, a full symbol may be used to rep-
resent the distinctive name of a particular
Rook, Knight, Bishop or Pawn. The full
symbol shows that a choice exists and
enahles the reader to make the correct
maove or capture.
Rooks and Knights: The full symbols for

Rooks and Knights (KR. QR. KN, QN)
are used to clarify moves, provided the
reader is able to distinguish between the
King-side and Queen-side pieces of these
types. For example:
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White's move is written QR-(1 (Queen-
Rook to Queen one). Here the basic sym-
- bhol R for Rook would be ambiguous,
since either of White’s Rooks may move
to the square QI. However, the full sym-
bol QR makes the move clear. The QQueen-
Rook (at the left) has not moved from
its original square, so the reader knows
that this is the Rook which now moves

to (1.

Another example:

(See diagram at top of next column)

White's move is written KNxB (King-
Knight takes Bishop). Here the basic sym-
hol & for Knight would be ambiguous,
since either of White's Knights may cap-
ture the Black Bishop. The symbol KN
makes it clear that it is the King-Knight
(at the right) which captures. In this
position vou can easily distinguish the
King-Knight from the Queen-Knight; the

G i
Bty o
former has made onlvy one move and the
latter is still on its original square.

When it is difficult or impossible to

distinguish between King-side and Queen-
side Rooks or Knights (after these pieces
have moved once or twice), a different
method of identification is employed in
chess notation. Instead of giving the full
symbol of the piece to be moved or cap-
tured, the notation shows the rank or
square on which the piece stands. For
example, moves may be written N/K5xP
(Knight on the player’s K5 square takes
Pawn), or R/7-K2 (Rook on the plaver’s
7th rank to King two). This type of no-
tation will be explained in more detail
next month,
Bishops: The full svmbols for Bishops
(KB and (B) mayv appear at any stage
of a game score. You can always identily
a Bishop., no matter how often it has
moved, by observing the color of the
square on which it stands.

Fach player has a “white-square™ Bishop
and a “black-square” Bishop. Thus,
White’s Queen-Bishop moves only on black
squares; so if White captures QBxN
(Queen-Bishop takes Knight) it is the
Bishop on a black square that captures a
Knight. |

If vou have any difficulty in distinguish-

ing a King-Bishop from a Queen-Bishop.
or vice versa, just look at the colors of the
“home™ squares of these pieces—the
squares on which they are placed at the
start of a game.
Pawns: It is impossible for a player to
have the option of moving more than one
Pawn to a given square without a capture.
Consequently, the basic symbol P for
Pawn is always used to describe the move
of a Pawn to a vacant square. However,
when a Pawn captures (or is captured)
it is frequently necessary to distinguish
the capturing (or captured) Pawn from
some other Pawn or Pawns.

At any stage of a game score, an in-
dividual Pawn may be identified by its
full symbol (QRP, QNP, QBP, QP, KP,
KBP, KNP or KRP). It is then quite
easy to locate the Pawn. Just remember
that a Pawn is named after the file on
which it stands, no matter what its orig-
inal name may have been. Thus, if a cap-
ture is written BxKNP (Bishop takes
King-Knight-Pawn), the full symbol shows
that the Pawn to be captured stands on
the King-Knight file.

A Pawn may also be identified by a
semi-condensed symbol—RP  for Rook-
Pawn, NP for Knight-Pawn, or BFP for
Bishop-Pawn, The interpretation of these
symbols can best be explained by means
of an illustration:
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In this position White may capture any

one of three Pawns with his Knight, If
he takes the Pawn on the Queen-Bishop
file (left), the move is written Nx(QBP,
If he takes the Pawn on the King-Bishop
file (the Pawn next to the Black King),
the move is written NxKBP. (Although
Black has two KB-Pawns, White’s Knight
can caplure only one of them.) But if
White captures the Pawn on the King.
Knight file, the move is written NaNP
(Knight takes Knight-Pawn). A full sym-
hol must be used to describe either of the
first two captures. since White's Knight
may capture either a QBP or a KBP,
However, the semi-condensed symbol NP
is sufficient to describe the capture of the
King-Knight-Pawn, since White cannot
capture a Queen-Knight-Pawn.
Another example:

ﬁ &

%

A

With White to move, there are two possi
ble Pawn captures on the board. Obvi
ously, it would be ambiguous to use basic
symbols and describe either of these cap.
tures as PxF (Pawn takes Pawn). The
capturing Pawn orR the captured Pawn
must be identified. Thus, if White cap-
tures with his Queen-Pawn (the White
Pawn on the Queen-file), the move may
be written QFPxP or PxKP. Either style
will serve to identify the capture. Or if
White captures with his King-Pawn
(White’s Pawn on the King-file), the
move may he written KPxP or PxBP. In
the latter case, note that a semi-condensed
symbol is sufficient to identify Black'’
King-Bishop-Pawn, since White can cap
ture only one Bishop-Pawn.

(Continued on page 10)
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WHITE BLACK

I’-K4 P-K1
White plavs Pawn to King
four. He moves a Pawn to
White's <4th square on the
King-file {4th from bottom
of diagram). Black also
plays Pawn to King four
He moves a Pawn to BLACK'S
th square on the King-file
{counting from Black’s edge
of board at top of diagram).
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1=
White plays Pawn to Queen
four, moving a Pawn to his
4th square on the Queen-file.
Black plavs Pawn  takes
Pawn, capturing the Pawn
just moved by White, Black’s
capture is an inferior move.
as shown by the question
mark. He should have played
5...B-K2.
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9 WHITE

Q-Bdy P-Q4
White plays Queen to Bish-
op four check. The square 1s
OB4, condensed to Bd, The
(Jueen cannot. move to KB4,
In any case, the check iden-
tifies the square. Black plavs
Pawn to Queen four, moving
a Pawn to his 4th square on
the Queen-file and intercept-
ing the check.
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2 N-KB3 P-Q3
White plays Knight to King-
Bishop three. He moves a
Knight to White’s 3rd square
on the King-Bishop file.
[Locate the square and you
know which Knight to
move.} Black playvs Pawn to
Oueen three.  He moves a
Pawn to Black’™s 3rd square
on the Queen-file.

SN
A
x%%
_ !ﬂ-.“m‘\!x %;:
o i .
I o
H&
l&“l“h
et
\: -

2
N
i

R

g o

A b
aal

.

i
RN

N
%m*ﬁ&
\
A
.

i
i

i

oy
Jugl=r
e

6 'HITE BLACK
OxP B-K2
White plavs Queen takes
Pawn. The deseription s
adequate, {for the Queen can
capture only one of Black's
Pawns. Black playvs Bishop
to King tiwo, Only one Bish-
op can move. It goes to
Black’s Znd square on the
King-file. Black intends to
castle, but.. ...
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WHITE BLACK

B-B4 N-KB3
White plays Bishop to Bish-
op four. He moves a Bishop
to White’s 4th square on one
of the Bishop files. Obvious-
ly, it is the Queen-Bishop [ile
sinee White cannot move a
Bishop to the KB-file. Black
plays Knight to King-Bishop
three, his 3rd square on the
KB-file.

WIITE BLACK

BxPrt! KxB
White plays Bishop takes
FPawn  check! The dagger
() shows that the Pawn
caplure is made with check.
The exclamation mark (!)
shows that White's sacrifice
is the best move and in this
case &  surprising  move,
Black plavs King takes Bish-
op, capturing the piece,
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10 WHITE BLACK
NxQP N-K4
White plavs Knight takes
Cceen-Pawn,  He  captures
Black’s Pawn on the Qucen-
file, The Pawn is named be-
cause White's other Knight
can also capture a Pawn.
Black plays Knight to King
four. Only one of Black’s
Knights can play to this
sqquare.
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I NxNi K-B1
White plays Knight takes
Knight double check. There

15 only one possible “Knight

takes Knight” capture on the
board. The double check (by
Knight and Queen) is indi-
cated by the double dagger
(¥). Black plays King to
Bishop one. The square is
KB1, condensed to Bl.

WHITE BLACK
N-B3 QN-(Q2
White plays Knight tp Bish-
op three, meaning Knight to
Queen-Bishop 3 since White's
KB3 is already occupied.
Black plays Queen-Knight to
(hieeen o, Either of Black’s
Knights can move to the 2nd
square on the Queen-file. Tt
is the Queen-Knight that
makes the move,
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WHITE AC

N-N51 K-N1
White plavs Knight to Knight
five check.  Obviously, this
means Knight to King-Knight
5, since Knight to Queen-
Knight 5 (a playable move)
would not check the Black
King., Black plays King to
Knight one. The square is
KNI, condensed to N1, as the
King cannot go to QNI,
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2 WHITE

NPT Resigns
White plays Knight on
White’s S5th rank takes Poawn
check.  FEither of  White's
Knights could capture the
Pawn with check. The cap-
turing piece 15 identified as
the Knieght on the 5th rank.
Black resigns, for after 12
... RxN  (forced) White
plays 13 Q-N8 mate,
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'I The above symhols are invariably

used to identify squares on the
Queen-file and King-file. Note that every
square. has two numbers — one for
White's moves and the other for Black’s
moves. When a White move is described,
you locate the square on the specified file
by counting from White’s edge of the
board (at bottom of these diagrams),.
When a Black move is described, you
count from Black’s edge (top of diagrams).
To view symbols from Black’s point of
view, turn page upside down.

SYMBOLS FOR THE SQUARES

The symbols representing the squares
of the chesshoard are shown above.

Full Symbols

[t is not necessary to memorize the
square symbols. When a full symbol is
given it is quite simple to find the square
on vyour board. Just locate the file to
which the square belongs, then count up
or down the board as the case may be
(up from White’s edge for a White move
or down from Black’s edge for a Black
maove | .

For example, if one of White’s moves
is written B-KN3 (Bishop to King-Knight
three), the symbol KN3 tells you that the
square is on the King-Knight file, To find
the square, locate the KN-file and count
up to the third rank from White’s edge
of the board. Similarly, if one of Black’s
moves is written =KB3 (Queen to King-
Bishop three), the symbol KB3 shows that
the square is on the King-Bishop (file.
Locate this file and count to the third
rank from Black’s edge of the board.

The process of finding squares may
sound laborious—but after you have play-
ed over a few games vou will become
familiar with the locations of squares and
will be able to play moves without going
through the counting procedure.

Short Symbols

It i3 wundoubtedly true that notation
would be slightly easier to read if the
squares were alwavs represented by their
full symbols, However, condensed symbols
for certain squares have been used in hun-

10

When necessary, these full symbols

are used to identify squares on the
Queen-side and King-side of the board.
At left: the Queen-Rook [lile, Queen-
Knight file and Queen-Bishop file, At
right: the King-Bishop file, King-Knight
file and King-Rook file. Each square has
two numbers. Thus, White's QKR! square
(lower left corner) is Blacks QR8 square.
As explamed in the caption to the next
diagram, the above symbols are used only
when condensed  symbols for the same
saquares would be ambiguous.

dreds of books and periodicals during the
past eighty years. To read chess publica-
tions you must know how to interpret
these symbols.

The short symbols are shown in dia-
eram 3 above. You will observe that the
squares on the Queen-side of the board
have exactly the same symbols as the cor-
regponding squares on the K-side,

There is a distinet similarity between
short square symbols and the semi-con-
densed symbols used for Pawns., For in-
stance, we have seen that the symbol NP
(Knight-Pawn) may be used to identily
a Pawn on the King-Knight file or the
Queen-Knight file, provided the move de-
scription is not ambiguous. In the same
way, the symbol N5, for example, may be
used to identify a plaver’s fifth square on
the King-Knight file or his {ifth square on
the Queen-Knight file, provided the move
deseription is not ambiguous,

When a short square symbol is used to
describe a move, you will find that only
one of the squares bearing the specified
symbol may be occupied in the manner
described.  For example:
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3 These condensed svmbols are aly
used for the squares shown i

diagram 2. When a condensed symbol i
used, the description of the move make
the meaning clear. For example, if a mov
is written B-N3, only one of the player:
N5 squares can be occupied by a Bishg
(without a capture or check). Although
the player has two N5 squares, one on the
(QN-file and the other on the KN-file, th
described move can be made legally

only one of these squares, Otherwise, the
move would be written B-KN5 or B-QN;

In the diagrammed position, White's move

is written ¥-V5 (Knight to Knight five),
The short symbol &35, by itself, does n
inform you whether a Knight moves
the N5 square on the King-side (KN§)
or to the N5 square on the (Queen-side
(QN5). However, when vou look at the
position, you see that a White Knigh
may occupy only ene of these squares—
the N5 square on the King-side. Hence,
the description N-N5 can be interpretel
in only one way. It is clear that White
moves his Knight to the square KN5.
Another example:
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White's move is written £-R3 (Bishop to
Rook three). Again the short symbol does
not inform vou whether a Bishop moves
to KR3 or QR3, but you know that it is
one (and only one) of these squares t
which reference is made. A glance at the
position shows that White can move a
Bishop to the R3 square on the Queen.
side (QR3), but cannot move a Bishop to
the R3 square on the King-side (KR3).
The short symbol is easily interpreted,

(To be continued next month)
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PART THREE

outlined the history of notation and

explained the symbols representing the
chessmen and squares of the chess board.
This month we will show how to interpret
other symbols used in wrilten notation.

IN TIIE {irst two parls of this series we

Symbols for "to" and "{fakes™

A move to a vacant square is described
by naming the unit moved and the square
to which it goes. The names are abbrev-
iated and linked by a hyphen or dash(—)
representing the word “to.” For example,
the move of a Pawn (PP} to a player’s Q4
square is written P=Q4 (Pawn to Queen
four).

A capture is described by naming the
capturing unit and the captured unit. The
names are abbreviated and linked by the
symbol x representing the word “takes.”
Thus, if a Queen () captures a Pawn
(P). the capture mayv be written QxP
(Queen takes Pawn),

Move Numbers

To enable the reader to follow the
moves of a game in the correct sequence,
each move is numbered, Note, however,
that White’'s moves and Black’s replies
hear the same numbers. Thus, White’s first
move is No. 1 for White—and Black’s re-
ply is No. 1 for Black. Then White’s sec-
ond move is No. 2 for White—and Black’s
replv is No. 2 for Black, ete.

The move number precedes the deserip-
tions of a White move and a Black reply.
For example:

WHITE ELACK
1 P-K4 P-K4
2 N-KB3 N-QB3
3 B-N5 P-QR3.

Here the moves are columnized. On each
line, the move number is followed by
White’s move and Black’s reply.

To save space, the record of a game
may bhe arranged as follows:

WHITE BILACK WHITE BLACK
1 P-K4 PK4 4 B-R4 N-B3
2 N-KB3 N-OB3 5 0-0  B-K2
3 B-N5 P-OR3 R-K1 P-QN4

Here the first three moves (White and
Black) are columnized at the left, the
next three moves (4 to 6} at the right,
[n this and other arrangements, the move
numbers always indicate the order in
which the moves should be played.

Castling and En Passant Captures

The castling moves are represented by
the following symbols:
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0-0 = Castles with King-Rook
0-0-0 = Castles with Queen-Rook
An en passant Pawn capture is shown

as tollows;:

PxPep = Pawn takes Pawn en passant.

Pawn Promotion

When a Pawn reaches the eighth rank
the Pawn becomes a Queen, Rook, Bishop
or Knight. The choice of substitution is
made by the player. If he chooses a Queen,
he is said to have “queened a Pawn.” If
he chooses a Rook or minor piece, he
“makes” a Rook, Bishop or Knight, as
the case may be.

In chess notation, the symbol for the
piece substituted for a promoted Pawn is
shown in parenthesis after the description
of the move or capture which enables the
Pawn to reach the eighth rank.
example:

For

White advances his Knight-Pawn to the
eighth rank and queens his Pawn. The
move 1s written

1 P-N8(Q)

This notation may be translated as “Pawn
to Knight eight and queens.”

Another example:

White captures the Black Queen and pro-
motes his Pawn to a Knight with check.
The capture is written:

1 PxQ(N)T
The colloquial translation of this cap-

ture would be *“Pawn takes Queen and
makes a Knight with check.”

NOTATION

Symbols for Checks

When a move or capture delivers check,
the attack on the opponent’s King is in-
dicated in chess notation. In the past,
Crrss REvVIEw has emploved the contrac-
tion ch to represent the word “check”—
without distinguishing between nrdix'mr}r
checks, discovered checks and double
checks. Now we use three symbols: -

check
— discovered check

= double check

One of these symbols follows the des-
cription of a move or capture giving check.
For example, in the following position
White mates in seven moves and each
move is a check. The notation under the
diagram illustrates the use of symbols for
check, discovered check and double check.
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WHITE BLACK
1 NxNP§ Q-K2
2 RxQF BxR
3 N-K5§ K-Q1
4 N-B7i K-K1
5 N-Q6i K-Q1
6 Q-K8t RxQ

7 N-B7 mate

Although the main purpose of a check
symhol is to call the reader’s attention to
the fact that a check is delivered, it must
be realized that 'a move or capture with
check may be written in a more condensed
style than would otherwise be possible.
For example:

Black advances his KRP two squares and

7



checks the White King. The move is
written
L. ... | P-R4t

Note that this move is not written 1. ..
P-KR4t The fact that a check is given
makes it unnecessary to use a full symbol
for the square. The check symbol shows
the reader which Pawn to move. Although
Black can also play...P-QR4, this move
does not give check,

Another example:
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Black’s Bishop captures the White KBP
with check, The move 13 written

1.... BxPt

It is not necessary and not good practice
to write 1...BxBPT? The simple 1...Bx
Pt identifies the capture without any
possibility of confusion. It is true that
Black’s other Bishop can capture a Pawn,
but this capture would not check the
White King,

In some positions, a check symbol may
not be sufficient to identify a move or cap-
ture written in condensed style. In such
cases, the use of condensation would be
incorrect. For example:
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White’'s Queen captures the Black KP
with check. The capture is written

1 QxKPt
Note that this capture is not written 1
QxP7 The use of a basic symbol for the

captured Pawn would be ambiguous.
White’s Queen may capture the QBP or
the KP—and either capture would check
the Black King. The check symbol alone
does not identify the correct capture.

There is still another type of position
which requires explanation. The condi-
tions are illustrated in the following
diagram:

o

3
m’&h

(See diagram on next column)

Here Black has the choice of capturing
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one of two Pawns with his Bishop. Should
he capture White's KBP, the White King
would be checked and the capture would
be written

1.... BxPt

The check symbol is sufficient to identify
the captured Pawn.

However, Black actually captures the
other Pawn (White's KNP) and the White
King is not checked. Hence, it is possible
to write the capture as follows:

1.... BxP

A basic symbol is used for the captured
Pawn in the belief that the omission of
the check symbol enables the reader to
make the correct capture. All chess pub-
lications, including CHEss REVIEW, have
always written such moves or captures in
this way.

It is our belief, however, that K many
readers find this negative method of iden-
tification confusing, The reader may not
notice that the omission of a check symbol
is the key to the correct move or capture.
Consequently, CHEss REeviEw has now
adopted a clearer style of description In
such positions. We now use a full symbol
to clarifv a move or capture which does
~otT give check when the player has the
option of making a similar move or cap-
ture with check. Thus, in the above posi-
tion, CHESsS REVIEW writes the capture as
follows:

...,

Another example:

BxNP

b -".%
A ]

If Black moves his Bishop to QNS5,
checking the King, the move is written

1.... B-N57

It is not necessary and not good prac-
tice to write 1...B-QN57 A short sym-
hol can be used for the square because
the check identifies the move clearly.

However, if Black moves his other Bish.
op to KN5, CHess REviEw would write
the move as follows:

1.... B-KNb5

A full symbol is used for the square.
We do not rely on the omission of the
check symbol to identify the move.

Rooks, Knights and Pawns

As explained last month, a full symbol
may not be sufficient to identify a Rook
or Knight after the piece has moved a
few times. To clarify, a move or capture
involving one of these pieces it is often
necessary to specily the rank or square
on which the Rook or Knight stands. For
this purpose, CHEss REVIEW has adopted
a special symbol (/) to represent the

words “on the player’s” For example:

‘BN
@%y_%@%
% % 35

White moves his Knight at K4 to KNb5.
As either Knight may move to this square,
it is necessary to identify the piece moved.
A full symbol (QN) would not be entire-
Iy clear; the reader cannot be expected to
remember which Knight is the Queen-
Knight, However, one of White’s Knights
is on the 3rd rank and the other on the
4th rank. Hence, the piece moved is clear-
ly identified if the notation specifies that
it is the Knight on White’s 4th rank which
goes to the square KN3. Therefore the
nmove is written

1 N/4-N5

Translated literally, this reads “Knight
on the player’s 4th rank to Knight five.”
Note the use of the slant-bar symbol to
represent the words “on the player’s.”
Note also that “the player” is the man
who makes the move—White, in this case.
Hence, the notation N/4 refers to the
Knight on White’s 4th rank. '

Another example:

Black’s Rook at K6 captures a Pawn. To
describe this capture with full symbols
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would be useless. It is obvious that the
notation QRxP would not be clear; the
reader cannot be expected to remember
which is Black’s Queen-Rook. Of course,
RxP is ambiguous; either Rook may cap-
ture a Pawn. And RxBP is also ambigu-
ous, because White has two Bishop-Pawns
and either Pawn may be captured by a
Rook. Consequently, it is necessary to
specify the rank on which the capturing
Rook stands. The move is written

R/6xP

Translated, this reads “Rook on the play-
er's 6th rank takes Pawn.,” In this case
“the player™ is Black, so it is the Rook
on Black’s 6th rank which captures a
Pawn.

Still another exﬂmp]e:

E/ﬁ.@

B
) %ya
_ Al
R
SIYR W
10 miE
i BB o

White's Knight at K5 captures Black’s
KBP with check. As either of White's
Knights may capture the KBP it is neces-
sary to identify the capturing Knight. A
full symbol for the Knight would not help
the reader, Moreover, as both Knights are
on White’s 5th rank, the capturing unit
must  be identified by specifying the
square on which it stands, The move is
written

*“'H’
i

1 N/K5xPT C e
This reads “Knight on the player’s K5
takes Pawn check,”

Note the distinclion between this nota-
tion and the descriptions of the moves
illustrated in diagrams 9 and 10, To save
space, the rank alone is specified if the
meaning i1s clear; otherwise the sgquare
is indicated.

Another type of position is illustrated
helow

ﬁ? W 92

o MY
w - AY 1

7
=
. s‘gﬁ

White's Queen captures the Knight on the
King-file, As the Queen can capture the
other Knight, the captured unit must be
identified. One of the Black Knights is

CHESS REVIEW, MARCH, 1948

on White's 5th rank, the other on his 7th
rank, so the captured Knight can be iden-
tified by specifying the rank. Thus, the
move is written

I QxN/7 C e
This reads “Queen takes Knlght on the
plaver's 7th rank.”

Note that the specified rank is always
numbered from the player’s side of the
board. In this case, White is the player
—and the captured Knight stands on
White’s Tth rank.,

Another example:

» % éﬂ’ﬁ’%‘
¢

o
%

Black’s Bishop captures the Knight on
the King-file. This Bishop can capture one
of two Knights—so the captured unit must
be identified. As both Knights are on the
same rank, the square on which the cap-
tured unit stands must be given. The move

1s written
1.... BxN/K4

This reads “Bishop takes Knight on the
player’s K4.” Black is the plaver and the
square is Black’s K4.

The same style of notation is used to
identify a captured PPawn when other
methods would be ambiguous. For ex-

ample:

yﬁ%@% 5
111 1m
Aty x
b, %% %ﬁ 1
y > gﬁ%
meE W
R, 8RN

= WY )E

Black’s Knight captures the QBP on
Black’s QB4 square. To describe this cap-
ture as NxQBP would be ambiguous, for
White has two QBP’s and the Black
Knight can capture either of them. How-
ever, one of these Pawns is on Black’s 4th
rank, the other on his 6th rank. Hence,
the capture is written

1.... NxP/4

Which reads “Knight takes Pawn on the
player’s 4th rank”—Black’s 4th rank in
this case.

Another example:
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(See diagram next column)

Black’s the Pawn on

(Jueen captures

2
iy
‘.

Black’s Q4 square. To describe this cap-
ture as QxQP would be ambiguous. White
has two Queen-Pawns and the Black
(Queen can capture either of them. Hence,
the capture 1s written

QxP/Q4
Which reads “Queen takes Pawn on the
player’s Q4 square.”

Note that we specify the square, al-
though it is actually sufficient to indicate
the rank and write the move 1... QxP/4.
Our reason for doing this is to make the
capture entirely clear to readers who for-
get that the specified rank is always num-
bered from the player’s edge of the board.
If we wrote this move as 1... QxP/4 some
readers would believe, wrongly, that the
Pawn on W hite’s 4th rank is captured.

To avoid confusion when reading this
type of notation, just remember that the
slant bar symbol (/) always means “on
the player’s.” If White makes the move
or capture, the specified rank or square
is numbered from White’s edge of the
board. If Black makes the move or cap-
ture, the rank or square is numbered from
Black’s edge of the board.

Obvious Moves

In a correctly written game score, am-
biguous notation is never used to describe
“obvious™ moves, I'or example, in the posi-
tion illustrated at the top of this column
it would bhe entirely incorrect to describe
Black’s capture as QxP. It may be obvi-
ous that Black’s Queen has only one safe
Pawn capture, but the reader should not
be called upon to judge the quality of a
move; the notation should inform him
exactly which move or capture to make.
In the above example, the correct capture
would be apparent to most readers—but in
many positions the “obvious” move would
be incorrect,

Referring to Marshall’s games, Napier
wrote that “some of his best moves look
like typographical errors!” If the “obvi-
ous” moves in Marshall's cames were writ-
ten with ambiguous notation, the average
reader would never be able to play over
the scores.

We conclude this zeries with the quiz
on the following page. When space is
available we will respond to requests for
an explanation of algebraic notation.

— THE END —



Brack has five optional
FPawn captures by five
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14B: ...........
14C:

14D: ...
14E: .. .......

different Pawns., Write the
4A:

notation for each capture,

14

Warrr's Knight at K5
has four legal captures,

13
1315: .

13C: ...,

13D: ...

Write the notation for each
of Lthese captures,

13

Wiire's Knight at K2
has four legal moves,

12B: e
12C: . s
12D

Write the notation for each
L2 e

of these four moves,

12

Queen-

Either of White's Rooks

may capture the
notation for each of these

optional captures.

11A: ....
13 and 14 in the same way.

rect answer. Score Nos, 12,
10

Score 1 point for each cor-

Pawn with check, Write the

11
11B: ...
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A Picture Guide to

IRVING CHERNEYV

INTRODUCTION

In this series we present an entirely new method
of chess instruction. You will learn the rules and
tactics of chess by seeing and doing things. The ex-
planations and definitions will be illustrated, in all
cases, by pictures, diagrams and examples.

The course starts—as it must—at the very begin.
ning. We are going to presume that you have never
seen a set of chessmen in your life. If you already
“"know the moves,” so much the better. You can
skip the first part and carry on from there. If you
have been playing chess for some time, you may re-
gard this as a "'refresher” course in the elementary
principles. There will be much in the later sections
which will help and instruct you. Advanced players
will find it an excellent means of introducing chess to
their friends.

As the course is primarily intended for beginners,
elementary subjects will not be quickly glossed over.
Two or three pages of pictures, diagrams and text
may be used to clarify abundantly definitions which
most chess books dismiss in a few words. Chess
notation—those mysterious numbers and symbols
used to record chess moves—will not be employed in
the early stages. The notation system will be intro-
duced gradually and painlessly, as we go along. After
you have read several installments you will suddenly
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LET’S PLAY CHESS!

the Game of Chess

By IRVING CHERNEV

Associate Editor of CHESS REVIEW

and

KENNETH HARKNESS

Managing Editor of CHESS REVIEW

This 8-page supplement contains Part One of a new, pictorial,
self-teaching guide to the game of chess. The series will appear
monthly and will form a complete course of instruction in the
rules and tactics of the game.

By following this course, with its remarkable illustrations,
diagrams and practice drills, the beginner can quickly and easily
learn the basic principles of chess,

Part 2 of the series will appear next month - in the April issue,

realize that you know and understand chess notation
without conscious effort on your part.

This course may help to dispel the erroneous be.
lief that chess requires extraordinary intelligence or
2 mathematical mind. Chess has nothing to do with
mathematics and to enjoy a game of chess with a
relative or friend you need no more intelligence than
for a friendly game of bridge, gin rummy, or any
other home game.

Of course, chess would not have survived for thou-
sands of years if there was no more to i1t than gin
rummy. With its limitless possibilities, chess can be
played and enjoyed by beginners, average players,
advanced players and masters, Each class plays a
different type of game—but enjoyment of the game
is not reserved for the masters. The beginner soon
learns to appreciate the beauty and art of master
play—the delightful combinations, the amazing stra.
tegy and perfect timing displayed by these experts—
but for sheer pleasure he enjoys best of all his own
efforts against players of equal strength. An absorb.
ing hobby, chess provides him with relaxation and
recreation in greater measure than any other home
game,

It is our hope that this course will be the means
of introducing our new readers—and the friends of
our old readers—to a fuller appreciation and under.
standing of the greatest game in the world, the
Royal Game of Chess.

CHESS REVIEW



The

Chessmen and Chessboard

KING QUEEN

BISHOP

To play chess you need a set of chessmen and a
chessboard, You may, if you wish, use an inexpen-
give pocket chess set; but eventually you will want
to own a regular set of plastic or wooden chessmen
and a cloth or wooden board.

Chessmen and boards are available in various
sizes, colors and designs. If possible, take the advice
of an experienced chessplayer in selecting your set,
Tricky designs and violent colors become distasteful
later, Although red and black boards are sold in
great gquantities, you will find more subdued colors
easier on the eyes,

The pieces of a “Staunton design"” plastic chess-
men are pictured on this page, On other pages, a
wooden chess set of similar design is illustrated.
With slight modifications in the products of different
manufacturers, sets of this design are by far the
most popular,

Let us now examine the chessmen in detail and
take stock of the “White” and “Black” forces, No
,matter what the actual color of your chessmen may
be, it is customary to refer to the light-colored men
a8 the white pieces and the dark-colored men as the

black pieces,

Comparing vyour chessmen with the illustration
above, vou will note that the white pieces consist
of 1 King, 1 Queen, 2 Bishops, 2 Knights, 2 Rooks
and 8 Pawns, Now if vou compare the white with
the black men wvou will find that they correspond
exactly, There are two identical setz of forces—a
White army and a Black army.

The King is alwavs the tallest piece, The (Jueen,
with a knurled crown, is almost as tall as the King,
The Bishops can always . be distinguished by the
sharp slits at the top. The Knights (with horsesg’
heads) and the tower-like Rooks (formerly called
Castles) are easily identified, The Pawns are the
smallest of all,

At the top of the next column the entire forces of
the white and black “armies” are shown, in the order
we have just described them. In this illustration, the
chessmen are represented by the symbols used in
the printed diagrams which will appear in this series.
Study . these symbols carefully and become ac-
quainted with them, The King and Queen are re-
presented by their respective crowns, The syvmbol
for the Bishop features the slit top (supposed to
represent a Bishop's miter.) The symbols for the
Rook, Knight and Pawn depict the general shapes
of these men.

MARCH, 1943

KNIGHT ROOK PAWN

White Men Black Men
@ 1 King @ 1 King
= 1 Queen W 1 Queen

B @ 2 Bishops

&} &} 2 Knights

E%ZRnuks
38 8 8 s
8 8 8 ¢

E ﬁ 2 Bishops
4 4 2 Knights

® = 2 Rooks
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Pawns

The Chessboard
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Chess is played between two opponents on a board
with 64 squares, Every square may be used, The
board has 32 light and 32 dark squares, These are
always referred to as white and black squares.

The board must be placed so that each player has
4 white square at the right hand corner nearest to
him. (See pointer above.) This is important., You
cannot play chess with the board turned round the
WIONE wav,
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The

Starting
Line-Up

You are not yet ready to play a
game of chess—but this picture
shows how the chessmen must be
lined up to start a game, Place the
pieces on the board as explained
under the diagrams below,

W Remember to place the
board with a white square

at the right hand corner nearest
to you.

;;;;;;

e e ﬁ / /
e e 7 ;
H" o %%f /ﬁ i %/Z: 2

N ﬁﬁ 7 W
Z;f/ . 7 U /é, / é

= ’ﬂf’f i
| ¢ or| lBar ¢ ma| |Baw A
KEach plaver has two Rooks, KEach player has two Knights. Kach plaver has two DBishops.

Place them in the corners,

;/f ':.f.{i'_i
2 ﬁ.ﬁ.a
e ._. \ ffif;;fffé:! .

4

front row;

remaining white sgquare on the

on the back row,

84

The white (Queen goes on the

the black OQueen goes!
on the corresponding black sgquare |

They go next to the Rooks,

ik, 3,:
/f///
;;I;:’f
f//.-"

/ ._.” " 7%/

.-""-"' .-"'.-"'

!!!!!!!!!

’:@a%"@ﬁ@ﬁ

Place them beside the Knights,

lf’ﬁ’i *’*””Ig &

g; 7

'-'-'---"ﬂ

Place
(Jueens,
Kings and

the HKings beside the

Note that the opposing
Queens directly face

gach other across the board, King
"opposite King; Queen opposite
CQueen.

Finally, place the pawns on the
second rank, each in front of g

piece, The board and men are
now properly set up, ready for
play. Compare with photo above,

CHESS REVIEW



The Moves of the Chessmen

As the painter mixes his pigments and spreads swoop at each other from one side of the board to
them on canvas to create a work of art, so does the the other without rhyme or reason. Queens, Bishops
chessmaster combine the distinctive powers of the and Rooks dart hither and yon. Knights leap from
chessmen to produce a masterpiece of the chessboard.  square to square in peculiar fashion. Actually, these

The art of chess is based on the fact that each fype  pieces are following a clear-cut pattern, are moving
of man-—King, Queen, Bishop, Knight, Rook and and capturing in accordance with simple rules, pic-
Pawn-—moves in a different way, in accordance with  tured and described on this and the following pages.
definite rules. Each type has special powers, pre-  This pictorial presentation of the chess moves will
scribed limitations. enable you to comprehend the powers of the pieces

At first sight, 1t may seem as though the chessmen i a few minutes!

How the

KING

Moves and Captures

The King moves ONE SQUARE
at a time in ANY DIRECTION,

See picture at right, Here the
King has 8 optional moves, He
can move in any desired direc-
tion (indicated by the arrows)
to any one of the & adjoining
squares.

The white dots on the tips of
the arrows indicate the sguares
to which the King has the op-
tion of moving, NOTE: The arrow on the square beyvond the King is hidden in this

photograph. This is one of the & adjoining squares to which the King
has the option of moving,
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1 The King may capture an en- 2 The King has captured the Here the white King can cap-
emy piece on any square 1o Knight in Diagram 1, Note the ture the black Knight, Bishop
which he has the option of moving. | method of capturing, The Knight|or Pawn He cannot caﬁture the
Here the white King can capture|is removed and the King occupies | white Knight as no piece may cap-
the black Knight or the black the square on which the Knight|ture a piece of its own color.
Pawn, stood. _ i
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How the

BISHOP

Moves and Captures

The Bishop moves DIAGON-
ALLY. It may travel ANY
DESIRED NUMBER OF
SQUARES in one move, pro-
vided there is no obstruction.

The Bishop in the picture can
move in the directions indicated
by the arrows and it can stop at
any of the dotted squares.

Like the Rook, it can capture
an enemy piece and would be
obstrucied by a f(riendly piece
on any of these dotted squares,

86

The white Rook (diagram at
right) can move to the left and
capture the DBishop; or to the
right and capture the Pawn; or
he can move up and capture the
Knight, or down and capture the
black Rook.

The Bishop (diagram at left)
can capture any of the four
black men, All captures in chess
are accomplished by removing
the enemy piece and occupying
the square on which he stood.

How the

ROOK

Moves and Captures

The Rook moves North,
South, East or West, It may
travel ANY DESIRED NUM.
BER OF SQUARES in one
move, provided there is no ob-
structing piece,

The Rook in the picture can
move in the directions indicated
by the arrows and it can stop at
any of the squares marked with
a white dot.

Il an enemy piece (Black, in
this case) occupied one of the
dotted squares, the Rook could
capture it,

If a friendly piece (White)
ocecupied any of these squares,
the Rook would he obstructed
and could not move bevond the
obstruction,

CHESS REVIEW



How the

QUEEN

Moves and Captures

The Queen combines in one
piece the moves of a ROOK and
BISHOP. She can move North,
South, East or West (like a
Rook) OR she can move diagon-
ally (like a Bishop).

The Queen in the picture at
the top of the page can move in
the directions indicated by the
arrows and can stop at any of
the squares marked with a
white dot,

The Queen could capture an
enemy piece and would be ob-
structed by any friendly piece
which occupied any of the dot-
ted squares,

The before and after pictures
at the bottom of the page show

the whitea Queen capturing a r — 1 : —
black Pawn. 7 W 7 7 e
In the first picture, the while , Zé’?? ) % i éff’”f’ Zﬁ %ﬁ/ﬁ ;//% //%ﬁ
Queen is obstructed by its own f;ﬁ’/i "f//ﬁ 7 2 S Y ﬁ;, vt
pieces and can move only in é”*’?’ éﬁf@?&/f//ﬁ,f M i % %ﬁ; %
two directions, as indicated by yﬁf %ﬁ’f?}i T T | R N s
' e : e e G b S s p :
the arrows, She can move to ﬁ*’/// ) m %f,ﬁ f&//;ﬁ % %é,; %Ej %
any of the dotted squares, or o ?}/j %”’f" 7 “ 7 %
she can capture the black Pawn ?V// S ,,,;’,f/; ﬁﬁﬁ ’ , . o E
(but she cannot go beyvond the Y ﬁ;’,’,ﬁ ,,ﬁ ffﬁ/,yé _ 7 - y;
black Pawn.) f%//éﬁéﬁfﬁz"éﬁ% e % ZZ
In the second picture, the 7 ,ﬁ y/ 7 S 777 ”
(Jueen has moved forward and ﬁffﬁf;/fﬁ M%/ﬁ”/éy/ﬁ : . , ?
captured the black Pawn. The Z 7 i i
Pawn has been removed from ’ﬁ’féféf%ﬁ/%%ﬁf/ﬁ%
the board and the Queen occu- o ol 7 G
ples the sqguare on which the L’% $4%% W_@_ !
Pawn stood, The capturing piece - - 1 = -
always occupies the square va- The Queen in this diagram ecan The (Queen in this diagram can
cated by the captured piece, move like & Rook and capture move like a Bishop and capture
The Queen was not forced to either of the black pieces, The either of the black pieces, The
capture the _Fﬂwn, Chess cap- jﬁf'hilf‘ men prevent her rom mov- white men prevent her from mov-
tureg are optional, ing in any other direction, ing in any other direction,
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T'he white Knight can capture I'his white Knight can also cap-

1 2

any ol the 8§ black pleces as fure any of the 8 black pieces,

they are all in the direction of its Note that he now goes from 2a
possible moves, white 1o a black square,
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The Knight ecan still jump over

3 over the black Pawns and cap- them and capture the black
ture the black IRook, Suppose they Rook, The Knight ean jump over
were his own pawns? Any piece,
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The white Knight can jump

(To be continued next month)

How the

KNIGHT

Leaps and Captures

1L

AN

r o,

"He moves [line an 'L

The Knight LEAPS from a
BLACK square to a WHITE
square; or from a WHITE square
to a BLACK square, He ALWAYS
goes to a square of the opposite
color,

When starting from a DBlack
square, the Knight leaps over one

square

and lands to the right or

to the left on to a White square.

Similarly, when starting from a
White square, the Knight leaps
over one square and lands to the

right or to the left on to a Black

sUATe,

The Knight in the picture (top

of page) is on a black square,

He

an leap one sguare (Lo the North,

South, East or West) and land to
the right or to the left on 1o a
white square, The sqguares f{o

which he can leap are indicated by
the arrow tips with white dots,

The Knight captures exactly as

he

mowv

es5, When capturing, or

when moving to a vacant square,
the Knight leaps over any of his

own me
men, T

n or any of the opponent’'s
he Knight is the only piece

that can do this.

The Knight's

g I

leap forms the letter

He could also leap to the black

sepiiare al the lower left and the leap

weotalol

thern

e A reversed LS,
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A Picture Guide to the Game of Chess
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This series began
series is intended for beginners and will form a complete course
of instruction in the rules and tactics of the game,

By feollowing this course, with its remarkable illustrations,

By IRVING CHERNEV

Associate Editor of CHESS REVIEW

and

KENNETH HARKNESS

Managing Editor of CHESS REVIEW

last month, in the March issue, The

' e - e diagrams, examples and practice drills, the learner can quickly

iy

IRVING CHERNEYV

r
SPECIAL OFFER!

This pictorial, self-teaching guide (o chess

and easily master the basic principles of chess,
pear next month—in the May issue.

hag been widely acclaimed as the clearest,
easiest presentation of the rules of chess ever
published, It enables those who have never
playved chess to quickly comprehend the ele-
ments of the game,

The demand for the March issue of CHESS
REVIEW, containing Part One of the series,
greatly exceeded our estimates and this issue
is now out of print, In order that new sub-
seribers may be able to start the course from
the beginning, we have reprinted Part One
and these reprints are available at the nominal
cost of 10 cents each,

There is no better way of introducing chess
to yvour friends than by sending each ol them
a 4-month sample subscription to CHESS RIE-
VIEW at the bargain price of $1, We will start
each new subscriber with this issue of CHESS
REVIEW and we will include the reprint of
LET'S PLAY CHESS, Part One, free of charge,
Your friends will be given the opportunity of
learning chess by this easy, attractive method
and yvou will be helping to spread interest in
| the Royal Game, For each trial subscription
vou send us we will mail you one of our new
Eezy-Play Pocket Chess Sets (25¢) as a token
of appreciation of your co-operation,

Send the names and addresses of your

friends, with $1 for each sample 4-month sub-
seription, to CHESS REVIEW, 250 West 5T7th

l Street, New York, N, Y.
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Part 3 will ap-

PART TWO

In the first part of this series we described and
illustrated the moves of the King, Rook, Bishop,
Queen and Knight. For the benefit of new readers,
we will summarize the moves of these pieces:

The King moves one square at a time in any
direction.,

The Rook moves North, South, East or West and
may travel any desired number of squares in one
move, provided there is no obstructing piece.

The Bishop moves diagonally. It may also travel
any desired number of squares in one move, pro-
vided there is no obstruction.

The Queen combines in one piece the moves of a
Rook and Bishop.

The Knight (starting from a Black square) leaps
over one square and lands, to the right or left, on
a White square. It leaps in a similar manner from
a White to a Black square. The Knight is the only
picce that leaps over intervening men.

Any of the above pieces can capture an enemy
ptece on a square to which it can move. To capture,
the enemy piece is removed and the capturing piece
occupies the square on which it stood.

This month, we continue with a description of how
the Pawn moves and how the Pawn captures. The
Pawn is the only chessman which does not capture
in the same way as it moves. We also explain how
a chess game 1s won and the meaning of “check”
and "checkmate”,
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PAW N
Moves

The Pawn is the soldier of
chess, He marches STRAIGHT
FORWARD — ONE SQUARE AT
A TIME.

The Pawn in the picture at the
right has only ONE MOVE, He
can go forward one sguare, as in-
dicated by the arrow., He cannot
move backwards, nor in any other
direction,

If a friendly piece were located
on the square immediately in front
of this Pawn (the square indicat-
ed by the dotted arrow tip), the
‘awn would be completely block-
ed and could not move, Moreover,
the Pawn would be similarly ob-

structed by an enemy piece on — e o R — —— o e
e pecuse e o |G bbb AR [EALYSOL AR
like other pieces, does NOT cap- ! _T_E..;.,-f,;__df 2 éf#«?’f«* j f S i o 72 ; - ; /-
ture as it moves, (The Pawn's “;,;’i;: i ﬁ" ﬁ 1 5 y i :ﬂ;i’fﬁ,l 1 / :{5 i tﬁiﬁ. ff%f i ,?5’ 7 i
method of capturing is described F?::ﬁ f’ﬁ””&’ : Ffﬂ fﬁ%ﬁf . - .f??7'§¢.....5fffw.f!é:éfﬁ?” % #:;?”
on the next page.) o T 7 /,, 7 T 7 %
i o e g | Sy G ;,a-’;,,::,; J,/
On his FIRST MOVE. the Pawn . ff’?'mﬂ?’ GG 45?”%; fxﬁ/ﬁ | 4% fﬁ.{...’f |
! s o .. .: -'__':-'"_.-" i ..__- ...-'.-..-":.-:--.-." _:,.-".--__.-_.-::-.._ | “ _.-:-...-:_.- :“’ _.-.-..- _".-."”l.-:.':-:_:-.-' g:h .-_,':.__.-
f moving for- B B 7 . 7 &
has the CHOICE o d éﬁ jﬁ;ﬁ 7 ;/f . . 2
warﬁ{i G-N E DH TWD EQUAHEE' e yf%: i ;?jﬂf;?.-.-\..-.ﬁff e e :;-:::.__ - I v ...:_;_:-_:.; " -'.__ .-.-. i v ay/; welrir ?__ .l:-?__.;
After his first move he may con- f//,/’i, 7 g g f/ ' e g /,f %”f
: N J-3 s | Vi o EN T i
tinue up the hﬂal‘d, but ﬂn[}f one ;,g%-’? :’:ffﬂf’f’ AL b, ,f,»':’f | e,wnf;:' T e T T i
i s s Si Lt e S St e
square a?: a time. ‘ | 7’//3{5 gﬁf %;ﬁ ;f};”;;;; j o Y 7 7
The eight Pawns in the picture VR VR e v | e vy R A YR
below are lined up in their orig- ' g';ﬂé’; é-g A ﬁé&; é 7| é -;ﬁéﬂi g gfgﬁr ;;gﬁ: é f:,,gf
= . § . . . Sl il # =1 Ve " el el § i)
inal positions at the beginning of | fe VA (A-Eq R :j sy (45 e ?’1' G
~ 1 : | ¥ = TN | 2 I Liofe W
the game, (See Starting Line-up.) ;:”E; ";@{I%’f IQ@ g ] -;Ejj%:;@gg%:%._ﬁfiu 1?‘§
From this starting position, each : e AT e T |
Pawn may move forward either 1 The white Pawn in the cen- In reply, the black Pawn has
one or two squares, as indicated ter has moved forward two advanced two squares, Now
by the dotted arrows, squares, This is a popular and  these two Pawns block each other
Remember, it is only when the zood opening move, and neither can move,
FPawn moves for the first time that
it is permitted to go forward two i BT L T
squares. RFurthermore, both The two moves pictured in the

above diagrams are requently us-
ed to sfart a game of chess, At
the beginning ol the game, the
only pieces that can move are the
Pawns and the Knights: all others
are blocked,

In Diagram 1, White (thexplayver
handling the white pieces) ad-
vanced his King's Pawn (the
Pawn in front of his King) and
thus unblocked his Queen and one
of his Bishops (the King's Bishop
—next to the King),

In Diagram 2, Black (the plaver
handling the black pieces) made
the same move with his King's
Pawn and similarly released his
Queen and King's Bishop,

NOTE: As each player moves
his Pawns forward (towards his
opponent) it follows that the white
and black Pawns always move in
opposite directions,

In chess diagrams, it is under-
stood that the white Pawns move
JP the board and the black Pawns
move DOWMN the bhoard, unless
stated to the contrary,
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squares must be wvacant,
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1 In this position both Pawns 2 The Pawns still cannot move

are hlocked, They cannot in the ordinary wayv: but a

move and they cannot capture, black Knight now occupies a
square on which it can be cap-
tured by the white Pawn,
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How the

PAWN

Captu res

The Pawn can CAPTURE an
enemy unit on either of the two
squares DIAGONALLY IN FRONT
of the Pawn,

The Pawn in the picture at the
lelt can CAPTURIE on either ol the
itwo squares indicated by the ar-
rows, The Pawn cannot move to
these squares in the ordinary way;
but if an enemy unit were located
on either of the squares indicated
by the dotted arrow tips, the Pawn
could CAPTURE it and thus reach
one of these squares,

Compare this with the previous
page and observe that the Pawn’s
MOVE and the Pawn's CAPTURE
are entirely different, In this re-
spect the Pawn is exceptional; all
the other chessmen caplure in ex-
actly the same way as they move,

Note particularly that the Pawn
does WOT capture an enemy unit in
the path of its ordinary forward
movement, Consequently, a Pawn is
blocked by any piece (friend or foe)
standing on the square directly in
front ol it.

The Pawn's method of capturing
greatly increases its power, Where-
as it can move to only one square
(after its first move) it can capture
on either one of two squares, Be-
ginners are inclined to forget this
and often place their pieces on
s(quares where they can be captured
by the opponent’'s Pawn, Bear in
mind that the Pawn captures “like
H.. u'll

Remember the

Pawn’s V Capture

o

G i
G G S
.

Y

Z-
A

': " : __.-"-l.

e e

yﬁ’ v
e e A :
-:'.-":::'-.."' % _,.-""f -'.-".-E .:..-' _,.-""J_,. i
L .
3 The white Pawn has captured
the Knight. Note that both
Pawns, previously blocked, are

now free to move forward,
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The Object of the Game

When you have learned how the different types of
chessmen move and capture, and how games are won
or drawn, you possess the basic knowledge required to
start playing chess. From the interesting and varying
character of the moves, as described and pictured on
the foregoing pages, you probably realize that chess is
an extremely colorful, animated game. The uninitiated
may look at the chessboard, while a game is in
progress, and merely see inanimate pieces of wood
on checkered squares; but to those who know the
movements of the chessmen, the board is alive with
potentialities. The all-powerful Queen radiates its
strength in all directions; the Rooks and Bishops
threaten enemy pieces on distant squares; the Knights
keep their eyes on ncarby posts, ready to leap over
barricades and attack the enemy; the Pawns face
each other across the board, each armed with a V.
shaped prong with which to attack or defend.

How Do You Win?

But what happens on the miniature battlefield of
the chessboard? How is a decision reached?

The manner in which a game of chess is won is
perhaps the most interesting and distinctive feature
of the entire game. The ultimate objective is the
"checkmate” of the -::-prnnent's King. The King is
checkmated (or “mated””) when it is swbject 1o cap-
ture and there is no way of preventing this. You
have won the game if you are threatening to “take”
your opponent’s King and it is impossible for him
to avert the capture. The King is never acfually cap-
tured. You cannot take the King and go on playing;
there is nothing left to play for. The game is over
when the capture of one of the Kings is unprevent-
able. Thus, both Kings always remain on the board.

With the checkmate of the King as the determining
factor, the end of a game of chess is unpredictable
except tn the last stages. Sometimes a direct attack
on the King is made comparatively early in the pro.
ceedings and if the attack is successful the game is
over in a few moves. At other times, no attempt is
made to directly assault the King until most of the
pieces have disappeared from the board by captures
and recaptures (exchanges). Each game has distinc-
tive and individual characteristics; except in rare
instances, no two games are ever alike. Certain
“openings” may be followed for a few moves (the
players make a series of opening moves which have
been recommended by chessmasters) but before long
they are "on their own” and have to do their own
thinking, their own planning.

How Long Does it Take?

Contrary to general belief, the average game of
chess does not last long. Most friendly games are
over 1n 20 to 30 minutes, Even tournament and
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match games between masters, with prizes or titles
at stake, are usually finished in less than 3 hours,
frequently in less than 2 hours. In many chess clubs,
one of the most popular diversions is the “rapid
transit” or "lightning chess” tournament, in which
the players are allowed ten seconds for each move
and a game lasts only a few minutes!

Strategy and Tactics of Chess

Specific details of the tactics employed in a game
of chess will be given later. In the meantime, we can
describe the procedure only in general terms. The
player with the white pieces afways starts first; he
makes the opening move. Then Black makes a move
and the game continues with the players moving
alternately. At no time may either player move
twice in succession, or pass his move. Captures are
not compulsory, nor are you required to inform your
opponent that you threaten to capture one of his
pieces at your next turn.

In the early stages, the main purpose is to free
the pieces for action, get them on to squares where
they will exercise their power to the fullest advantage.
The forces must be mobilized for the ensuing battle.
As the game proceeds, various strategical plans are
made which the players try to carry out. The forces
are combined to launch an attack or to defend against
the onslaughts of the enemy. At all times, the players
bear in mind the final and all.important objective —
the checkmating of the King. FEach safeguards his
own King, attempts to weaken the defenses of the
opponent’s King. Sometimes an all.out attack is
made in an attempt to force an early checkmate,
More frequently, the player concentrates his attack
on some weak point in the GI‘.':pﬂnent's position and
eventually may succeed in reducing the strength of
the enemy by winning a Pawn or a more important
prece.  This gives him a definite advantage, often
sufficient to win the game. Throughout the proceed-
ings, pieces are constantly being exchanged and the
player must carefully “guard” each of his units so
that he will not "lose a piece” if a capture is made
by the opponent.

In some games, the players exchange their pieces
without advantage to cither side and the forces
dwindle to the point at which neither player can
force checkmate. Such games are drawn as no de.
cision can be reached. There are other conditions
under which games are drawn, to be explained later.

Check and Checkmate

Before we describe and illustrate an actual game of
chess, it is necessary for the learner to clearly under.
stand what it means to "check” the King, how the
King can get "out of check™ and the specific meaning
of "checkmate”. A pictorial explanation ol these
terms 1s given on the following pages.
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1' The King iz in the line of
capture of the Queen., He is
therefore in check, In this case
the Queen is attacking diagonally,
like a Bishop.
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The Rook moves North, South,
Fast or West, It is therefore
attacking, or checking the King.

||||||

el
- e ....._.".':_.-"'g -

% A

e

-

A\

\
\
N

SRR

The King iz in check as the
. Pawn attacks and capfures
diagonally, one sguare ahead,
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Checking the King

When the King is altacked and

subject to capture, he is said mfl

be “in check,” The player who at-
tacks the King calls out “check”™
as a warning and ALL QOTHER
BUSINESS MUST BE DROPIED.

The King must immediately be re-|
moved from check, No matter what
else may be taking place on the!

board, the King's plight takes pri-

ority. Any move which doeg not|

aaaaaaaa

(Rl

aaaaaa

A LA .-.-'?.

AN

Here the King is sulbject to

capture by the DBishop. The
Bishop moves and captures diag-
gnally. The King is in check,

By

r

e

rrrrrr

o o i

e

o 1 ¢ =&

Here the King iz NOT in

check but if the Bishop moves
it will unmask a “discoveread
check™ by the Rook,

Fremove the King from check ig an
ilfegal move and must be retract
ed,

Any piece may check the King
except the opposing King., The dia
grams on this page show examples
of checks by the Queen, Ilook, Bis.
hop, Knight and Pawn, together
with, an illugtration of

“douable

check” wherein two pieces simul-
taneously atfack the King,

4 The Knight is attacking or

checking the King, The Knight

leaps over to a aquare of the op-
posite color,
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f‘? The Bishop of Diagrar & has

moved fo a gquare on which

it also checks the King, The King
is in “double check”,
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Getting
out of

Check

The player whose King is in
check must make a move which
will remove his King from checlk.
Any other move would be illegal.

There are three wavs of getting
out of check:

1. Moving the King to a square
on which he is no longer in
check,.

This method is illustrated in
diagrams 1A and 1B,

Note that it is not suflicient to
move the King (o another square
on which he would still be in
check, He must move Lo a square
on which he is not attacked by
the checking piece or by any other
piece,

When the King is in “"double
check” (checked by two pieces)
he MUST move, The remaining
two methods would not enable him
to get out of check,

2. Capturing the checking piece,

This method is illustrated in
diagrams 2A and 2B. The King
atays where he is and the check
is removed by capturing the
checking piece.

3. Placing a piece between the
King and the c¢hecking piece,

- This method iz illustrated in
diagrams 3A and 3B, Again the
King stavs where he is and the
check is removed by interposing
a piece to ward off the attack.

Note that this method does not
avail against check by a Knight
as the Knight leaps over inter-
vening pleces. When a Knight
checks the King, the Knight must
be captured or the King must he
moved out of check,

It frequently happens that the
plaver whose King is in check
can choose between the three
methods described above, T'wo or
three of these ways of getting out
of checlk may be available, In such
cases, the player may select
whichever method he prefers, Of
course, il only one method is pos-
sible, he must get out ol check by
the only available means,
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KING IS5 IN CHECK

IA The Rook is ehecking the
King. The direction of the
Rook's attack is due North,
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KING IS IN CHECK

2A He ecan get out of check
by stepping away (as in
1B) or the Bishop ecan capture the
checking Rook,
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KING IS IN CHECK

SA He can get out of check
- by moving away (as in
1BY or the Black Rook can be in-
terposed to break up the attack.

. » % ) »
| KING 18 OUT 'HU'F CHECK

1 To get out of check, the
King simply steps away
rom the line of attack.

!4

KING IS OUT OF CHECK

2B The Rook has been cap-
tured and as it has been
removed from the board the King
is no longer in check,
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KING IS OUT OF CHECK

%B The King is not in check
. as his own Rook is a bar-

N\

.

rier between himself and the
white IRook.
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1 The Black King is checkmat-
ed, He is attacked by the
Jueen and no matter where he
moves, he would still be attacked
by the Rook or (Queen,
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Checkmate, The Rook is
. checking the King, who can-
not move out of the Rook's path.
The Queen cannot be interposed
between the King and Rook as
the King would then be in check
from the Bishop.
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Here the King cannot move

anvwhere as he would still be
in check from the Rook or Bishop.
He cannol capture the Rook as
he would then be in check from
the Bishop. He is checkmated,
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A checkmate by the Knight.
The Knight iz checking the
King and the King cannot move.
Black is not allowed to capture
the Knight with his Pawn as the
King would then be exposed to
check by the Queen,

i

Checkmating

the King

If the King is in check and it is
impossible to get him out of check
by any of the three methods des-
cribed on the previous page, the
King is checkmated and the plaver
thus checkmaled has lost the
game, A plaver may have twice as
many pieces as his opponent, but
if his King cannot get out of check
he is checkmated and has lost the
game,

A typical checkmate is pictured
in the photo at the left., Here the
White King is “mated” (the short-
er term is commonly used.) The
conditions of checkmate are fulfill-
ed as follows:

The King is in check:

The Black Queen is attacking
the King (diagonally) and is
threating to capture it,

The King cannot MOVE out of
check:

The only square to which the
King can move is the corner square
and here the King would still be
in check by the Queen, The move
would be illegal.

The checking piece cannot be
captured:

The only piece capable of cap-
turing the Queen is the King itself;
but if the King captured the Queen
he would then be in check from the
Black Bishop, Hence, the capture
would NOT get the King out of
check, The capture would be il-
legal, (No move or capture can
ever be made which exposes the
King to a check.)

Nothing can be interposed be-
tween the checking piece and the
King.
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A checkmate by two T—Fshnps.
¢ The Bishop on the' black
square is checking the King, The
other Bishop is preventing the
King from moving out of check,
The Black Pawn bloecks the King's
escape.
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LET’S PLAY CHESS!

A Picture Guide to the Game of Chess

By IRVING CHERNEV

Associate Editor of CHESS REVIEW

and

KENNETH HARKNESS

Managing Editor of CHESS REVIEW

This series began in the March issue, The series is intende_-.tl
for beginners and will form a complete course of instruction in
the rules and tacties of the game. By following this course, with
its remarkable illustrations, diagrams, examples and practice
drills, the learner can quickly and easily master the basic prin-
ciples of chess. Part 4 will appear next month—in the June-July

issue,

The complete course will be published, in book -form, by
SIMON AND SCHUSTER, New York, If completed in time, the

bhook will be available in the late IFall of this year; otherwise,

IRVING CHERNEV

Invitation to Chess!

Why not invite your friends to learn chess

by means of this pictorial, self-teaching guide?

Introduce chess to your friends by sending
them 4-month trial subscriptions to CHESS
REVIEW. We will start each subscription with
the April issue (containing Part 2 of the
course) and we will include a reprint of Part
One from the March issue.

Your friends will thus be given the oppor-
tunity of learning chess by this easy, attractive
method and you will be helping to spread
interest in the Royal Game. For each trial
subscription you send us, we will mail you one
of our new Eezy.Play Pocket Chess Sets (25¢)
in appreciation of your co-operation.,

Send the names and addresses of your friends,
with $1 for each sample 4-month subscription,
to CHESS REVIEW, 250 West 57th Street,
New York 19, N. Y.
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it will

be scheduled for publication in the Spring of 1544,

PART THREE

What is the secret of the fascination of chess?
Why do people, once they have learned the game,
stick to it all their lives, getting just as much of a
thrill out it after years of play as when they first
began, when every move was a fresh surprise?

The reason may be that it gratifies the natural
instinct for a good fight, as well as the satisfaction
realized in conducting a battle where the forces are
even, where everything is open and aboveboard, and
victory is achieved by the consistent carrying out of
one’s own plans.

Another reason may be that chess 1s a game in
which free rein is given to the imagination, and
daredevil tactics can upset the careful, methodical
plodding of the super-cautious opponent.

Or it may be that people like the way beautiful
and artistic ideas are pictured on the chessboard in
the games of the great players.

But whether chess 1s a battle, a science, or an art,
it has the power "like love, like music, to make men
happy.”

The game we present this month will give the
learner an inkling of the fascinating quality of chess.
The moves of the different types of chessmen, and
how they capture, have been explained and illus.
trated in the first two parts of the series. Last
month, the object of the game was outlined and the
meaning of “checkmate” defined. Before proceeding
with more rules, we present a short "movie of a
chess game” so that the learner may observe the

chessmen in action and see what an actual game of
chess looks like.

CHESS REVIEW



QUEEN (Q)
Queen -Bisor (QB)

Queen - Knigut (Q Kt)
i Queen -Rook (QR)

KING (K)
King -Bisnor (KB)
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Kine-Rook (KR)
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Side-
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Queen-Rook (QR)
Queen -Kniout (QKt)

Queen- Bisuor (QB)
g QUEEN (Q)

King - Rook (KR)
Kine - Knigur (K Kt)
Kinc -Bisnor (KB)
KING (K)
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How the Chessmen and Squares are Named

Throughout the remainder of this course, reference
will constantly be made to the chessmen which
appear in the diagrams and pictures accompanying
the text. In order that we may be able to refer to
individual pieces and describe their moves to certain
squares on the board, a simple means ol identifica-
tion becomes necessary. The method by which pleces
and squares are “named” iz explained below and
on the following page.

Each player has two Rooks, two Knights and two
Bishops. These pieces are classified as shown in
the above diagram, Here the chessboard is divided
into two sections by the heavy line drawn down the
middle of the board., The pieces standing to the
left of the Queen (on what is known as the “"Queen’s
side” of the board) are called the Queen-Bishop,
Gueen-Knight and Queen-Rook, The corresponding
pieces on the “King's side” are called the King-
Bishop, King-Knight and King-Rook,

If these pieces move to other squares, they are
still referred to by their original names, so long
as this means of identification remains clear. How-
ever, il a piece has made several moves, possible
confusion is avoided by specifying the square on
which the piece stands. (The method of naming
squares is described on the next page.)

As explained on the next page, each vertical row
- of squares (up and down the board) is known as a

MAay, 1943

“file” and the Pawns are named after the files on
which they stand. From left to right in the above
diagram, the Pawns (White or Black) are called the
(Jueen-Rook’s Pawn, Queen-Knight's Pawn, Queen-
Bishop's Pawn, Queen’s Pawn, King's Pawn, King-
Bishop's Pawn, King-Knight's Pawn and King-Rook’s
Pawn,

If a Pawn captures and thereby moves to an ad-
joining file, it takes the name of the file to which it
has moved, For instance, if the Queen-Rook’s Pawn
captures an enemy man on the Queen-Knight's file, it
is then referred to as a Queen-Knight's Pawn.

It should be noted that these methods of identify-
ing the chessmen are only used when the simple
terms Bishop, Knight, Rook or Pawn would be am-
biguous. For instance, if either one of two Rooks
can move to a certain square, the intended Rook is
identified as the Queen-Rook or King-Rook {(or by
naming the sgquare on which the Rook stands). How-
ever, if only one Rook c¢an move to the square
specified, the simple term *“Rook" is suflicient,

When describing the moves of a chess game, it
is customary to use initials instead of the full names
of the pieces, Thus, K stands for King, Q for
Queen, B for Bishop, Kt for Knight, R for Rook,
and P for Pawn. The initials used for Queen-Rook,
King-Rook, ete, are given in the above diagram, In
the same way, Queen-Rook’s Pawn is represented by
QRP, Queen-Knight's Pawn by QKtP, and so on.
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Ranks, Files and Squares

- - - | -
8 White's 8th Rank 1 Black’s First Rank
-..7 At —_—_ - — 2 e
6 3
5 4

. _ﬁ — %_ —

- = = 4 S
3 - 6
2 7 .
' 1 White's First Rank 8 Black's 8th Rank
A i e 1
This is a RANK. Each row «9 The ranks are numbered from- +» Black counts the ranks from
of squares running across the 1 to 8. White calle the rank 1 to & in the same way but
board (East and West) is called immediately in front of him his starts the count from his own

a RANK, first rank and counts up the board, side of the board,
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This is a FILE, Each row of 5 The file on which the opposing 6 In a similar way, all & files
squares up and down the Kings stand at the start of are named after the pieces at

board (North and South) is call- the game is called the King’s File. - the top and bottom of the files at
ed a FILE. The while and black Queens are the start of the game, Compare
o1 the Queen's File, with diagram on previous page.

.‘...l_;--:.-I ' f}/
P /
/ﬂ
;:f
%
An individual square is identi- }3 Thus, the Pawn stands on the This Knight stands on Black’s
' fied by combining the name saquare called White’s “King “King 5" — on the King's file
of its file and the number of its 4" e, on the King’s file and on and Black's bth rank. It iz the
rank, White's 4th rank, same square as in Diagram 8, but

named from Black’s point of view,
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Let’s Play a Game of Chess

We still have a few more rules to learn, but first
let us see what a real game of chess looks like.

On this and the following pages, we present a short
“movie”’ of a chess game! Each and every move,
from the opening to the final checkmate, is pictured
in this series of photographs. Look for the arrow
on each picture; it shows how the prece moves.

You do not need a set of chessmen to follow
this game as the pictures and comments tell the
whole story. However, it will do no harm to play
over the game on your chessboard or pocket set.
In this way you will get some practice in moving the
pieces.

White’s First Move

White starts the game by mov-
ing his King's Pawn two squares
forward. Note that his Queen and
one of his Bishops can now get into
action.

In the language of chess, this
move is deseribed as “Pawn to King
4" — meaning that the Pawn has
moved to the 4th square in front of
the King (counting the square on
which the King stands as No, 1.)

To write down the move, initials
are used for Pawn (P) and King
(K) so that it appears as follows:

Move NoO, White Black
1 P—K4 . .
The dash between P and K4

means “to” or “moves to”,

Black’s First Move

Black begins by bringing out his
Queen-Knight which leaps over the
Pawns and is ready for further ac-
tion,

Black's move ig called “Knight to
Queen-Bishop 3. In other words,
the Knight has moved to the ard
square in front of Black's Queen-
Bishop (counting the square on
which the Bishop stands as No, 1),

Using abbreviations (Kf for
Knight and QB3 for Queen-Bishop
3) the move is written:

White Black
1....0.% Kt—QB3

The dots after the move number
indicate that White's move hag al-
ready been recorded,
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The game presented here was actually played many
years ago in a chess tournament. In these events,
the players always write down their moves on a
“score-sheet’”. Written records of the games are thus
preserved and important games are published in news.
papers, magazines and books.

To enable players to write their moves quickly and
to permit the puhllmtmn of games in compact form,
a simple "code” of symbols and abbreviations h’l'-;
been developed. bnder the comment on each move

in the following game, we briefly explain how chess-
players would describe the move and how it would
be written
notation.”

in what 1s known as "de:-:t:ripl'ive chess




White’s Second Move

White advances his Queen's
Pawn two squares, giving his Queen
still more scope and unblocking his
other Bishop. Both Bishops are
now free to move,

White's move is “"Pawn to Queen
4" The Pawn moves to the 4th
aquare in front of the Queen, (The
Jueen's square is Queen 1,) Using
initials, the move is written:

2 P—Q4

When recording a White move,
the number of the square is obtain-
ed by starting the count from
White's first rank (the bottom row
in the pictures). When recording
a Black move, the count starts from
Black's first rank (the top of the
bhoard).

Black’s Second Move

Black moves his King's Pawn two
squares, Black is now attacking
the White Queen's Pawn with both
Knight and Pawn. White must de-
cide what to do about this,

This move is: “Pawn to King 4"
and is written:
2 e P—K4

The Pawn moves to the 4th
square in front of the King, A more
accurate way of expressing this is
to say that the Pawn moves to the
4th square on the King's file, The
vertical rows of squares (up and
down the board) are called *“files”
and are named after the pieces at
the top and bottom of each file in
the starting line-up, (The opposing
Kings are at the top and bottom
of the King's file; the two (Queens
are at the top and bottom of the
Queen’s file, ete.)

White’s Third Move

White advances his Queen’s Pawn
one square forward. Now the White
Pawn attacks and threatens to cap-
ture the Black Knight,

Note that White had various
choices on this move — which is
typical of chess, He could have cap-
tured Black's Pawn with his own
Pawn—or permitted Black to cap-
ture, Instead he decided to move
the threatened Pawn,

White's move is called “Pawn to
Queen 57 and is written:
3 P—Q5 . i e
Square @5 (Queen 5H) is the fifth
on the Queen’s file, counting from
the bottom of the board,

CHESS REVIEW



Black’s Third Move

Black does not want to lose his
Knight — so he moves it away.

A Knight is much more valuable
than a Pawn., If Black had not
moved his Knight, White would
have captured it; . and although
Black could then take the captur-
ing FPawn, the exchange would be
all in White's favor,

Black’'s move is *“Queen-Knight
to King 2", In abbreviated form,
this is written:

3.... QKt—K2

As either of Black’'s Knights
could have moved to square K2
(the 2nd square on the King's file)
it 15 necesgsary to specify that the
Queen-Knight (QKt) was moved.

White’s Fourth Move

White moves his King-Bishop's
Pawn two squares forward. This
Pawn now attacks the advanced
Black Pawn.,

(Each Pawn bears the name of
the file on which it stands, The
Pawn moved by White is called the
King-Bishop's Pawn because it
stands on the King-Bishop's file —
the vertical row ol sguares between
the White King-Bishop and the
Black King-Bishop in the starting
line-up.)

The move is desecribed as “Pawn
to King-Bishop 4" or Pawn to the
4th square on the King-Bishop's file
and is written:

4 P—KB4

Black’s Fourth Move

Black moves his Queen’s Pawn
one sguare, In this way he defends
his King’s Pawn, attacked by White,
If White captures the King's Pawn,
the Pawn just moved can capture
in return,

Black's 4th move is “Pawn to
Queen 3" or Pawn to the 3rd square
on the Queen's file, counting from
the top of the board (the Black
gide).

Here is the “score” of the game
up to this point:

White Black
1 P—K4 Kt—QB3
2 P—Q4 P—K4
3 P—Q5 QKt—K2
4 P—KB4 P—Q3
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White’s Fifth Move

White brings his King-Knight in-
to play. In its new position, the
Knight attacks the Black King's
Pawn, already threatened by the
White King-Bishop's Pawn,

The Black Pawn is  attacked
twice, defended once., White thus
threatens to win a Pawn,

White's 5th move is called
“Knight to King-Bishop 3" or
Knight to the 3rd square on the
King-Bishop's file and is written:

5 Kt—KB3 C e

The names of the files are per-
manent. IFor instance, the King-
Bishop's file is always called the
King-Bishop's file, no matter where
the Bishops may move later in the
game,

Black’s Fifth Move

Black moves his Bishop and
“pins” the White Knight. [f the
Knight were to move, the Bishop
could capture White’s all-powerful
Queen,

Black thus defends his threaten-
ed King's Pawn indirectly by mak-
ing it unprofitable for White to
capture with his Knight. DBlack
would gladly give up his Pawn and
Bishop to gain the White Queen,

Black's move is written:
5 ..., B—Kt5

Unnecessary details are always
omitted. Black can move only one
of his Bishops and there is only
one Kt square to which this Bi-
shop can move—the 5th square on
the King-Knight's file. Hence, “Bi-

gl 2

shop to Knight 57 is sullicient,

White’s Sixth Move

White “develops”  his  other
Knight — which means that he
brings it inte play,

White makes no :-;pn_:at:iﬁc o im-
mediate threat with this move, He
is mobilizing his forces,

The move 1*-3 called “Knight to
Bishop 3" and is written:

6 Kt—B3

Again observe the omission of un-
necessary details, The 3rd square
on the King-Bishop's file (KB3) is
already occupied and “B3" is there.
fore suflicient to identify the
square on the Queen-Bishop file to
which the Knight is moved, As only
one Knight can move to this square,
Ki1—I3 is adequate,
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Black’s Sixth Move

Black moves his Knight and at-
tacks the White King-Bishop's
Pawn,

The White Pawn is now attacked
twice as Black is also threatening
to capture it with his King's Pawn,

Black's #6th move is called
“Knight to Knight 3" and is writ-
ten:

6 ... Kt—Kt3

Actually, it iz the Queen-Knight
which moves to the 3rd square on
the King-Knight's file — but it is
not necessary to give these specifi-
cations, The simple “"K{-Kt3" iden-
tifies the move without any possi-
bility of confusion.

White’s Seventh Move

White counter-attacks and threat-
ens to capture the Black Bishop
by moving his King-Rook’s Pawn
one square forward,

As in war, the counter-attack is
frequently used in chess. Instead
of guarding his threatened Pawn,
White makes a counter-threat which
cannot be ignored without loss, a
Bishop being more valuable than
a Pawn,

White's Tth move is “Pawn to
King-Rook 3."” This is written:
7 P—KR3

Here the square must be clearly
identified as King-Rook 3 (KR3).
To write “P—R3"” would be ambig-
nous as White could play P—QR3
or P—KHS.

Black’s Seventh Move

‘Black captures the Knight with
his Bishop.

The White Knight is removed
from the board and the Black Bi-
ghop occupies the square on which
it stood.

Black now threatens to capture
the White QQueen on his next move,

Black's Tth move ig described as
“Bishop takes Knight” and is re-
corded as follows:

i LT B x Kt

The symbol “x" stands for
“takes” or “captures”,
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White’s Eighth Move

White moves his Bishop to a
square on which it attacks the
King. The White player calls out
echeck!™

Black must drop everything and
get his King out of check,

A check is the most effective of
all counter-attacks — one which
must be answered, White can leave
hiz Queen “on take” because he
knows that Black is not allowed to
capture it while his King ig in
check,

White's move is known as “Bi
shop to Knight 5 check,” The Bi-
shop goes to the 5th sgquare on the
Queen-Knight's file and checks the
King., The move is written:

8 B—Ktbch . s oa

The word check is abbreviated to
“eh."

Black’s Eighth Move

Black advances his Queen-Bish-
op’s Pawn one square, interposing
it between his King and the check.
ing Bishop. His King is now out of
check,

Black could not ecapture the
checking Bishop but he could have
moved his King to get out of check,
However, he preferred the third
method and interposed one of his
Pawns.

Black's move is called “"Pawn to
Bishop 3" and is written:
8 .... P—B3

The Pawn is moved to the 3rd
gsquare on the Queen-Bishop's file
However, “Pawn to Bishop 3" clear-
ly identifies the move because this
could not mean “Pawn to King-
Bishop 38" — an illegal move,

White’s Ninth Move

White captures the Black Pawn
with his Queen’s Pawn!

Has White forgotten that his
Queen is attacked by the DBlack
Bishop?

White's move can be described
as “Pawn takes Bishop's Pawn"” or
“Queen’s Pawn takes Pawn.” Using
the latter, the move is written:

9 QP x P

Equally correct is 9 P x BP, How-
ever, the capture must be clearly
identified, “Pawn takes Pawn” (}
PxP) would be insufficient as
White has two possible Pawn cap
tures on the board (the King-
Bishop's Pawn can also capture a
Pawn),
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Black’s Ninth Move

Black captures the powerful
Queen with his Bishop.

The Queen is removed [rom the
board and the Bishop takes its
place.

This is an example of the inter-
esting “combinations™ which take
place in a chesg game, Actually,
White has not overlooked this cap-
fure, He has planned ahead and
knows that if Black takes the
Queen, White will win the game.

Black’s 9th move ( a capture is
also called a “move") is described
as “Bishop takes Queen” and is
written:

9 .... B xQ@

White’s Tenth Move

White's Pawn captures the Black
Queen-Knight's Pawn and as the
Bishop now attacks the King,
White calls out “check!”

This i=s another example of a
“discovered” check. The attack on
the King by the Bishop was un-
masked by ecapturing with the
White Pawn which stood between
the Bishop and the King,

White's 10th move is called
“Pawn takes Pawn check” and is
written:

10 P x Pch

This is sometimes written “10 P
¥ P dis.ch.” to show that it was a
discovered check—but this is not
essential. Nor iz it necessary to
write “P x KitPech” as no other
Pawn capture delivers check,

—— —

Black’s Tenth Move

Black gets his King out of check
hy moving him away from the Bi-
shop's diagonal attack,

Black could have interposed his
Queen between the Bishop and
King and this would have prolong-
ed the game by a few moves but
Black's doom is sealed,

Here iz the complete score ol the
game up to this point:

White Black

P—K4 Kt—QB3
2 P—Q4 P—K4
3 P—Q5 QKt—K2
4 P—KB4 P—Q3
5 Kt—KB3 B—Kt5
6 Kt—B3 Kt—Kt3
7 P—KR3 B x Kt
8 B—Ktbhch P—B3
9 QP x P B xQ
10 P x Pch K—K2

May, 1943
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(Part 4 next month — in the June-July Issue)
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White’s Eleventh Move

White moves his Knight, check-
ing the King.

White is closing in for the kill,
His Knight leaps to the attack and

forces the enemy King to come for-

ward and meet his doom,

Having ‘“sacrificed” his Queen,
the most valuable of all his pieces,
White must make forceful moves
and give his opponent’s King no op-
portunity to escape,

Black now realizes that his cap-
ture of the White Queen was a
mistake. This capture made it pos-
sible for White to launch an attack
on the Black King,

White's move iz  “Knight to
Gueen 5 check,” The Knight leaps
to the 5th square on the Queen's
file and attacks the King, The move
is written:

11 Kt—Qb5ch C e e

Black’s Eleventh Move

Black moves his King one sguare
forward, to get out of check,

This move was ‘“‘forced.” When
a Knight checks, the Knight must
be captured or the King must move,
Here Black could not capture the
Knight and the King was forced
to move to the only sguare on
which he is no longer in check,

Black’s 11th move g “King to
King 3" and is written;

11 .. .. K—K3

White’s Twelfth Move

White moves his King-Bishop's
Pawn one square forward and an.
hounces “checkmate!” The game is
over and White wins.

The White Pawn is checking the
King and the King cannot get out
of check, He cannot move to an
uncccupied square as he would still
be in check from the Bishop or
Knight. Nor can he capture the
checking Pawn or the White Knight
as both are guarded by the White
King's Pawn. Bither capture would
be illegal, The checking Pawn can
not he captured by any other Black
unit and interposition is impossible,
Therefore, the King 1s checkmated,

White’s final move ig “Pawn fg
Bishop 5 mate” and is written:

12 P—B5 mate.
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LET’S PLAY CHESS!

A Picture
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Guide to the Game of Chess

By Irving Chernev

Associate Editor of CHESS REVIEW

and

Kenneth Harkness

Managing Editor of CHESS REVIEW

Thig seriesz began in the March issue, The geries is intended
for beginners and will form a complete course of instruction in
the rules and tactics of the game, By following this course, with
its remarkable illustrations, diagrams and examples, the learner
can guickly and easily master the basic principles of chess,
Part 5 will appear next month—in the August-September issue,

The compleie course will be published, in book form, by
SIMON AND SCHUSTER, New York, If completed in time, the
book will be available in the late Fall of this yvear: otherwise,

IRVING CHERNEV

Invitation to Chess!

Why not invite your friends to learn chess

by means of this pictorial, self-teaching guide?

Introduce chess to your friends by sending
them 4.month trial subscriptions to CHESS
REVIEW. We will start each subscription with
the April issue (containing Part 2 of the
course) and we will include a reprint of Part
One from the March 1ssue.

Your friends will thus be given the oppor-
tunity of learning chess by this easy, attractive
method and you will be helping to spread
interest in the Royal Game. For each trial
subscription you send us, we will mail you one
of our new Eezy-Play Pocket Chess Sets (25c¢)

in appreciation of your co-operation.

Send the names and addresses of your friends,
with $1 for cach sample 4-month subscription,
to CHESS REVIEW, 250 West 57th Street,
New York 19, N. Y.

200

it will be =cheduled for publication in the Spring of 1944,

Part Four
By this time, the follower of this course has a
general picture in his mind of how chess is played.
The moves of the different types of men, and how
they capture, have been explained and illustrated.
The meaning of “checkmate” has been defined. Last

month, we presented a short movie of a chess game
in - which each move was pictured and described.
The learner has also been introduced to chess "nota-
tion” — the chessplayer's shorthand method of
recording what happens on a chesshoard.

This month, we continue with the rules of the
game not hitherto defined. A special move, known
as Castling, is described and illustrated. We also
explain what “stalemate” means; how Pawns are pro.
moted to become more valuable pieces; and how the

Pawn captures "en passant’’.

Read these rules carefully and get a clear under-
standing of them. It is true that there are literally
thousands of chessplayers who have never even
heard of the “en passant” capture by the Pawn
and many others who have hazy ideas on the rules
governing the castling move. However, to become
a good chessplayer you must know all the rules and
play the game in accordance with these rules.

CHESS REVIEW



Safeguarding the King

In the game we have just illustrated, DBlack was
checkmated because he did not observe one of the
fundamental principles of chess, He failed to con-
sider the safety of his King. On his 7Tth move,
Black should have retreated his Bishop to the square

)2, in front of his Queen, This would have pro-
tected his King from danger. DBy capturing the
Knight, Black exposed his King to a dangerous

attack which resulted in the loss of the game,

Ag the entire outcome of a game ol chess depends
on the late of the King, the following rule should
always be observed:

When it is your turn to move, avoid making any
move which will give your opponent an opportunity
to attack yvour King unless you are quite certain that
the attack will be harmless,

As vyou gain knowledge and experience, vou will
be able (o judge whether an attack on your King is
harmless or not, In the meantime, regard with sus-
picion any contemplated move which will permit
an attack on your King. Always consider the safety
of your King and see that he iz adeqguately pro-
tected,

A striking example of how not to play chess is
the “Fool's Mate” illustrated below. Here White
completely disregards the safely of hiz King and is
mated in 2 moves!

The King iz particularly vulnerable in the early
stages of the game. On his original square he is
in a comparatively exposed position and subject to
attack, It ig extremely important, therefore, that
the plaver avold making opening movesg which will
expose his King to danger. Furthermore, the King
should be moved to a place of salety as quickly as
possible,

A gpecial move with King and Rook, known as
“Castling”, is described on the following page, The
main purpose of this move is to enable the player
to quickly remove his King to a salfe haven,

O T T T

In the remaining diagrams below, the learner is
reminded that any move which expeses the King to
a check is an illegal move,
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In the “Fool's Mate” White

exposes his King to danger
by playing 1 - I{HE Black plays
P-K3.

White completely disregards
- the safety of his King by con-
tinuing 2 P-KKt4,

3 Black ends the “game” with
... Q-R5 mate! An extreme
ﬁxample of careless play in the

opening,
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s permifted to move to either iwo Kings are mutually at-

check and any move by another ol the

piece which exposes the King to

check ig an illegal move, In the in spite of the fact that the black
above posgition, any move by the Bishop is completely pinned, A
White Knight, DBishop or Fawn check is wvalid, ewven

would he illegal,
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adjoining white =zguares.
Thisz would be moving into check

by a piece with no legal moves,

tacking each other, which is im-
possible. A King cannot attack
the opposing King; to do so, he
would have to move into check,
onsequently, the opposing Kings
must always be separated by at
least one sguare,

when made
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In this position, neither play- Now White has castled on the
er has castled. (For the sake King's side. The King has
of clarity, other pieces normally been moved fo a safer location

on the board prior to castling are
not showrn.)

and the King-Rook brought into

active play.

How to

CASTLE

with King and Rook

To enable the player to quickly
remove his King to a safe location,
a maneuver known as “castlhing”
permitted under the rules ol chess,

Castling involves the movement
ol two pieces (King and Rook) but
counts as one move. Each player
is allowed to make this combined
move only once during the game,

There are two methods ol cast-
ling, as illustrated by the 1iwo
photos on this page. The player
has the choice of castling by one
of these methods.

In each case, the King moves
TWO SQUARES (to the right, or
te the left) and the Rook towards
which he moves is transferred to
the adjacent square on the other
side of the King,

The picture at the top of the
page illustrates the method known
as “Castling on the King's side” or
“Castling King's Rook.” Here
White moves his King two squares
towards the King-Rook and trans-
fers this Rook to the adjacent
square on the other side of the
King.

The picture at the bottom of the
page illustrates “Castling on the
Queen’s side” or “Castling Queen’s

Rook.” The King is moved two
squares towards the Queen-Rook
and the latter is placed on the

other side of the King,

* ok ok o®m
When recording a game by means
of chess notation, special symbols
are used for the castling moves, If
a player “castles KR (King-Rook)”
the move is represented by the
symbol 0.-0. If he “castles QR

(Queen-Rook)” the symbol 0-0-0 is
nsed,
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«» Black has castled on the

Queen's side, This method is
less frequently used as it is easier
to attack the King on this side of
the board.
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Rules on

CASTLING

Castling iz an important safety
privilege allowed 1o each player
only once during a game.

However, the player must D'I[]"
serve the rules governing this
move. There are certain conditions
ander which eastling is not per-
mitted; and others under Whiﬂh: the
right to castle is entirely forfeited.

The rulez on castling are as
follows:

() The sguares between ‘r:he
King and Rook used for castling
must be unoccupied. Otherwise,
castling is illegal, See diagram 1.

{(h) As any move which exposes
the King to a check is illegal,
castling is not permitted if it
would cauge the King to occupy,
or pass over, a square attacked by
an enemy man, See diagrams 2
and 3,

(¢) If the King is in check, he
is not permitted to castle out of
-check, See diagram 4, (This rule is
frequently mistinterpreted, The fact
that the King has been checked
does not deny him the right to
castle later in the game, Moreover,
the rules permit castling with a
Rook attacked by an enemy man.)

(d) If the King has moved from
hiz original square, the right to
castle is entirely forfeited., See
diagram 5. (Even il the King moves
hack to his original sguare, cast-
ling is no longer permitted.)

(ey If one of the Rooks has
moved, the right to castle with that
Rook is entirely forfeited. See dia-
gram b,

Castle Early in Game

Many chess games are lost as a
direct result of delay in castling,
A playver who fails to castle at the
earliest opportunity is taking un-
necessary risks and may lose the
game on this account, An uncastled
King is exposed to attacks from all
angles and his presence in the cen.
ter of the board is a constant
source of danger, The learner
should make a practice of castling
as soon as possible,

The preferred and safe=ft method
of castling iz on the King's side.
Surrounded by unmoved Pawns and
pther protecting men, the King is
more secure against attack on the
King's side of the board., The learn-
er should emulate the example of
experts who choose this method
of ecastling in the vast majority of
their games. It requires congider-
able experience to recognize the
special situations in which Queen-
side castling can be used to ad-
vantage, :
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To castle, the sguares be-

ween the King and Kook must
be unoccupied. In above position,
White cannot castle on either
side; Black can castle on the
King's side, but not on the Queen’s
side,
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2 Castling into check ig illegal.
Here White is not permitted
to castle as this would causge the
King to occupy a square attacked
by the black DBishop.
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Castling over check is illegal.

Here Black is not permitted
to castle ag the King would have
to pass over a square controlled
by the enemy Bishop at White's
QR3 =quare,
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The White King has moved
. from his original square and
has thereby forfeited the right to
castle, The castling privilege is
losgt entirely, once the King has
moved, Note that Black iz getting
ready to castle,

4 Castling out of check ig il-
legal, Here the White King
is in c¢heck and is not permitted
to castle to get out of check. He
must get out of check by legal
methods,
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[f a Kook has moved, the

right to castle with that Rook
is  Torfeited. 1In this position,
White may castle with the King-
Kook, but not with the Queen-
Rook which has moved from its
aquare,
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It iz Black’s turn to move, lmt

- his King cannof move w ithout

going into check. As he is not

in check and has no legal moves

left, he is stalemate and the game
ig drawn,

—t

Black, whose turn if is to

move, is unable to make a
legal move and his King iz not in
check. He is therefore stalemate

and the game is drawn.

L) Thls is the ﬁnal position Df
an actual game. Black has
just captured the white Queen
with his own Queen and now
White has no legal moves and the
rpame s drawn by stalemate,
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. SA White is a Queen behmd
but he has an ingenious

way of saving the game,
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It is White's turn 1o move,

Y Hig Knight cannot move, his

Pawns are blocked and his King

cannot move without going into

check. The position is a draw by
stalemate,

T
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SB He checks the Black King
with hizs Rook and Black is

forced to capture.

The Meaning of

Stalemate

We have learned that checkmate
is the wvictorious conclugion of a
game, The KXing is checkmated
when he is in ¢heck and cannot get
out of check,

However, the player in a win-
ning pogition must be careful to
avoid ‘“‘stalemating” his opponent,
A stalemate opccurs when the play-
er who is supposed to move has,
in fact, no legal moves and his
King is NOT IN CHECK,

When a stalemate position is
reached, the game is automatically
drawn,

Diagrams 1-4 show typical stale-
mates. Note that, in each case, the
player on the move is unable to
make a legal move with any of his
men and that his King is NOT in

. ¢heck., He cannot move his King

without going into check and he
cannol move any of his remaining
men hecause they are blocked,

Stalemate usually occurs in the
endgame when most of the pleces
are off the board. Sometimes the
stalernate cannot be avoided but
frequently a 7plaver with a lost
game will put-maneuver his oppon-
ent and foree a stalemate, thus
obtaining a draw.

Diagrams 5HA, 5B and 5C illus-
trate the use of the stalemate idea
in saving an otherwise lost game,
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has saved the game by forcing
atalemate,
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THE PAWN BECOMES A

WHITE’S

BLACK’S

8th RANK

THE PAWN BECOMES A

yﬂﬂzﬂﬂiﬂﬂm

Promotion Power of the Pawn

You have undoubtedly seen many references to
the "lowly Pawn' in literature and the daily press.
Writers are fond of describing unwitting tools or
those pre-destined to some dire fate as “"mere Pawns.”

It is true that the Pawn is the weakest of all
the chessmen. While the Knights go leaping about
the board and the Bishops, Rooks and Queens swing
from one side to the other, the Pawn plods ahead
one square at a time. His V-shaped capturing power
adds to his strength and he is invaluable for defense,
but the Pawn'’s scope is limited.

However, the Pawn is the one and only chessman
with a real future ahead of him. He starts life at
the lowest rung in the ladder of chess but he can
look forward to promotion when he reaches his goal
—which is something none of the other men can do.

If a Pawn succeeds in reaching the 8th rank, he
immediately becomes a Queen, Rook, Knight or
Bishop! The player who successfully advances a Pawn
to his 8th rank immediately substitutes one of these
pieces for the Pawn. The choice of pieces is up to
the player but he mnst make the substitution. On

JUNE-JULY, 1943

reaching the 8th rank a Pawn cannot remain a Pawn,
Another piece of the same color must be substituted
—any piece but a King, |

A Queen is usually selected as she is the most
powerful piece and this promotion is called "Queen-
ing a Pawn.” The term "under-promotion” 1s used
if a player selects one of the less valuable pieces—
a Rook, Knight or Bishop.

As illustrated in the above diagram, a Pawn can
reach the 8th rank by moving there in the ordinary
way or by cﬂ(ﬂaturing an enemy unit., Thus, the White
Pawn can advance one square and on reaching the
8th rank it is immediately promoted to a White
Queen, Rook, Bishop or Knight. The Black Pawn
can reach the 8th rank by capturing the White Rook.
Upon making this capture, the Pawn is immediately
promoted to a Black Queen, Rook, Bishop or Knight.

Pawn promotion 1s not affected by the presence
or absence of similar pieces on the board. For in-
stance, if a player has his original Queen and pro-
motes a Pawn he can have two Queens on the board
—or more, if he can promote other pawns.

205



I It is White's turn to move
and he advances his Queen’s

Pawn one square to the eighth
rank,
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2 It is White's mme Hp.

could not win by promoting
his Pawn to a Queen, In fact,
should he do so, the Black Queen
would swoop down the file and

checkmate him!
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gA White's Pawn were to
. advance, the Bishop would

simply capture it at once,

6

-

/%
ﬁﬁifl??igééi %;5

lB He substitutes a Queen for
the promoted PFPawn and

thus checkmates the Black King.

2 Instead,

motes the Pawn to a Xnight
and checks the King which must
move out of check., Note that
after the King moves, White cap-
tures the Queen with hig Knight,

White under-pro-
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3B Instead, White captures the
Knight, promoting the Pawn
to a Queen and wing easily with
his superior material,

Examples of

Pawn
Promotion

The fact that a Pawn can he
promoted to a powerful Queen or
other piece has a tremendous el
fect on the strategy of the game,

The promotion power of the
Pawn greatly enhances ils pofen-
tial value, This is particularly true
of a “passed Pawn” — a Pawn
which has passed beyond the bar-
ricade of opposing Pawns and can
no longer bhe captured by an en-
emy Pawn, Such a Pawn is a
potential threat which cannot be
ignored. The closer it gets to the
Sth rank the more dangerous it
becomes. Its progress must be
blocked with wvaluable pieces,

In the final stages of a chess
game, much of the play Irequently
hinges around the creation of a
passed Pawn and the subsequent
removal of blockading pieces which
prevent it from reaching the 8th
ranlk,

It will be realized, therefore, that
the value of a Pawn must not be
underestimated. The loss of even
one Pawn in the early part of the
game may hbe sullicient to enable
the opponent to win the ending
with his extra Pawn,

The technique of creating and
utilizing a passed Pawn will be
explained later. In the meantime,
some examples of .final Pawn pro-
motion are given in the diagrams
on these pages,

Diagrams 1A and 1B show the
promotion of a Pawn to a Queen
which checkmates the opponent.

Diagrams 2A and 2B illustrate
the “under-promotion” of a Pawn to
a Knight. Such cases are excep-
tional. As in the position shown,
there must be a definite reason for
not promoting to a @Queen,

Diagrams 3A and 3B show how
a Pawn 1= queened by capturing
an enemy man on the 8th rank. In
the position illustrated, White had
the choice of gueening his Pawn
by moving it forward or by captur
ing. He selected the method which
enabled him to win,

Diagrams 4A, 4B and 4C on the
next page show how a player can
sometimes force a capture which
enables him to Queen a blocked

Pawn on the 7th rank,

CHESS REVIEW
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4 White has a Pawn on the /l To get out of cheek, Black 4C Whereupon White captures
& 7th rank but it is blocked A is forced to capture the ‘"4 the Black Queen with his

by the Black Knight. As shown checking Rook with his Queen. Pawn. Having reached the 8&th
here, he checks the Black King There is no other way in which rank, the Pawn becomes a Queen
with his Rook. he ecan get out of check which checkmates Black,

How the Pawn Captures “en passant”

On a previous page, we explained the Pawn’'s moved forward TWO SQUARES, as it is permitted to
method of capturing. There is, however, a special do on its first move, In doing so, it has passed through
type of capture which happens occasionally in a the square on which the White Pawn could have
game, captured it. This gives the White Pawn the right

to capture the Black Pawn, just as though it had

When a Pawn advances to a square on the fifth moved forward only one square,

rank of the board, it is permitted a capturing Di —_ 42
i r ¥ " . iagram 1C shows the White Pawn exer
privilege called capturing “en passant” (while pass- the pagwer of capturing ‘“en passant”uThe EEEE

ing), This special type of capture is illustrated in ‘ ' :

. oEE i Pawn has been captured while passing — Just as
the three diagrams below, though it had moved only one square
Diagram 1A shows a White Pawn on the fifth Capturing “en passant” can only be done with a

rank. This Pawn controls the two white squares Pawn on the fifth rank and affects only adverse
diagonally in front of it; in other words, if either Pawns on the adjoining files atlempting to pass its
of the two Black Pawns in the diﬂgrﬂm movedd normi:l range of capture. The “en pﬂSEﬂnt” ﬂﬂl}tul‘ﬂ
forward ONE SQUARE, the White Pawn could cap- is oplional but the capture must be made immediate-
ture it ly or not at all. Thus, in Diagram 1B, if White
decides not to capture “en passant” the Black

In Diagram 1B, one of the Black Pawns has Pawn is immune from that method of capture,
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The White Pawn ig on the | Gn; of th:e Black Pawns 1 The White Paw '
: awn has cap-
].A bth rank and controls the ]-B has moved two squares, IC tured “en ;}assant”—whﬂi

o white squares diagonally in thus passing through a square passin ' : e i ]
_ : _ : £ g. The capture is made just
ront of it (K6 and QBS), | controlled by the White Pawn. ds though the Black Pawn ;;md
advanced one square,
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LET’S PLAY CHESS!

A Picture Guide

— R L L P B B TR R R SRR s =y s e

to the Game of Chess

By Irving Chernev

Associate Editor of CHESS REVIEW

and

Kenneth Harkness

Managing Editor of CHESS REVIEW

This series began in the March issue, The series isg intended
for beginners and will form a complete course of instruction in
the rules and tactics of the game, By following this course, with
its remarkable illustrations, diagrams and examples, the learner
can quickly and easily master the basic principles of chess,
Part 6 will appear next month—in the Qctober issue,

The complete course will be published, in book form, by
SIMON AND SCHUSTER, New York. If completed in time, the

book will be available in the late FFall of this year; otherwise,

IRVING CHERNEV

Invitation to Chess!

Why not invite your friends to learn chess

by means of this pictorial, self-teaching guide?

Introduce chess to your friends by sending
them four issues of CHESS REVIEW (April,
May, June-July and August-September) and the
reprint of Part One of the course from the

March 1ssue,

Your friends will thus be given the oppor-
tunity of learning chess by this easy, attractive
method and you will be helping to spread
interest in the Royal Game. For each order
you send us, we will mail you one of our new
Bezy-Play Pocket Chess Sets (25¢) in appre-

ciation of your co-operation.

Send the names and addresses of your friends
with 81 for each sample order (4 1ssues :md‘
reprint) to CHESS REVIEW, 250 West 57th
Street, New York 19, N. Y.

1943

it will be scheduled for publication in the Spring of 1944,

Part Five

When this course was started it was pointed out
that several pages might well be devoted to topics
ordinarily dismissed in a sentence in the usual text-
book on chess. We continue to pursue this policy.
Much space has been taken to define and illustrate
the rules of chess in an effort to inculcate an under-
standing of the game by means of pictures, examples
and definitions written in everyday language.

With the completion of the fundamental rules in
this issue, the future contents of this course will per-
haps be more interesting and instructive to the aver-
By the same token, the matters dis-
cussed will also be a little more difficult. For this

age player.

reason, we suggest that the beginner should start to
play chess right now. Join a chess club or find a
friend with whom you can play the game. As in all
other pursuits, practice and experience are the best
teachers.

The remainder of this course will help you to
improve your game, will give you an understanding
of the tactics and strategy of chess, will assist you
in overcoming mistakes and faulty thinking—but you
should regard the course as an aid to the practical
player, not as a substitute for the real thing.
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Checkmate of a lone King

can easily be forced by a
King and Queen. The King is
driven fo the edge of the board
and then mated as shown above
or in the manner illustraled in
diagram 2 with the Queen or Kook,

. /

.& King and Rook can also

force checkmate of a lone
King., The typical mating posi-
tion is shown above. The Black
King haz bheen driven to the edge
of the board. The Rook checks
and Lhe White King blocks any
egcape,
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A King, Bishop and Knight
can also force mate, although

= !'

A King and Bishops can

compel checkmate, The King
is driven into a corner and then
mated with the cooperation of all
three pieces asg illustrated above,
One Bishop checks while the other
Bishop and the King prevent es-
cape,

p

=]

this conclusion is unusual in ac-
fual games, The mating technigue
is tricky. In the final mate, shown
here, the Bishop checky while the
Knight and King prevent escape,
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This position is a draw, In
two successive moves the
White King will capture the two
Pawns—but it is impossible for a

1h15 position is a draw. A
King and ONE Knight can-
possibly checkmate a  lone
TWO Knights

not,
- King. A King and
King and Bishop to checlimate s
lone King, is made by the player with the

lone King.
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c¢an checlkmate only if a blunder

S

Ho,w Games
Are Drawn

A game in which neither player
can foree checkmate iz called a
draw. Obviously, if all the chesg-
men are exchanged until the Kings
alone are lefl on the bhoard, the
game cannot be won. Similarly,
certain endings are automatically
drawn because it ig impossible to
checkmate with the available ma-
terial, Other endings are ““tech-
nically” drawn because checkimate
cannolt be lorced, even though pos.
sible against inferior defense

In deciding whether or nolt an
ending can be won, an important
consideration is the preszence or
absence of Pawns on the board,
So long as there are any Pawns
left, there is always the possibility
Lhat one may bhe queened. There-
fore, If you are playing an ending
with Pawns on the board, von
should continue until a decigion is
reached,

If all the Pawns are off the
board, a plaver must bhe ahead at
least a Rook or two minar pieces
{as the DBishops and Knights are
calied) to be able to win. The
reason for this can be understood
when it is realized that, if every-
thing else is exchanged, a player
must he left with at least ONE
QUEEN, or ONE ROOK, or TWOQO
BISHOPS, or A BISHCOP AND
KMIGHT to be able to lorce check-
mate.-of a lone King, In all cases,
the aid of the plaver's King is
needed to checkmate. Final mates
with the above pieces are illus-
trated in diagrams 1 to 4.

Note, however, that it is impos-
sible Lo checkmate a lone King
with King and Bishop (diagram b)
or with King and Knight., Even a
King and two Knights cannot force
checkmate (diagram 6). In the last
cage, checkmate is possible iff a
blunder iz made,

Technically Drawn Games
and the 50-Move Rule

In completely even endings, such
as the position of diagram 7, it is
customary lfor playvers to agree 1o a
draw, as only an outright blunder
can produce a win. If Pawns can-
not be gueened and the remaining
material i=s even, there is seldom

any reason for continuing the game,

In other endings, the material
may be unequal but the advantage
insuflicient té win., For instance,
the position of diagram 8 is an easy

| draw, Although White is a Pawn

ahead, he ecan never gueen the
Pawn unless Black co-operates and
helps his own defeal. However,
the defense in unegual endings is
sometimes difficult, as in the case
of King and Rook vg King and
Bishop. The plaver with winning

CHESS REVIEW



chances - against inferior defense
may decide to continue the game,

To break a possible impasse and
prevent interminable attempts to

win drawn games, the

if 50 have been
each side
ing heen

moves

given and
moved,
iz seldom invoked except in tourna-
ment or mateh play.

Draw by Perpetual Check |

We have already noted that a |
game is drawn if a stalemate posi-

tion is reached. Due to the possi-
bility of stalemate, many “lost”
endings are continued because the

player on the losing end hopes that
a mistake will be made, enabling|

him to draw the game by stalemate,

There is another way in which
an olherwise lost game can be
rescued, If a plaver proves that he
an subject his opponent’s King to

rules ot
chess provide that a game is drawn |
made on |
without checkmate hav-|
without any
man having heen captured or Pawn |
Needless to say, this rule | S

an endless series of checks, the
game 18 drawn,
called “drawing by perpetual check”
and can take place at any stage
of the game,

An example of perpetual check is
siven in the picture at the top ol
this page. Here White has queened
a Pawn and now has two Queens |
on the board, (Note: chessplayers

use a IRook turned upside down to |

represent a secomd Queen.) Ofr
course White has sufficient material

advantage to win but Black draws |

hy perpetual check,

In the position shown, the White

King is in check and the only way

to get out of check is by inter- |
Black |

posing one of the Queens.

then checks by moving (o another |

corner of the triangle in the pic-
ture, the actual corner df:pemlingl
on which Queen has been inter-|
posed, Again White must inter-

pose one of his Queens and Black |

then checks by moving to the third
corner of the triangle, or by re-|
furning to the position in the photo. |
Thiz procedure could continue in-
definitely and White cannot prevent
the endless series ol checles,

This method is

.

Other examples of perpetual
check are given in diagrams 9 and
10,

Draw by Repetition

To take care of situations in
which both plavers Keep repeating
the same moves, the rules ol chess
specify that a game is drawn if the
samie position is repeated three |
times,

It sometimes happens that equal-
ity can only be maintained by rep-
etition of this nature. Each player
keeps moving the same piece back

and forth, II' the game is to con-
tinue, one ol the players must
change the position by making a

different move; otherwise the game |
is drawn after the third repetition,

AUGUST-SEPTEMB ER,

Black draws by perpetual check,

2 e

Note that a Rook, turned upside

down, is used to represent a second Queen,
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agree (o a draw. Only an ob-
vious blunder can lose the game,
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White is a Rook behind and is
threatened with immediate

checkmate, He saves the game by
perpetual check, The White Rook
can check indefinitely on the two
squares in front of the Black King,
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Although White iz ahead in
material, DBlack can easily
draw this ending, White cannot

queen the Pawn,
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1 Here Black’s advantage in
material would be over-

whelming but White draws by
perpetual check, The White Queen
can check indefinitely on the Tth
and Sth squares of the King-
Bishop's file.
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Throughout a chess game the men are constantly
being exchanged. As the pieces are unequal in value,
the player must be able to decide whether exchanges
are an “even swap’” or whether they are profitable
or unprofitable,

Obviously, the Queen is much more valuable
than a Rook because the QQueen can move in twice
a8 many directions as the Rook. Similarly, the Rook
is more valuable than a DBishop or Knight because
of its long-range attack on white and black squares.

The composite photo above shows how the dif-
ferent tvpes of chezsmen would appear if their
sizes corresponded with their “exchanging wvalues,”
The King is not included as he cannot be exchanged,

Considering the Pawn as the unit of wvalue, a
Queen is worth 9 units, a Rook is worth 5 units
and a Bishop or Knight i= worth 3 units., The
Queen and Rooks are known as the “major plieces”
while the Bishops and Knights are called “minor
pieces.” (Although the general fterm “pieceg” is
often used when referring to all the chessmen, the
gsame term more specifically refers to the major and
minor pieces, in contradistinetion to the Pawns,)

Note how the Queen towers above all the other
men, The ability to move and capture in all direc-
tions makes the Queen the most valuable of all the
chessmen. In the center of an open board, the
Queen controls no less than 27 squares. No other
piece has such power,

If vou exchange Queens with your opponent, you
are making an even exchange; but if vou give up
vour Queen for any other man you are definitely
not getting full value and the sacrifice should cost
you the game, unless it enables you to checkmate,

Occasionally, the Queen can be exchanged for
two Rooks and thiz is an approximately even swap.
In fact, two Rooks are worth about a Pawn more

248

Relative Values
of the Chessmel_l

MAJOR PIECES Value
Queen _____ __ __ _ _ __ _________ 0
Rook _____ _ oo ___ 5

There are other combinations of

than
pieces and Pawns roughly equivalent in value to a

a (Queen.

Queen  (three minor pieces plus Pawn: or Rook
plus minor piece plus Pawn) but these exchanges
are exceptional. The beginner zshould make sure of
getting nothing less than hiz opponent’'s (Queen for
his own Queen and leave the other combinations to
more advanced players, unless they are forced upon
him.

The Rook is next in value io the QQueen, In any
position on an open board a Rook controls 14
white and black squares. A HRook is worth a Bishop
and 2 Pawns, or a Knight and 2 Pawns: but in
actual practice, the Rook is seldom exchanged for
anvthing except the opponent’'s Rook. However, if
you can capture twe of your opponent’s minor pieces
for one of your Rooks, do not hesitate to make the
exchange, A Bishop and Knight (or 2 Bishops, or
2 Knights) are worth much more than one Rook,

The Bishop and Knight are approximately equal in
exchanging wvalue, Offhand, the Bishop may seem
gtronger than the Knight., It is true that the Bishop
has a longer range and controls more squares (maxi-
mum: Bishop 13, Knight 8) but the Bishop is con-
fined to squares of one color and this limitation
reduces its value to the equivalent of a «Knight,
However, two Bishops, controlling both white and
black squares, are considered stronger than two
Knights,

A Bishop or Knight is worth 3 Pawns, but in
practice a minor piece is generally exchanged for
another minor piece. Two minor pieces are equal
to & Rook plus 2 Pawns and three minor pieces are
edual to two Rooks—but such exchanges are unusual,
If you capture a Rook with one of your minor pieces
yvou are making a profit; the transaction is called
“winning the exchange.”

CHESS REVIEW



As the Pawn controls only two squares, its cap- any minor or major piece for a Pawn, you will
turing power is limited and it is the least valuable probably lose the game,
ol the _4:211&:':1:':‘-1‘:1&11, so far as exchanges are concerned, Every rule has exceptions, These exceptions do
As pointed out previously, however, the general 01 prove the rule unsound. They merely demon-
worth of  the Pawn should net be underrated. Its  girate that other factors have entered into the
potential value for the ending is extremely important  gitnation and permit the rule to be broken
as each Pawn is a possible Queen, Moreover, its Chess 18 4 charm , . ’
comparatively low exchanging value makes it an eSS 1:?: 1 1L}‘Jaxr::ung ﬂ’“.ﬂ mmaginative Fame hf}
effective unil for both attack and defense. Although C3Us¢ the relalive values of the men are not static
the Pawn has a low exchanging value, this does E"" .H'Ie,{';ﬂ“e",ceﬂ ~h‘v the Dosillons occurring on the
not mean that Pawns can be given away with im. l.'::ﬂ.lﬂ: ['he hea:u'utul n::mnbnml.im}s, the brilliant and
punity, artistic conceptions created with chessmen, are
. brougiht about by sacrifices of material, usually eul-
im'm;]ting in a::he-:ikmﬂte. A Queen may be given up
> s Evehanoino 0 allow a meek little Pawn 1o administer a c¢rushin
Rule for Ehchdn&ﬂlﬁ blow. A Knight may wreak havoe where a Hﬂﬂﬁ
Always get your money's worth, or better, when might be helpless. In all such cases, malerial is de-

making exchanges, I{hemt.f.-':ty sacrificed with a greater advantage in
Remember the picture of the ENORMOUS '1€W. . . o
QUEEN, the BIG ROOK, the SMALL KNIGHT AND I'he positional factors which influence the vialuesg

BISHOP, the TINY PAWN and be guided accordingly. of i:he men will b:e_ explqiped 1&‘ter. Etlf:-:antime, the

learner should avold sacrifices of material unless he

If you exchange Queen for Queen, Rook for Rook, clearly sees a continuation which forces checkmate

Bishop or Knight for Bishop or Knight, Pawn for or the regain of material sacrificed. Such continua-

Pawn, the result is equal., But if you give up a {ions must leave the opponent no options, musi
piece for a less valuable piece, or if you give up not depend upon his co-operation,
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1 An even exchange. II' White 2 An uneven exchange. I Lhe White e¢an win a piece be-
captures th&_ Bishop, H_‘Iack Queen captures the DBishop, cause the Black Bishop is at-
cant recapture with the Knight, the Knight recaptures the Queen. tacked twice, defended once, and

jl‘his e:-:f:hamg_e. and the exchanges White would lose heavily by this White can start by playing DxB
i th}? rollowing diagrams, should transaction as the Queen is worth (Bishop takes Bishop). I Black
be pictured mentally. more than three minor picces, recaptures, White plaves OQOxKi

(Queen takes Knight),
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4* Now the Black Eishﬂp is_nt~ 5 The Black Bishop is atlacked Similar to the position of dia-
lacked twice, defended twice, lwice, delfended only once, but gram 5, but now White can

50 White cannotl gain any mater- White cannofl win mafterial ad- gain a material advantage he-

jal advantage. White ean ex- vantage because the first capture cause the Rook and Queen are

change Bishops (BxB, KixB) but  would be with the Queen., Thus, transposed. He can exchange his

it he continues with QxKt the it 1T QxB, Kix(}; 2 RxKt White Rook for two minor pieces by

Pawn will recapture his Queen has exchanged his Queen for a playing 1 RxDB, KitxR: 2 QxKt,

which would be disastrous, Bishop and Knight — a losing The Bishop and Knight are worth
transaction, more {han the Rook.
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Bl u:l{ threatens to capfure

White's unprotected Pawn,
Vizualize these options for White:
he can guard with his other pawn
and permit an exchange; or he
can capture the attacking Pawn;
or he can move his attacked Pawn
forward one square.
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Black threatens fto capture

White's unprotected DBishop.
White can permit an exchange by
guarding with hizs Pawn at QBZ2:
or prevent the capture by inter-
posing his other Pawn; or capture
the Bishop; or move hig Bishop to
a4 vacant square.
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Whlte ig threatenad with Lhe

lnogs ol a piece as one of his
Rooks iz attacked twice, defended
once, He can capiure the Knight
with his Bishop, or capture the
RRook with his own Rook; or move
the attacked Rook one square to
the right,
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7
X
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White must not permit the

capture of his Bishop by the
Black IPawn. He can capture the
enemy Bishop or move his own
Bishop back one square allowing
Black to exchange: or he can pin
the attacking Pawn by moving his
Kook one square to the lelt,

Hlack threatens to  capture
Y White's Queen with his Bish-
op and the GQueen is pinned, can-
not move. Counter-altack is the
only way to avoid serious loss,
White can play B-Qbch and the
Black Queen must interpose, The
counter-attack is successful
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Black threatens to capture

White's unprotected Queen
with his own Queen., White can
guard and permit an exchange by
moving his Kook one square to
the left: or he can capfure the
Black Queen; or hie can inferpoze
his ook,

What to Do
When a Capture

Is Threatened

During a game of chess, the play-
ers are constantly “threatening” to
capture each other's men. Almost
every move attacks something or
defends an opponent’s threat,

The learner must be on his guard
against these constant threats., He
must not allow hiz opponent to cap-
ture one of his men without being
able to capture an equally valuable
man in return. In other words, he
must avoid the loss of material

When a capture iz threatened,
the player under attack usually has
a choice of different methods of
meeting the attack. The best meth-
od is a matter of judgment. At the
moment, the important thing to
realize is that there are warious
ways of meeting the threat of cap-
fure,

The following possibilities should
he considered:

(a) If mnot already protected,
guard the attacked man and permit
an exchange, provided the exchange
is even or in your favor,

(b) Prevent the capture by in-
terposing another man., Bear in
mind that this may permit capture
ol the interposed unit.

(¢) Capture the attacking unit,
either with the man under altack
or with another of your men,

() Capture something else with
your attacked man—or move it to
4 vacant square.

(&) Pin the attacker =o that the
threatened capture becomesg illegal
or unprofitable,

(f) Counter-attack by capturing
elsewhere on the board, checking
the opponent’s King or making g
threat of your own which is at least
ags dangerous ag that of }::nur Op-
ponent,

Some examples of the use of
these methods are illustrated on
this page. On the following page,
the opening moves of a game are
pictured with captions explaining
how the playvers weigh the possibil
ities of captures and effects of re.
captures at almost every move,

Note that possible moves (includ-
ing captures) must be visualized
mentally before making an actual
move— because a move made on
the board must stand.

CHESS REVIEW



!!!!!!!!!!

) D
//i" f

7 //ﬁ Z/&Za/é

7Y

éw
=

f”éaé%f f””ff'ﬁ
1 This game has begun W.lt?j]

”;’I

the moves 1 IPK4, P-K4; 2
Ki-KE2, White ig now threaten-
ing to capture Black’s Pawn, The
Pawn iz unprotected so Black
must meel this threat or lose ma-
terial, Black can counter-attack
by playing Kt-KB2 or he can
cuard the Pawn,

- LI.

Black has pla}nd 3 ... PxP
capturing one of the attacking
men with the threatened IPawn
itself, Refer again to diagram 3
and note that Black had other
wavs of meeting the threat. He
could have defended the Pawn a
second time or captured with the
Knight—but he chose hest,

.l'

.-".-__-:'.:_r_.-' | .-".-"
’fiﬁi/z‘i//i i1

.-'.-.- ".- reid

,,,,,,,,, 4f4ﬁ%

%

2%% :2V§§%Zﬁ ;ﬁ
i aan
ﬁ’f Iﬁ'éi /é Qf’f?

aaaaaaaaaa

BHolw®a g

b Black has playved 2 , | . Kt

B2, This defends the threat-
ened Pawn, If White, on his next
move, were to play KtxP, Black
wonld capture the Knight, gaining
a Knight lor a Pawn, The play-
ers must visualize these captures
and recaptures without touching
the pieces,
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5 White has 1313,:,&'”:1 4 KixI?,
completing the exchange of
Pawng., Black now realizes that
White can capture his Knight but
the threat is not serious asg the
Black Knighi is prolected, He
could exchange Knights himsell
but nothing would he gained so
he develops a piece,
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White has playved 5 Ki- QH?

(delfending the FPawn) and
Black has played 5 . . B-Kth,
White's Queen-Knight is now com-
pletely pinned and no longer de-
fends the threatened Pawn., Any
move by the Kt would he illegal
as it would expose the King to
checlk,
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White hasg played 6 Ki}:Kt

See diagram T and note that
Black was threatening three cap-
tures but the main threat was
KitxP. White has now answered
thig dangerous threat with a coun-
ter-attaclk. Black’'s Knight has
heen captured and his Queen is at-
tacked,
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"Now White has played 23 P

4. With this move he at-
taclks the Black Pawn a second
time, Il iz attacked twice, de-
fended once, Hence, White threat-
ens to win a Pawn., Black now
considers the wvarious wavs of
meeling this new threat hefore
making his move.
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Black has playved 4 , ., . Ki- Bd

and is now 1'.-hreal;euing two
captures (KixKt and KtxP) The
White Knight iz guarded by the
(Queen but the Pawn is unprotect-
ed. White has wvarious waves of
meeting the new threat, decides
to defend his Pawn and develop a

piece,
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Black has plaved 6 , , | KtPx

Kt and White has plaved 7 B-
(3. Black was forced to answer
the counter-attack and now hisg,
two remaining threats are de-'
fended, Only a few moves have
been played but enough to show
that the fighting beging early in
the game.
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LET’S PLAY CHESS!

A Picture Guide to the Game of Chess

By Irving Chernev

Associate Editor of CHESS REVIEW

and

Kenneth Harkness

Managing Editor of CHESS REVIEW

This series began in the March issue, The series is intended
l'or beginners and will form a complete course ol instruction in
the rules and tactics of the game, By lollowing this course, with
Its remarkable illustrations, diagrams and examples, the learner
can quickly and easily master the basic principles ol chess,
PPart 7 will appear next month—in the November issue,

The complete course will be published, in book form, by
SIMON AND SCHUSTIEER, New York, The book is scheduled
IRVING CHERNEV for publication early in 19441,

Part Six

This month we devote most of our space to a

. . NP pictorial presentation of a 30.-move chess game. The
InVItﬂtIOll to Chebb' game illustrates certain principles, as outlined on

the following page.

[nvite your friends to learn chess by means : :
As you follow this game, you will observe how

of this pictorial, self.teaching guide!  Give the players anticipate each other’s “threats”™ and try
them the opportunity to learn the game by to i“",:"i‘,l 1,1“*' 1”“5, of matertal.  Apart from i““'['f}r
matertalistic considerations, however, you will be
impressed by the manner in which the players ex-
to others and help to spread interest in the press thetr individuality on the chessboard. Each
manecuvers his picces in accordance with his own
ideas, for chess 1s a game that allows a great deal
of choice and provides scope for the expression of
individual taste.

this easy, attractive method. Introduce chess

Royal Game,

A trial d-month  subscription to CHESS
REVIENW costs only 31. We will start each Everv chessplay _ T .
o _ wvery chessplayer develops a style™ of his own,
subscription  with the October issue and we based on his character and personality. People wha
will include reprints of LET'S PLAY CHESS, are cautious in their daily lives tend to play a careful,
painstaking game. Those who are energetic in their

habits will strive, on the chessboard, to maintain the
scriber will thus be able to start the course at mitiative at all costs, will counter-attack instead of
passively defending. The imaginative man or woman
translates his “castles in the air” into more permanent
structures on the chessboard. A reckless, devil-may-
care style 1s usually the mark of one who is always
friends, with 31 for cach sample 4.month sub. willing to take a chance to “'see what will happen.”
scription and  reprints, to CHESS REVIEW, LI;L ;ﬁfﬂlwﬁmm-mn-‘Eer%{:m”}: El]rﬂ:-":-.ml!' !0 pe @ cool,
alculating antagonist, an opponent difficult to beat.

Parts 1 to 5, free of charge. Each new sub.

the beginning.

Send  the names and  addresses of your

250 West S7th Street, New York 19, N Y. - : . .
It 1s this clash of wills and temperaments, this

battle between different styles, which makes chess
such a fasanating game.
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Superior Force Should Win

The most important factor in winning a game ol
chess is superiority in material. At the beginning

of the game, the opposing forces are equal, IEach
player has the same number of men, the same

quality of material, But if, during the course of the
game, one plaver gains material (for instance, by
capturing an unprotected piece, or by making a
profitable exchange, or by accepling a meaningless
gacrificey the forces dare no longer egqual and the
player who is ahead in material should win the
game,

This iz one of the [undamental principles of
chess,  The purpose of mosl altacks is to gain
material at the expense of the opponent, As the
chessmen have different values, material superiority
is measured in quality as well as quantity. A plaver
who “wins the exchange” by giving up a Knight or
Bishop to capture a Rook is ahead in material, even
though he has the same number of men as his op-
ponent,

Even the comparatively insignificant gain of one
Pawn may be suflicient to win. By holding this
advantage throughout the game and by exchanging
the remaining material, the player who is 4 Pawn
up may be able to reach an ending in which his extra
Pawn can be promoted to a Queen. As we have
seen, a Queen is suflicient te force checkmalte,

The gain of more important material than a Pawn
gives an overwhelming advantage to the superior
force. A plaver who is a IRook or Queen ahead can
usually end the game quickly with an immediate at-
tack on the King. The gain ol a minor piece (Bishop
or Knight) requires a certain knowledge of technique
to force a win but, in a contest between experienced
players, the outcome should never be in doubt. In
such cases, the playver who is a piece up may use
his superior lorce to win more material, or he may
decide to exchange most of the remaining men and
reach an ending in which his advantage is com-
paratively greater, enabling him to queen a Pawn
and finish the game in short order,

Contests between strong playvers usually end in
immediate resignation if a minor or major piece is
lost without compensation and if there is no chance
ol launching an attack to regain material, checkmate
the King, or draw by perpetual check, It is recog-
nized that the player who is a piece up can force
a win, that it is merely a matter of technique, even
though it may take some time.

In contests between inexperienced players, how-
ever, the loss of a piece may be a mere incident in
the game, The tide of battle may sway to and from
one side to the other. The playvers enjoy themselves
thoroughly as they fight it oul to the bitter end.
cven against hopeless odds, resignation is never
contemplated — and rightly so, as the other fellow
is quite capable of blundering away his advantage.

It iz also true that a strong plaver can “give
odds” to a weak opponent and win the game, TFor
instance, in a recent “rapid transit” (ten seconds
a move) tourney, chessmaster I, A, Horowitz actual-
1y gave odds of a Queen, Rook, Bishop and Knight to
one of his opponents—and won!

Therefore, when we say that material superiority
should win, it will be realized that we are stating
an abstract principle which applies, in practice, to
games between experienced playvers of approximately
equal strength. The fundamental nature of the
principle, however, should not be overlooked by the
]F;H.I‘HEI‘ il he wishes to graduate from the beginner
class,
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Rules for Learners

You cannot expect to win chess games by giving
away material to your opponent! Conserve your
pieces and pawns—they are your “material.” This
does not mean that you should be afraid to make
exchanges. You and your opponent must make ex-
changes, or there would be no game. But get your
money's worth when making or allowing exchanges
—and try to avoid the outright loss of material.

Take a good look at the square to which you intend
o move one of your minor or major pieces and
make sure that there are no Pawns attacking the
square — remembering the Pawn's V-shaped cap-
ture, Look at your opponent’s other pieces — his
Queen, Rooks, Bishops, and Knights — and see if
they are attacking the square to which you intend
to move., Il the square ig attacked, do you want him
to take wyour piece? Will you be able to recapture
and will the exchange be even or profitable? Is he
alttacking the square with 2 or more men — and if
50, are you defending the square with the same
number of men? These are some of the things you
should consider before making a move,

At first, when vou are unfamiliar with the chess-
board, vou will Jose material by oversights. To use
the international chess expression, you will put or
leave pieces “en prise” (pronounced awng preeze)
which means "on take” without compensation.

As you gain experience, vou will overcome this
fault, common to all beginners and not unknown
AMong masters,

Don’t take moves back., Suffer the consequences
ol your mistakes and you will learn to avoid them,
The rules ol ¢hess specify that il a plaver touches
one of his own men he must move it, and il he
touches one of his opponent’s men he must capture
it, provided the move or capture is legal. (If illegal,
there is no penalty.) II he merely wants to adjust
the position of a man (or men) he must announce
this intention, using the international expression “J'
adoube.” (Meaning: I adjust. Pronounced Zhahdoob),

While oversights are to be expected, do not de.
liberately give material to vour opponent with a
vague expectation or hope that some benefit will be
gIe-rivr.-:l. It is senseless to blindly sacrifice material
1 the hope that your opponent will help you to
checkmate him. The continuation after a sacrifice of
material must be lorced and conelusive,

What Does He Threaten?

Most beginners are so busy thinking up their
own moves and concentrating on their own plans
that they pay little or no attention to what the
opponent is doing and soon find themselves check-
mated or in a hapeless position, This is a serious fanlt
which ean only be corrected by conscious effort

The method of overcoming this fault is eompara-
tively easy — if you adhere to it. Each time vour
opponent makes a move, forget your own plans for a
moment and concentrate on HIS move. Ask yourself
this question: “What does he threaten?” All strong
players follow this procedure and avoid trouble,
IEmulate their example and your game will 1apidly
improve. The procedure may be summarized as fol-
lows:

Your opponent makes a move, LOOK AT THE
PIECE HE JUST MOVED. Dismiss other thoughts
and plans Irom your mind. What does he threaten?
Why did he move this piece? In its new position, is
the piece attacking one of your men? Can you
permit him to capture, or is the attacking piece less
valuable than your own man? If he threatens to
capture a man of equal or lower value, is vour man
protected? Will you be able to recapture?

CHESS Review



Then look al his OTHER pieces. Is he concentral-
ing his fre? Are two or more of his pieces now
attacking one of vour men? If so, will vou lose
material i he caplures twice (or several times) on
the same square?

When he moved his piece, did he unmask an ai-
tack by another of his men? Look at his Rooks,
Bighops and Queen, even il they are stiil on his first
ranlk and a long way off from the scene of action,
Has an attack by one of these pleces been released
by the move he just made?

Try to digcover yvour opponent’s intention or plan
of attack, if any. Is there a secondary or once-
removed threat? For instance, on his next move will
he be able to win material in any wayv? Will he be
able to check your King and will that be dangerous?
Did his maove “pin™ one of your men and will the
follow-up cost you material?

[f you discover that your opponent’s move threat-
ens you with the LOSS OF MATERIAL vou must do
something about this threat immediately.

Under the heading “What to Do When a Gaptuxe
is Threatened” we outlined the various methods of
answering such a threat. When the threatened cap-

ture would cost vou . material {(guantitively or gualita-
tively) you must take action, Select the method you
believe best in the circumstances., Defend, interpose,
move away, capture, pin the attacker or counter-at-
fack—but dt:r NOT permil your ﬂ]‘t]}mwni 1o win ma-
Lerial,

Illustrative Game

On this and the following pages we presenl a
move-by-move description of a game belween two
experts, The game was played between Raflael
Blanco and Abraham Kupchik at Havana in 1913,

This game wiil be used to illustrate the necessity
of examining vour opponent’s threats before making
4 move., You ecan follow the game without using a
get of chessmen as the position alier each move is
pictured in the diagrams, The captions explain the
moves as Lhey are made,

Although thiz is a record of an actual game, we
aslk you Lo regard yoursell as the plaver ol the
white florees. With your permission, we will play
over this game together, as though we were members
of a consultation team, The captions are written
with Lhig idea in mind,
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1 The game has begun with the As White, we have played Black has playved PxP ﬁ.nd
opening movesg 1 P-Kd4, P-K4; 1034, We had other good again it is our move, What
2 Kt-KBE3, Kit-QB3., We are play- moves at. our disposal, such as does he threaten? Well, he is not
ing White and it ig our turn Lo B-Kts, or BEBE4 or KtDB3. The threatening fo capiure anyihing

move, Defore considering possible
plays, we first ask: "What does
our opponent threaten?” We see
that he has no threats so proceed
to develop.

IMOVe Wi

made threatens {o win
a Fawn, We are attacking Black’s
advanced Pawn twice and it is de-
fended only once,

hut he has just taken one ol our
Pawns and if we don’t recapture
we will have lost material,
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—W& have playved KixP and =  We have plaved B-K3, {Iefend— 6 By plaving P-QB3 we have {Ier
! Black hag plaved B-B4. Again e) ing our Kit a 2nd time and fended the Ki a 3rd time, Now
it is ouwr fturn. What «does he Black has playved (Q-B3 attacking it iz HBlack's move and he e¢an
threaten? He threalens to win it for the 3rd time! Again he exchange pieces but cannot win
our Knight! He is attacking it Lhreatens {o win our Knighi! He any malerial. Il he plays KtxKt

with 2 pieces {(Bishop & Kty and
it 18 guarded only by our {Jueen.
We must answer this threat at
once,

[HEeCes,
this threat,
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jg attacking it with three pieces
and it is defended with only {wo
Our next move must meet

we will play PxKfL and he cannot
then continue BxP without sacri-
ficing material,
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Black has playved ]{I{t-I{E.

(Note we must specifly King-
Knight to K2 as Black’s other
Kt can also go to this square,)
What does he threaten? There is
no new threat involved in this
move, Black is just continuing

with his development,
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1 Black has playved KtxI*, com-

pleting  the exchange of
Pawns, Any threats? We can see
that the Kt just moved by DBlack
iz attacking our Bishop and is also
attacking one of our Pawns, We

cannot move the Bishop as it
needed to defend our Knight,
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Now we have plaved B-K2,

elling ready to ecastle, and
Black has plaved P-Q4. What does
he threaten? He threatens to play
PxP?, winning a Pawn, as our KP
iz unprotected. We must meet
thiz threat before going ahead
with our plans,

e ——— .-_.-_.l

pUY @
_ "?3’1.

.......

?
E'Eig-'u»

...................

= e
£

L ¥ =
%
LR . rr - r r
- ; . ot |

: : g i

."-' - e i
o : [ .
r. o L} O

En & B®

1 But Black’s threats are not

dangerous and we have cas-
tled. Our Pawn and Bishop are
both protected. Black cannot play
KtxP without loss and i he plays
KixB we can play PxKt, The re-
capturing Pawn will take the
Bishop’s place and guard our
Knight,

— —isarrres ——— - - s -_.-_I__..-_..- 1
, ‘i ¢ A A t g
e S .-.-".:-:'-': -":" : e
s i e Lt
.--__.-'.-'__.-' o I.-".- ! p :-__.-__.-_.
‘ P & ' Ay
ot s S [
et | ’ o A st
| i ; i i Y g R
| -4 1 L p
; : L ’
gyl (| — Lttt A sl
" - - : '.-::.-'_ o ..-.l
- - Rt - i
a2 v
S - L A 3
...... e F o
" o ol - L -
.-.. - ’ K -
v " i -,
e s
v , A s = i
Pt ;};::' : -
3 “; i o i
[ . i s - .-'.--__
T i ’ ] A
b et e [ _."-':

1' We have plaved PxKt and

Black has moved his Queen
to B3, What's the threat? We
must not overlook any threats
merely hecanse Black was forced
to move his (Queen. Note that he
is now attacking our unprotected
King-Pawn., We must guard the

Pawn or move it
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1 We have plaved ()-8 pro-
"tecting the attacked Pawn
and Black has castled, Any
threats” None. Black is just get-
ling his King out of danger. lIs
all our material safe? Yes — so0
we can proceed with our develop-
ment,
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9 To defend our Pawn would
have been awkward and un-
necessary, The simplest and best
way to answer Black's threat was
to ecapture his attacking Pawn,
As sllown above, we have played
PxP and now our Pawn attacks
his Knight,
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1 Black hrlb plaved KixB. I—Te

 hhas removed our Bishop and
his Kt now attacks our Queen &
Hool. There is only one thing to
do here. We must recapture im-
mediately, Incidentally, our Rook
will be attacking Black’s Queen
when we recapture,
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1 We have played Kit-Q2 and

Black has plaved B-Q3, Why
did he change the position of this
Bishop? Looking down the Bish-
op's line of diagonal allack we
find , .. our King-Rook IPawn! The
threat is BxPch or QxPch. Quick!
Our King is in danger!
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1(:} We have come to the King's

defense by plaving Kt (at
Q2) to B3, Our KRP is attacked
twice (by Black’s Queen and
Bishop) but is now guarded twice
(by Knight and King) so we are
safe, DBut we must be careful;
Black is assaulting our King's posi-
tiom,

-_:-::.. .-:-:__'_ :-.,d :I' .::,-"""""'-:,-. _,-"
X = K9
_l:--__l.-:-':"' fﬁf’::;ﬂ;”:flw.?:f"ff?fﬁ?_ L :Z-__-:'.-',.-""'é""‘ﬁ
% | | // R

b ¥ -"'-..:' _,-l-"I § .-"'-l-. 1

L e i - o : :
e Ep

Ve
P

-

:
.-':___5:-"'.":. . F:Tr-.{{i{fffﬁh”ﬁ”-f':" . A o e
G, .’:T.”ffi’?..?%ﬁ il

e %;

v oAt

.-..'.' ."' 5
- _.-'
s e
CE S
;/:-/.-."'_-:""___ .-:".:__':-f{ .;:.;..; .-_:"'-___'-.-"" -'_.::-:..i S /
o R e
%f.., e el T
P, ] [ -
"”“".-:-'_.-".:__..-: . “mfj"/-""“:'-': : . -
AR T
£ plrle £ :-"_% e
e _':".-' .--:'_.-' A .:_:'.-""-.-'
. .

F e Pty o

 A— - -
1 As  Black's Bishop  was

threatened, he has played
BxKt. Now we need nol recap-
ture with our Knight because our
KRE-Pawn is safe, having moved
out of the range of fire. We can
recaplure with the Bishop if we
wish to do so.
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2 Counter-attack! DBy plaving

Kt-Bb we attacked the Black
Queen and Dishop. The Queen
has moved to K3, Any threats?
Not immediate, but he has lined
up his Queen and Kook on the
King-file and we must remember
that our Queen is subject Lo at-
tack,
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1 Black has played B-XKKi5.
What does he threaten now?
If he plays Bishop takes Kt, we
can recapture KixB and our
other Kt will guard the KRI* But
suppose he plays Knight takes Kt?
Then we cannot recapture with
our Kt which guards the KR,
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20‘@"{1 have played DBxB and
Black has plaved Kt-IK4,
What doeg this move threaten?
The answer is obvicous: his Kt
now attacks our Queen and Bish-
op. As we cannot capture his
Knight we must move our Queen,
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2, We have plaved KixB, His
¥ Bishop was not  actually
threatening anything but it was
potentially dangerous. Our King
1 vulnerable alongz black-zquare
diagonals., By removing the Bish-
op we eliminate a powerful weap-
on of attack,
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1 We have plaved P-KR3, at-

tacking EBlack's Bishop, be-
cause his real threat {(in the posi-
tion ol diagram 17) was KixKt,
Tao protect our King, we would
have been forced (o recaplure
EPxKt and he could (hen play
BxKt, followed by BxIch, at least
winning a Pawn,
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s-“}r]_ Our Queen has moved to Ki
il A and Black has played QR-KI.
Why did he move his Rook? The
threat ig veiled, If hiz Kt moves
the Rook will attack our Queen,
We must beware of such once-
removed threats, Shall we move
the Queen or counter-attack?
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2 Black has recaptured QxKi,

"Any new threats? Again we
note that our Queen is not very
sale, I the KL moves, the Dlack
Rook will attack our Queen. More-
over, our KP is “"weak.” Unpro-
tected by any other Pawn, it will
be subject to altack when our
Queen moves,
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2 We have plaved QxP. Black’s
Pawn was unprotected and
we are now ahead in material.
We are also allacking Black’s
ORTP which is unguarded. We be-
gin to develop a plan which may
enable us to win the game,
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2 We have moved our attacked

Rook to K1 and Black has
returned his Kt to B5, Are there
any threats we must take care
of 7 DBlack can play ExK but we
ean  recapture  with our other
Roolk, How aboui his Knight?
Yes, he ihreatens io capture a
Pawn,
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‘.} Black has plaved Px()} and
* we have captured RxR., We
continue 1o liguidate everything
in sight. The less men there are
on the board, the more dangerous
our passed Pawn will become
wlien we start advanecing it

298

ﬁ 1?’;’%
w,
__.lll-;'.'

ff,g/ :
/%%

2 Black has replied XKt-B5,
With one move he attacks
our KP twice (with Kt and R)

and threatens to recover his lost

material.  There is nothing we
can do to defend this threat — but
we can retain our advantage by
capturing another of hig Pawns,
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2 What's thia? We have plaved

-4, Are we nol going to
protect that Pawn? No, The time
has come to capitalize on the ad.
valitage of a passed Pawn, We
are going {o try to win the game
by advancing our QR to the 8ih
rank. Our QKL is unimportant,
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‘3 Blaclk has recaptured TixIt
. and we zel our passed Pawn
staried with P-QR4. If possible,
we o are Zoing to promofe  this
Pawn and win the game, Note
Lhat  our Bishop controlg  the
gqueening square at QRE and that
our ook is well placed, behind
the passed Pawn,
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2?’ We have played QxRP and
Black has captured KixKP.
We are sLill ahead by one IPawn,
More important—our QRIFP is now
4 “passed Pawn"” (no opposing
Pawns to prevent its advance to
the Sth rank.) At present, how-
ever, Dlack iz threatening to win
the exchange,
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30 Black has plaved KixP and

we have plaved Qx(@Q. Our
plan is to exchange as many of
the remaining pileces as possible
Lo lorestall any counter-attacks.
Although we are no longer ahead
in material, we have a passed
Pawn—a big advantage,.

3 Black Thas played R-QBI.

What does he threaten? Well,
he threatens RxP, but we are not
going to pay any attention to his
threats now unless they are dan.
gerous. He has no threats which
compare with our own threat of
queening a Pawn,
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3 We have advanced the QRP 3 On goes the Pawn and now 3 Instead, we have plaved R-

another sguare forward and it has reached the 6th rank, -Ktl attacking the Ki, We
Black has played Kt-B5. He could Black has plaved Kt-Kt3, Now must force the Kt to move from its
not afford to take our Pawn, He his Kt defends the qgueening present square, If he guards the
is seurrying back with his Knight, square, I we play P-RY and Kt by playving R-Ktl we will play
trving to prevent our Pawn from P-R8 he intends to sacrifice his P-R7T which winsg a piece {(either
reaching the 8th ranlk, Knight for our promoted Pawn, the Rook or the Ki) and still re-
We must not permit this sacrifice, taing the passed Pawn,

dxi) 0 0 2pi) R idd
7 7 & % W ¢ 7
|| & K | | B T L

— 1 =

a E 9 | |a K

7 o S A 77, W
% i vy / 7
. Tk

.............

- G Yo

s v

p

i va

Fﬁ//% - s e
i .;f

\“Qx:

A

N

. T A Y
L o R

x::{-“‘ W

»

ik
b

i
o

N

o,

L - A - ‘ =
37 Black was forced to move 38“’9 have plaved BxKt, re- %9 Black has plaved RxE and
his Kt and has played it to . moving the block., Bul how ¥ 5 we have playved P-RY, the

his K1 (our QRSZ), Now he is does this accomplish anything? winning move! At this point
trying to block our passed Pawn, Black will play RxB and his Rook™ Black resigned the game., We are
There is no longer anyv question will be attacking our Pawn., If threatening R-KtSch, which forces
of threats by Biack. He is defin- we jusi defend the Pawn with R- Black to play RxR. We then play

itely on the defensive, RT it will be completely blocked, PxR; the Pawn becomes a Queen
What is our next move? and Black is checkmate,
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4 Playvers usually resign when /11111 the position of No, 39, if 4 Again, il he plavs P-R3, to
A their position is  hopeless. AR He moves his Rook away, defend the threat of mate
Thig diagram, and the two lollow- White plavs R-Kt8 as shown here, explained under diagram 3%,
ing, show why Black resigned Now il Black captures RxR, White plays R-Kif8ch as shown
alter White's P-ILT, He either gets White recaptures PxR(Q) mate, above., All Black can do is cap-
mated or must’' permit White to If he does not capture and makes ture RxR and White recaptures,
make a new Queen, As shown a Pawn move, White plays RxReh making a Queen. This advantlage
above, il he playgs RxP White and then gueens the Pawn which in material is overwhelming,
mates with R-KtS, wins easily,
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LET’S PLAY CHESS!

A Picture Guide to the Game of Chess

The

.By lrving Chernev

Associate Editor of CHESS REVIEW
and

Kenneth Harkness

Managing Editor of CHESS REVIEW

This series began in the March issue. The series is intended
for beginners and will form a complete course of instruction in
the rules and tacties of the game, By lollowing this course, with
its remarkable illusirations, diagiams and examples, the learner
can quickly and easily master the bhasic principles ol chess,
Part 8 will appear next month— in the December Is51e,
complete course will be published, in book lorm, by

SIMON AND SCHUSTER, New York., The book is sceheduled
IRVING CHERNEVWV for publication early in 1914,

Invitation to Chess!

Invite your friends to learn chess by means
of this pictorial, self-teaching guide!  Give
them the opportunity to learn the game by
this casy, attractive method. Introduce chess
to others and help to sprcad interest in the

Royal Game.

A trial 4-month  subscription to CHIESS
REVIEW costs only $1. We will start each
subscription with the October issue (containing
Part 6 of this series) and we will include
reprints of Parts 1 to 5, free of charge. Each
new subscriber will thus he able to start the

course at the beginning,

Send the names and addresses of your
friends, with $§1 for each sample 4-month sub.
scription and  reprints, to CHESS REVIEW,
250 West 57th Street, New York 19, N. Y.
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Part Seven

It is notl by accident that many chess expressions
are used to deseribe the eperations of armed lorees
— lor chess is a “war gaine™ in which Lhe strategy
and tactics of wartfare are duplicated,

Lueens, Rooks, Bishops and Knights have differ-
ent powers — just as {anks, airplanes, artillery and
the other heavy weapons of war move ani operate in
different ways, The infantry, so like Pawns on a huge
chessboard, move and attack in their own manner
[Sach has its own sphere of operation and activating
Lthe movements ol the various forces are the generals
who, like chessmasters, must decide the disposition
ol the foreces to the best advantage,

Many ol Lhe considerations underlving the strat-
egy of chess and war are similar, Generals and chess-
masters must decide where to attack, when to defendd
savagely because a4 certain bit of ground is of
immense strategical value, when to retreat and when
to advance, Traps and pitfalls are prepared for the
cnemy, surprise sorties to divert him, unexpected
and brilliant strategical movements to accomplish
his defleal, The wily “plaver” of either game must
learn to analyze accurately the possibilities open to
his opponent, prepare to meet his threats, counter-
attack with some of hiz own, On the chesshoard, the
thrill of battle and the grand strategy of war are
realized, while the players, for the time heing, are
Mll-ranking generals, No wonder that chess is such
an exciling game!

In this month's installment we explain the Prin-
ciple ol Mobility — and as an illustration of this
important principle, we present a game in which the
“pincers” movement and other tactics of modern
warfare are cleariy exemplitied,
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The Principle of Mobility

In chess, as in war, one of the most important
considerations is the “mobility” of the fghting
forces. To understand the meaning of this term,
as applied to chess, let us first consider the difference
between a Queen and a Pawn.

A Queen 1s said to be worth nine Pawns. Why?
What is the real difference between the two men!
A Pawn can check and mate the opponent's King
just as effectively as the Queen. Lach is capable of
capturing an enemy piece. However, the Pawn at.
tacks only two squares, while the Queen attacks at
long range in eight directions. Even if the entire
board is cleared, the Pawn moves only one square
at a time, whereas the Queen can cover any distance
in one move. In other words, the Queen has much
greater mobility than the Pawn. This superior mobil.
ity gives the Queen great offensive power, makes it
much more valuable than the Pawn.

On an open board, the difference between the
Queen and Pawn is obvious, But when a game of
chess is in progress, the board is clwitered wp with
chesitmen. Tf no men have been exchanged, 32 of
the 64 squares are occupied. Of necessity, the Queen
must be at least partially obstructed by its own men
and the opponent’s men, The more the Queen's
mobility is restricted, the less powerful it becomes
Its etfective power depends upon its freedom of
movement, its mobility under playing conditions. If
the Queen is completely obstructed, it may be as
weak or weaker than a Pawn.

Similarly, the factor of mobility affects the pow.
crs of all the other chessmen. Rooks become power.
ful when they possess freedom of movement on files
and ranks, Bishops exercise their power when they
are free to move along diagonals. The powe:
exercised by any piece depends upon its mobility.
[ven the Knight, which is able to jump over ob.
structions, is affected. The Knight's mobility can be
restricted by enemy control of the squares within
its range, or by the occupation of these squares by
friendly pieces.

The war of chess is between two armies of equal
force and one of the primary objectives of the suc.
cessful general 15 to seck mobility for his forces,
The battle for mobility begins with the opening
move. At the start, both armies are comparatively
immobtle.  The Queens, Rooks, and Bishops arc
completely blocked by Pawns so that their offensive
power 1s zero. The main object of the opening
moves 1s to quickly mobilize the mmportant pieces.
Each player secks to develop his pieces on squares
on which they have freedom of action and exercise
their power.  As quickly as possible, he mobilizes
all his important pieces because he realizes that the
etfective power of the entire army is determined by
its overall mobility, One or two men, no matter
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hovw mobile and powerful they may be, cannot hope
to successfully attack the combined, fully mobilized
forces of the enemy.

If one player develops his men quickly and cf.
fectively so that his pieces are mobile and exercise
a large degree of their potential power, while the
opponent develops only one or two picces, or places
his men in such a way that they interfere with each
other and obstruct each other's movements, the
player with superior mobiity posresies a defunite ad-
vantfage which may be sufficient to win the pame.

How Mobilitv Wins

We have explained that superior force should
win. Other factors being equal, the player who is
ahead in material should win because he possesses an
absolnte advantage in force, In effect, superior mo-
bility 1s the equivalent of superiority in material.
[t represents an effective advantage in force which
may be sufficient to win. By its nature, however, the
advantage of mobility may be temporary, whereas
material gain is more likely to be permanent. To
produce a win, superior mobility must be utilized to
checkmate the opponent, or it must be translated into
material gain,

In some chess openings, called “gambits,” a Pawn
(or even a piece) is sacrificed to obtain quick mo.
bilization and to clear the way for an carly attack,
The player actually gives up material to obtain the
advantages of superior mobility. If the opponent
wastes too much time in attempting to hold his
material gain at the expense of his own develop-
ment, the gambit player often succeeds in translating
his superior mobility into a winning attack.

The principle of mobility also explains the seem.
ingly mysterious manner in which a strong player
defeats o wecak opponent to whom he has "given
odds.” Apart from outright blunders, which may
equalize the material forces, the strong player uses
the principle of mobility to gain the upper hand,
He develops his pieces rapidly, places them on
squares on which they exercise their full power.
Meantime, his opponent gets his men tangled up
so that they possess little or no mobility. His Bishops
are hemmed in behind his own Pawns, His Knights
are pushed around by the strong player’s Pawns.
His Rooks never enter the game. Hopefully, he
brings his Queen out too soon, then loses time mov-
ing ‘1t around the board as the strong player attacks
it with developing moves. Before long, the advan.
tage of material superiority becomes a negligible
factor compared with the effective power of superior
mobility, complete mobilization. The strong player
then concentrates the power of his mobile forces to
win material or to attack the King's defenses and
finish with checkmate.
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Rules and Examples for Learners

yvour choice of
stronger chess,

moves, yvou will automatically play
A knowledge of the importance of

T.ack of mohbility may be caused by vour oppon- Inobility serves as a valuable aid to the selection
enl’s efforts to restrict the freedom of your pieces— ©0f good moves,

or it may be self-inflicted by your own inferior moves,
Avoid moves which cause your pieces Lo interfere

Moves,

as a means of weeding out bad

The examples given in the diagrams on this page

with each olther. Do not place a piece or Pawn on a  help to explain how the principle of mobility governs

sgquare where il blecks the path of another plece
and makes it diflicull (o Iree the latter, Favor moves
which maintain or increase your Ireedom of move-
ment and which tend to restrict your opponent’s

mability,

to pick the best move in any position, but if yon
try to conform with the principle of mobility in
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After 1 P-K4, P-K4; 3 I{t-_
K3, DBlack has played his
Bishop to Q3 to defend the threat-
ened Pawn, Thig is an extremely
bad move as it violates the prin-
ciple of mobility, At 3, the Bish-
op blocks the Queen-Pawn which,
in  turn, imprisons the Queen-
Bishop., A striking example of a

“fraflic jam” which can only be
disentangled with losg of time,

&
‘-~ w:

“‘m

Y __-; | “

P Frerrecs

& '
.‘t »

s ;/yf 7 V%’;ﬂ W;’f
% % m %

=
YAz, % e
7 rﬁ ff J %ﬁ.

.....

The move 2 . . P-KBS,

shown above, iz dangerous
hecause it creates a wealkiness in
the King's defenzes, White can
play 3 KitxP! and il 2 . . . PxK{t;
4 Q-Iibeh, P-Kt3; 5 QxKPch, win-
ning the Rook. Besides, the move

doesd not improve the mobility of

Black's important pieces, actually
interferes with the development
of the King-Knight,
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the choice of moves. These diagrams show various
answers which Black could make after the opening
moves 1 P-K4, P-K4,; 2 Kt-KBE3. Each diagram shows
a different second move for Black, Although every
move defends. the threat of KixP, four can bhe re-

_ _ _ _ jected as bad moves because they violate the prin-
There is no rule of thumb which will enable ¥ou  ¢iple of mobility or endanger the safety of the
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Instead, Black has played his

Queen to K2, The Queen is
too valuable to be used for purely
defensive purposes, DMoreover,
the Queen should not bhe dewvel-
oped 80 early in the opening as
time will be lost if it is attacked,
However, this move can be re-
jected on the grounds of mobility
alone as the Queen now blocks
the King-Bishop, hampers its de-
velopment,

4// ’
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The defensgive 2 ., . , P-Q3 is

“playable”™ but the principle
of mobility enables ug to decide
that it is not best. The effect on
mobility is double-edged. By mowv-
to 3, the Q-Pawn has released
the Queen-Bishop but has part-
ially shut off the path of the
King-Bishop, The move iz not
bad as it sfightly increases over.
all mohility,

Illll

King. Of the two remaining moves, one stands out
as the best method of guarding the threatened Pawn,
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Here DBlack has played his

Gueen to B3 The Queen's
own mobility has been increased
Lut the mobility of the King-
Knight has been decreased. The
(Gueen interferes with the KEKt,
prevents its normal development
to KB3. The loss of the Kt's mo-
bility is Important, whereas the
Gueen's added mobility iz pre-
mature, Avoid moves which caugze
pieces Lo interfere with each oth-
Br,
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6 The move 2, .Kt QB3 standsg
out as the beat method of
guarding the threatened IPawn,
Mobilization has bheen actively
promoted by the development of
an important piece. The Queen-
Knight does not interfere with
the mobility of other pieces.
There can be no loss of time az
the Knight will not be foreed to
move if threatened by a minor
niece,
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auperiority in effective power. His advantage iz so

IllllStratlve Game oreat that he is able to sacrifice material to deliver

- . . he linishir F
'he game portraved and described below is a the linlshing blow

remarkable example of the effective power of super- The tactics used by the White player are also
ior mobility, Here you will see the DIrinciple ol oxtremely interesting, You will observe an amazing
I'#'Iﬂblht}’*jl]‘l npe:rmmn,r'lhn game was plaved hﬂ.ﬁ?a’:nn similarity to the tactics of warfare. Here you will
Aaron Nimzovich (While) and A, Hakansson in 4  gee an example of the “pincers” movement wilh
match at Kristianbad, 1922, which all newspaper readers are now familiar, In-

Throughout this entire game, the player ol the stead ol storming the center of the line, which is
White forces has one basic idea in mind, His strat-  usually difficult, White holds the center, When the
egy is to restrict the mobility of his opponent’s centler is blocked, he attacks on both wings., Sup-
pieces, Kvery move is selected to conform with this ported by heavier forces in the rear, the Pawn
fundamental strategy. In the execution of this plan  infantry advances on both sides of the board — in a
he iz successful to a stariling degree, The Black pincers movement which forces the enemy to retreat,
pieces are forced to retreat and become completely When the Pawng have cleared the way, the more
helpless, forming a tangled cluster of useless wood., powerful forces press home the advantage at the
ltooks, Bishops and Knights lose all their power as  weakest part of the line., A Rook on the QB-file does
they lose their freedom of movement, [Kven the most of the damage and completes the disorganiza-
mighty Queen is pushed inlo a corner where she is  tion of the opposing army. Then comes the [inal
completely obstructed and utterly useless, Against break-through in the center, the storming of the
this jumbled mess of powerless men, the player ol enemy’s position to demolish his resistance and win
the mobile White forces possesses an overwhelming  the battle.
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The game has started with For his 4th move., White has '3 The objecl ol White's Queen
the moves 1 P-K4, P-K3; 2 played (-Ktd4, Ordinarily, the e move is to restrict the mo-

P-4, P-Q4;: 3 P-Ki, P-(QB4, This early development of the Queen hility of DBlack's K-Bishop and

is a4 variation of the “French De- is inadvisable, but this position hamper the development of his

fense”™ which must be played with I8 exceptional. The Queen cannot King-side pieces. Dlack ecannot

great care by Black or he will be attacked with developing move his KB as White would then

find himsell in a permanenily moves by Black and serves a play QxKi(P. Now Black has

cramped position, as in this game, useful purpose at Ktd, played PxP’, removing White's
support for the KP.

E/ﬁ%/ LaK ﬁ,éf/% iohal E f¥es E
W L WL v el
o e e Talial | |2 T aia
AR AREl 2Bda Aakl lara Aak
%ﬁﬁ]@?%“@!ﬁ%ﬁ ;E’Qiﬂ@ %ﬁ gﬁb@lﬂ;f ”?j ..... - Z?};E
e s cont e Kt“ﬁg— | White has 1"*7;;!"9@ B-Q33, con- Instead, White ha,s:. Dl&}’l’:l
" and Black has played Ki-QB3 tinuing hiz development, and Q-Ki3 and Black has moved

Note that White iz delaying the Black has attacked the Queen his KKt to K2 Note how the
recapture of the Pawn in order by playing P-B4. He hopes that White (Queen and the Pawn at K5
to mobilize quickly. He believes White will now play PxP en pass- are hampering DBlack's develap.
he will be able to regain this ant which will enable Black to ment. His KK could not play to
Pawn at a later stage. Black's recapture KitxP, again attacking KB3 and his KB still eannot
move altacks the KP on which the Queen with a good develop. move as White's Queen is attack-
he intends to concentrate, ing move and giving him freedom. ing the KKt-Pawn,
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White has castled and HIM:I:
has played Kt-Kt3., Now the

KKL-Pawn is shielded from atitack
and tne black KB ig free to move,
Mareover, both of Black's Kis
areg now  attacking White's KPP,
S0 lar, this Pawn is =afe as it is
snarded twice,
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1 White has played R-IK1, de-

fending his KPP for the third

time and thus renewing the threat
of P-R5. Biack has given up
hope of developing his KB and
has played B3-32 with the idea of
castling with the QR and at-
tacking on the King-side,
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1 Black has playved P-OR2 (fo

¥ prevent White's P-Ktbh) and

White has plaved P-R3 to dis-
lodge the KKt. As Black retreats
from the attack on two flanks,
his forces become crowded into a
tangled mass of mutual interfer
ence and helplessness,
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i White has played P-KRR4! His

entire surategy is based on
restriction  of  Biack's maobility,
Fle threatens to advance his Pawn
o R5H, driving the Kt back to
K2, where it will again interfere
with the KB and cramp Black's
entire position,
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1 Now White has played DP-

- 3. Tloes this seem myster-
icus? He could have playved P-Iis
hut he sees that Black intends 1o
castle OR so he prepares an ad-
vance of his Q-side Pawns, This
is the first step in a pincer at.
tack {rom both sides of the
hoard,

_ D{ﬁ{

gl ':”'/: Il,-::' _.-'__"'.:: o ___.-::-: !-"'":. é"
: x’% ¢ d’ = g i —y
‘:-"-'__ﬁ-" L : _'!:'.-?;‘-:x;"-'?: s I:'-_;."I-""- it At £ T

i e e o n
; e o
G % f-| 'R 95
ey F-E".-'.--.-'.-"'r -'.-'--'.-": G .:i:

| i
i a i

?”,:: %ﬁ;.r:;ff(j#% ; ..;.
By o

aaaaaaa

.f’.-'"”"x. - I;_:__, ,{,___,.,: o ;,.-__,J.a-- i %
®x K 7
I?":-'__.-'-'.-:.:: ? : ::; ﬁdﬂ-}-’-’ e .II_':':-'{""::..-"'&._':':-‘; s

R AR
:ﬂ:ﬁ;?l W ;-..-' xxxxx ﬁ. ...i;_'i-:".-__-:-"'-;_.__-;:-:j""""
|5 Al = g =Y

] The black Kt has retreated
"E'tn K2, bottling up the KB,
White has played B-Q2 to guard
his QKtP 2o that he can resume
the ()-side branch of the pincer
attack by advanecing his QRP and
then his QKtPP. Note that while
the wing attacks are in progress
the center is blocked,
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9 Black has answered by play-
ing his Queen to B2, This
meets the threat of P-RS because

Black is now attacking the K-

Pawn three timwes and it is de-
fended only twice, If' While plays
P-115, Black can ecapture the KP
with his. KIKt, gaining material
and [reedom for his picces,
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1 Black hag castled and White

has [followed up his last
mave by  playing P-Ktd4, Now
White's left wing attack is under
way, He threatens to play P-Kta
which wonld force Black’'s QKL
back 1o Kil, where it would be
entirely out of play,
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‘[ Elack has plaved 1IR3 t-ﬁ

stop White from playing Kt
Kth and also with the idea of
starting a counter-attack on the
King-side. (White could have
played Kt-Ktd on his last move
and raise havoc with the threat
of Kt-IB7, but preferred his own
plan.)
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1 White has resumed his left

wing advance by playing P-
R4, threatening P-Kth, Black has
countered with P-KEKt4. Again he
hopes that White will capiure en
passant as then Black could play
12-Ktl and spon regain his Pawn
with attacking chaneces and more

reedom,
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when he could play KixP?
canse White wants o open

Black King and Queen.
dare not take the Pawn.

Now White hag played P-I33.
Why give away this TPawn
Be-
the
(B-file, move hig heavy artillery
into position, and open fire on the
Elack
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Queen — to KL3,

how they
other,
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Black has made the one and
only available move with his
At this siage,
examine Black's pieces and nofe
how little mobility they possess,
interfere with each
They are either comnleie-
1y blocked or ineffectively placed.
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P-KI1LE,
“contacted the enemy.”

Now,

 But White ignores Black's
feehle efforts and has played
hig infantry have
The ad-

vanced Pawn stabs at the DBlack

Knight.

and GQHE,

clearing the

way Tor the supporting forces in
the background, DBlack hasg coun-
tered with P-I35.
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Black has no time for ma-
terial gain when his King is

in danger and has played R-K1

to provide an escape for the Ldon-

arch, White has captured the QF,

opening the
eng to play R-QQBI.

real troubles will begin,

GB-file, and t1hreat-
Then Black’s
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White has played P-I6 and
now the infantry have come

to grips wilh Black’s most wvalu-

able piece,

The QRP stabs at

Black’s Queen and sghe cannot
flee o an advanced post, She can
only get away Irom the threaten-
ing Pawns by retreating,
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1 As While’'s Queen wag at-

tacked, he has played Q-

Kt4, Black has retreated hig QKL
to Ktl where it is completely
giranded, Black was alraid to ex-

change Pawns as this would have |

opened up the QH-file and exposed

hiz King to attack

by White's |

QR,
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2 Black has hastily moved his

King {o 1, to get out of

the line of attack, and White has |

played R-QEI.

less forees,
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2/1 The Queen hasg gone back Tr:r .

Suare,

the enly  available
‘and the White infantry |

atab at her again as the QKtP !

advances to KL,

Was ever a

Queen iLreated so disrespecifully? |
White is slowly but surely strang.
ling hig opponent to death,

Cuess Review |

One of the big |
guns has moved into position, |
Contrast the power of this Roolk, |
sweeping the entire file with its
deadly fire, with Black's power- |
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25%‘“]1 only one place Lo Zo,
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the Queen has retreated Lo
R1. The black Queen’s position
ig almost incredible, It is com-
pletely out ol the game. Here
ig a striking example of how 2a
Queen can lose all its power
when it loses its mobility,
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2 White decides that the time

has come to capitalize on
his big advantage in mobility, The
pincer altack on the flanks has
disorganized DBlack's forces and
rendered them almost powerless,
Now comes the break through the
center. Asg the first step, White
has playved R-BT,
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2 White hag  plaved Kit-I33,
bringing up his reserves lor
the final thrust. Black has played
BKZ, again lrying to get his
pleces into some semblance of
coordination, Then comes 4

sparkling finish to the game,
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2 White has playved KixQP!
This is nol a sacrifice al-
though it looks like one, If Black
recaptures PxK{L, White can play
BxKt, regaining his piece with a
concentrated attack which would
finish the game quickly,
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31 The game continues as Black
anticipated—up to a point,
White has played KixK(i and
Black has ecapiured PPxKt. Now
White's Queen is attacked, DBlack
has gained some (reedom by the
exchanges and he appears to be
unaware of the rude shock that
awaits him,
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‘% White has playved QxDBch!
. The pretiy sacrifice of the
(Gueen iz the natural outcome of
the position. White has broken
through the center and is using
his overwhelming advantage in
mobility to force a checkmate,
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2 In a struggle to get some
freedom, Black has played
Kt-B4. This gives some mobility
to  both his Bishops., The KB
can move to K2 and the QDI is
relieved from guarding the K.
But it will take a long time to
disentangle the pieces,
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% Black’s position is crumb-
% ling and there is not much
he can do to save himself. IHe
has plaved KixP with the idea
of regaining the lost Pawn., He
figures that if White plays KtxKt
he will be able to play PxKt,

| e o ..-"""'-'-.'. - b - -l-.-.-:.--.-'ll
Igﬁ/’ ‘o Ef";’ -
f% A= I f/ﬁ 4

i

e f; -, 1 & . 2 ..H”,.
_i1Has

aaaaaaa

1B N B

CR R

vy U g AL VEY

B 7w B

7
i e

".\,-.-“-...".-':."-‘"./" 'E-_;__,. .-._,:rl,;_,-l ;;_.-:.-‘.-;_.-:"'-" ' :1::-._"? ;
5
':'f / " - - :':.-i' i --"'II

;:_____‘__ P fﬁ?// .-_:; Lt ;-‘

—

3. Black hasz played KtxQ, his
only move, and White de-
livers the final blow with K(-K§6
mate! Kven the finigsh iz the re-
sull of poor mobilily, The Black
King is unable to move out of
check because he is hemmed in
by his own Rook and Bishop!
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A Picture Guide to

T°S PLAY CHESS!

the Game of Chess

By Irving Chernev & Kenneth Harkness

of the Editorial Staff of CHESS REVIEW

This series is intended for beginners and will
form a complete course of instruction in the rules
and tactics of the game. Part 9 will appear next
month, in the January issue.

The complete course will be published, in book
form, by SIMON & SCHUSTER, New York., The
book is scheduled for publication early in 1944,

PART EIGHT

The Principles of Opening Play

The opening moves of a chess game are extreme-
ly important. To play them well you must have the
proper objectives in mind. Aimless, purposeless
moves lead nowhere and moves made with faulty
objectives lead to trouble.

The purpose of the opening 1s NOT to check-
mate your opponent. Abandon all ideas of check-
mating in 5 or 6 moves. Any moves which even
threaten mate at this stage of the game are probably
bad moves unless your opponent has played very
weakly. The average game of chess lasts about 40
moves. Checkmate rarely comes before 30 moves
have been played. Even the chess champion of the
world could not checkmate an ordinary player in
much less than 25 moves unless his opponent
blundered badly.

Realize, therefore, that if you set out with the
idea of checkmating in a few moves, you are break-
ing the principles of good chess; you are trying to
do something which cannot be accomplished against
reasonable defense. The moves you make with this
false objective in mind are bound to be bad moves
which may boomerang and cause your own defeat.

Furthermore, the purpose of the opening s NOT
to win material. You may threaten to win material
but that 1s not the primary objective of any of your
opening moves. You should not particularly expect
to win the material you are threatening. Your threats
are made for another purpose, as we shall explain
later., Of course, you can always take time out to
capture a piece if your opponent leaves it “en prise”
and if you are sure that you are not falling into a
trap — but gaining material in this fashion is the
result of a blunder on the part of your opponent.
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Basic Objective Is Development

Major attacks with the definite object of win-
ning material or checkmating the opponent do not
normally take place in the opening. The opening
1s the stage in which the players prepare for battle,
The basic objective is mobilization, or “development”
as it 1s called in the language of chess.

The chess army 1s comparatively powerless at
the start of the game and the purpose of the opening
moves 1 to organize and coordinate the pireces so that
maximum power is made available in the shortest
possible time.

Specifically, this means that every minor and
major piece should be moved from its original square
and brought inte action as guickly as possible. The
opening moves should be devoted to mobilizing the
Knights, Bishops, Queen and Rooks. Development
is not completed until the first rank has been cleared
of all preces except the King and Rooks. Further-
more, the King should be castled for his own safety
and in order to bring the castling Rook into play.

This development of the minor and major pieces
is the all-important consideration in the opening, In
the process, threats are made; but these are opening
skirmishes in the battle for mobility, not major en-
gagements to win material. The players fight to
control certain territory on the board. Each player
seeks maximum mobility for his own forces, at-
tempts to interfere with his opponent’s mobilization,
tries to make 1t more difficult for him to develop
his pieces in a normal manner.

The Element of Time

As previously explained, a player who mobilizes
guickly gains a great advantage over an opponent
who wastes time in the opening and fails to develop
all his pieces. The preparatory mobilization must
be done speedily. If you dawdle in your prepara-
tions, the enemy will “git there fustest with the
mostest” and we all know what that means.

The element of time, important in all stages of
the game, is particularly decisive in the opening.
In chess, “time” 1s the number of moves taken to
reach an objective. If two moves are used to do
something which could be accomplished in one move,
time has been wasted.
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Opening play is always affected by the oppon-
ent's responses, so that the number of moves re-
quued to complete demcl:::upmmal varies with each
opening. However, your objective should be the
mobilization of !"LIT your pleces in as few wioves as

possible.

Any uscless, unnecessary moves which do not
promote the development of your own pieces, or
which do not actively interfere with your opponent’s
development, are a waste of time. Any loss of time
in the opening gives your opponent an :::ppmtumt}
to mobilize a more powerful striking force and gain
a definite advantage in etfective power,

The Importance of Castling

Castling 1s an essential and integral part of the
opening procedure. The King must be transferred
to a safe haven and the castling Rook brought into
play. As long as your King remains in the center
of the board, you are /n danger and your develop-
ment is not completed.

Castle at the first opportunity (provided the
King will be safe in his castled position, as he
should be if you have played the opening properly)
and castle on the King's side of the Board. Don't
go in for Queen-side castling until you have gained
More experience.

When Your Opponent Breaks Rules

Chess is not a game which can be played by rote.
Rules and principles are intended as guides to aid
the player in selecting good moves and to enable
him to follow sound strategical plans.

However, rules should never be followed blindly.
For instance, we have emphasized that development
is the basic objective of the opening — but this
does not mean that you must develop a piece every
time you move, no matter what your opponent is

doing.

At all times, you must watch your opponent’s
moves, answer his real threats. Use the principles we
have outlined to select your best answer, the reply
which develops a piece if possible. But if the threat
is important, il must be answered—with or without
a developing move.

You must also be on the alert to win material
(if it is safe for you to win it), even though this
is not your primary objective. Furthermore, there
are times when you can postpone your development,
to take advantage of certain situations which arise
on the board. In other words, the way you play the
cpening depends to some extent on how your oppon-
ent plays bis side of the board.

If your opponent plays in a normal manner and
develops his pieces in accordance with the best
principles, you should do likewise. Try to interfere
with his development; fight to win the battle of
mobility — but do NOT break the rules and prin-
ciples of opening play; do not neglect your own
development.
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However, if your opponent does not cbserve
opening principles, the situation is changed, and
you can adjust your own play accordingly. If he
wastes time, be bas given you additional time. You
can then use your own judgment as to the best way
of utilizing this 1dvant1gf, You may decide to
continue your development, or you may decide to
postpone your development, and use your extra time
for some other purpose. Moves which would ordin-
artly be unsound may become the best moves in
such positions. If your opponent has played wvery
badly you may see an opportunity to win material
or even checkmate him.

If your opponent breaks the rules of opening
play by engaging in a premature attack before he has
completed his development, it is usually best to
concentrate on defense with developing moves, His
attack will soon peter out and leave you with a big
advantage in development. You can then launch a
counter.attack which should be successful. However,
if the object of your opponent’s "attack” is to win a
Pawn and the attack involves considerable waste of
frnre on his part, 1t 1s usually best to let him have the
Pawn. He has given you time to gain an advantage
in development which should more than offset the
loss of a Pawn. In the opening, the Principle of
Mobility is often more important than the Principle
of Superior Force.

Your opening play should be flexible and imagina.
tive. Always be ready to take advantage of your
opponent’s mistakes BUT — and remember this —
LET YOUR OPPONENT BE THE FIRST TO
NEGLECT HIS DEVELOPMENT AND BREAK
THE RULES OF SOUND OPENING PLAY.

Mistakes to Avoid in the Opening

Much can be learned from a clear understanding
of the things one should NOT do. Therefore, let us
examine some of the common mistakes made in the
opening and demonstrate how dangerous they are,

Some players are too aggressive for their own
good. They start out with the idea of annihilating
their opponents in the first ten moves. If an attack
is pursued with good developing moves, there can
be no criticism of such tactics. Too Dfi’i,n, however,
these early attacks are made ar the expense of de-
velopment. Premature attacks with two or three
piceces are doomed to failure.

There are other players who are not quite so
aggressive, who do not expect to smash the other
fellow 1nto smithereens, but. who conduct their
opening campaign with the idea of stealing one or
two Pawns. The Queen is usually used for this pur.
pose and development is postponed while the Pawn.
snatching operations are in progress.

Players n both these categories should learn
that the early development of the Queen, for the pur.
pose of conducting a major attack, or to indulge in
Pawn-grabbing, 75 a serious mistake.

Some examples of the fate that can befall those
who break this opening rule are given on the follow.

Ing pages.
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Premature Attacks

At an early stage in World War

allies agitated for a “second front”

Russian friends should have known that a major
attack at that time would not have proved successful,
because the Allies were not prepared for such an

effort, The necessary reserves and

lacking. An aborfive attempt was made al Dieppe,

with disastrous results,

A premature attack on the chessboard, against
rood defense, must fail for the same reason. The
attack iz made without sufficient preparation, The
attacker tries to break through the enemy defenses
with oniy part ol his foreces, leaving the remainder
undeveloped, As reserves are lacking, the attack dies
gut, IZven i he succeeds in winning material, his
unprepared home front is left wvualnerable to =a motif, in subtler

strong counter-atiack.

It iz true that premature attacks sometimes
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succeed — but only when the defense is weak, It is
2 mistake to play on the assumption that your

, opponent will not know how to meet your premature
II, our Russian  gitack, It is much more important that you learn

: to relieve the 0w o play good chess — and a premature attack is
pressure in the East. As good chessplayers, our pot good chess,

) . checkmal
supplies were to ale

Premature attacks are usually made with the
Queen and one or two minor pieces, The objective is

to win material — bhoth false

objectives In the opening, As the Queen is involved,
the attacks are extremely risky and sometimes give

the opponent an opportunity to counter-attack im-

mediately, In any case, time is wasted — time which
should be devoted to mobilization.

Three examples of abortive attempts to win
malerial are given on these pages. In the first game,
the English chessmaster Blackburne played the
black pieces, The second example iz a beginner’s
effort. If this attack seems crude, note how the same

form, 18 repeated in the third

example, a game played between famous chess-
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This game has opened with

the moves 1 P-K4, P-Kd; 2
Kit-KB3, Kt-QI33; 3 B-B4, White's
third move is one of the strongest
at his disposal—better than 3 P-
1, which we have seen in other
games, The DBishop is attacking
a vulnerable point in Black's po-
sition—his KB2 square.
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Black has captured the Bish-

op with his King and White
has plaved KtxPech, This is the
second move of White's “combin-
ation.” Note that Black was not
afraid to accept the RBishop =ac-
rifice, Always accept sacrifices if
you see no reason for not doing
80,
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Black has replied by playing

B-B4, duplicating White's last
move, This iz one of the oldest
openings in chess and is called
the Giuoco Piano, meaning “Quiet
rame.” Actuaily, this type of op-
ening can lead to lively play.
Many fraps and pitfalls are in-
volved,
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5 Black. has captured KtxKt
* and White has playved his
(Queen 1o R5 with a check., So
Far., White has given up two
pieces tor 2 Pawns, but now he
must win back one piece. Black
could now play safe, with a win-
ning game, by moving Ki-Kt3,
allowing White to play QxB.

masters Heli and Tartakover,

.....

*********

o s g ”'ﬁﬁ

* L T

L, Bl
Y

.........

AR et et e v
ot L | P =

RUZ B8 BIAA
M Sl o ¥ -

aaaaaaaaaaaa

_.-5-.-....'.-..:'1 " --|Wi-’fﬁ.! : !':':,-’-'::-""'-:.-':' ?
BEapwE 7 H
P il H e A

White has played BxPch!?
. Without waiting to complete
his development, he begins an en-
tirely unsound attack. Black has
plaved his defense well and there
is no justification for making an
attack of this nature. Of course,
White has “ideas”™ but they are
not sound,
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‘Instead, Black has played P-

Kit3 and White has captured
QxKt. Now the Queen is attack-
ing Bishop and Rook and one must
fall. Has Black overlooked this?
No. He is deliberately tempting
White, leading him on to his
destruction. What is his plan?
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7 Black has plaved P-QQ3, pro-
tecting the attacked BEishop
and releasing his other Dishop.
White has playved QxR, Now count
the material and note that White's
premature attack hasg apparently
succeeded, He has gained 2
FPawns and won the exchange
{(Rook for minor piece),

; i 4 i
E;-.-'.-.-r.-'ﬂ_l j-l;.,.-.r "-'E:-:,.*_' -:-__':.-_':""":".-" il ’-:_,"’-"':7
ang & TR

|_. % it ":-'-."'- r‘:f-' ..-'.-';

: e

Black has playved Q-RE5 and
now we ges why he allowed
White to capture his Lool. The
white Queen has been dellected
from the scene of forthcoming
action, Rlack is ready to launch
a counterattack on White's un-
developed home front. He now
threatensg QxPch & B-Ki5 mate,
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10 White has plaved I-B3, try-
ing to shut off Black’s Bish-
op with P-4, and Black has
plaved Kit-Kt5, Black eould have
won the Queen by playing B-Rb
(can vyou see how?) but the
Knight move leads to a more
pleasing finish. Black now threat-
eng QR mate,
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] Instead of Black's last Bish-
- op  move, he could have
- mated with Q-Kt, followed by (-
R7T mate; but he is deliberately
- plarying for a more heautiful mate,
. Having nothing else to do with
“his Queen, White has captured
the Rook, Note that the white
Queen (Dia. 12) could not escape,
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11 White has plaved hisg only

defenze, P-KE3, and Black
forees the issue wilh BxPech. The
white King is in a "mating net,”
asg it ig called, and cannot escape.
Now if White plays RxI3, Black
will capture QxItch and after K-
11, Black will mate with Q-B5.
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1 Now DBlack has played Qx
: Peh! He iz sacrificing his
Queen  and  demonstrating  the
helplessness of White's position,

White's QR, OQOKt and QB cannol

aid him now because they were
never developed, Hig adventurous
Cueen is far away — and guite
ngeless,
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To delend thig thresat, Whi{'e
has castled. Black has played

Kt-B3, thereby developing a
niece and closging the lid on the
white Jueen which now cannot
retreat to aid in defense. In this
position Black can win in several
ways, no matter what White does,
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12 White has plaved K-R1, his

only mave, and Black hasg

piayed B-KBd4, bringing out an.
other piece. Note that this piece
can be put “en prise” to a Pawn
because the blaclkk Rook now at-
taclks the Queen, Actually, Black
is toving with his opponent, teach-
ing him a much-needed leg=on,
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11"’ White has plaved Px@Q (for-

) ced) and Black delivers the

final thrust with BxP mate, A
delightful, “pure” mate with 2
Bishops & Knight. Moral: What
is a man profited, if he gainsg a

Q

usen and 2 Rooks and lose by

checkmate? Premature attaclks
don’t pay,
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1 In this second example ol a

premature attack, the game
has begun with the opening moves
1 P-K4, P-K4: 2 Ki-KB3, Ki-QB3:
3 P-4, We have already seen
these starting moves in several
FHITes, They are called the
“Scotch Opening.”

p— T
-
A
4 S,
.

aE

i

'
r

s
B ]

HE & &4

.........

2328
[l B 1 e

\ W;ﬁ o S E.-’:_?‘“ﬁ_":""-f;?_.;._}___ .;E:af{f;
1

sl S i, TN, P

o %% 7
o

e ey i d 7
5 33 B
L

7 M

:;}.:-:.- .:_.-:. """"':..:::-:.‘__:;:_:. :,.-:__ . -x;.:_}?j{;:;_}:- s _-.:',.-"'-.l-_:_."-"f,.-""f__ﬁ-'.-' . it
B

R e, T L i,
I+ ’lj f LY . FY .
TN R el N

RRIR AR RIA
LT N - | /
IR

White  has plaved DB-KZ,
gotting out of check with a
developing move, and Black has
played P-Q4, By quickly develop-
ing his pieces, White will soon be
in position to attack the vulner-
able Cueen and King, Blaclk has
wasted time and ecan be [orced fo
waste even more,
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A Blaeck was "attacking” White's

~two IRooks with his Knight.
Very threatening — but White
has calmly captured the Kt with
his Queen. No doubt very surpris-
ing to the DBlack plaver who
probably said to himself: “The
poor lellow iz pulting his Queen
en prige.”
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Black has plaved PxP and

White has recaptured with hisg
Kt., Then Black prematurely devel-
opes his Queen by playing Q-RS.
This is a bad move as Black is
wasting time 1Lrying Lo win a
Pawn with hig Queen, The motive
is wrong and will get him into

trouble,
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* haz plaved Kt-Kth, A terrible
move! Completely disregarding
the safely of hig King and Queen,
both dangercusly exposed on an
open fle, Black blithely attempls
Lo win material instead ol develop.
ing his pieces and . safeguarding
hig King,
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So Black captured 0OQxQ —

and then came (he catastro-
phe, White plaved B-Kth double
check! The DBishop checks the
King and, in moving, has uncover-
ed a check by the ook, The
double check is one of the most
deadly attacks on the chesshoard.
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White  has  returned  his

Knizht to KB3, atiacking the
CJueen, and DBlack has plaved
GxKFeh, This is the iype of
move which always looks good to
A heginner, He captures a Pawn
“for nothing™ and checks at the
same  time, Actuaily, it is  an
extremely dangerous capture,
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White has played R-K1 and

Black pavs no attention to
what his  opponent iz doing,
calmly  continues with KixIBP,
Thiz iz a glaring example of mak-
mg moves without first examining
the opponent’s threats, However,
il 18 now too late to do anything,
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Ag Black wag checked sim-

ultaneously by 2 pieces, he
was lorced to move his King and
White playved I-KS mate. In case
this example of the dangers in-
volved in a premature attack
seems primitive, compare it with
the game between two masters
on the next page.
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This &rd example ol a pre-

mature attack, played by two
maslers, bears a remarkable re-
gsemblance to the beginner’s game
on the previous page. Subtle 1e-
finements are added but the motif
iz the same, The game has started
with the moves 1 P-K4, P-QDB3;
2 -4, P-4,
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To move hiz Ki away would
have been a4 waszte of time

and capturing KtxKt would mere-

Iy aid Black's development {(after

KixKt, KPxKt) =zo White has

plaved Q-Q3, defending the Kt, and

Black has plaved B-K4, White’s

move does not violate principles

as he is not wasting time,
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But While demonstrates that

thiz iz a premature attack, Iie
has castled and Black has played
KixKt, winning the Kt but losing
the game! Black's attack s more
subtle than in the previous game
and the refutatinn more hrilliant,
but Lthe same principles apply,
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2 Thiz is an opening we have
not seen before, It is called
the “Caro-Kann Defense.)” DBlack
was threatening White's KPP, so
White guarded the Pawn by de-
veloping a piece, playing Kt-QIB3,
Black then captured the Pawn.
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Black’s last Pawn move was
. not good as White can ecap-
ture it and Black must then lose
time with his Queen In order (o
recapture, As shown above, White
has played PxP and Black has
played -R4ch to be able to regain
the lost Pawn,
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8 White has played Q-Clich!!

By this brilliant sacrifice of
the Queen, White demonstrates
that Black, in failing to obsgerve
the principies of opening play,
has lelt himsgelf exposed to a
counter-attack which ends the
pame in startling fashion,
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3 White recaptured with his Ki
and completed the exchange
of Pawns., Now Black has plaved
Kt-BE2 His object in making this
move is to challenge White's Ki
which occupies a strong central
position. He lorces White to
answer the threat of KixIi,
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Now  White has gained a
move {(time) by plaving B-QZ,
retling out ol check and develop-
ing a piece, while Black muakes a
Znd move with his Queen to re
capture the Pawn {(QxKFP)., Now
we see that the purpose ol Black’s
maneuver is to win material by
attacking the pinned Knight,
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Black has playved ExQ and

White gives a deadly double
check by plaving DB-Kia! The
finish 15 the same as in the last
game, with this added refinement;
it Black plays K-K1, then R-Q8
mate, or iff K-B2, then B-(J8 mate,
Moral: Premature attacks often
hoomerang,
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There is, however, another type of premature
altacker who has no such lofty ambitions. He is
the piayer who brings out his Queen as quickly as
possible, hoping o win one or two Fawns with this
powerful piece and then return to safety. The
‘awn-Grabher does not expect to checkmate vyou,
o1 win important material; he is just alter a Pawn
O Lwo,

Pawn-Grabbing with the Queen

As illusirated by ilhe Tloregoing examples, pre-
maiure attacks olten invite dangerous and  de-
clzlve counter-attacks The allacker concentrates
on malerial gain when he should be attending to
the real business of the opening—the mobilization of
all his forces and the saleguarding of his King.
The exccution of his attack takes time — valuable This type of premature attack is particularly
time which should be devoted to development, reprehensible.  The bhooty is so small — and the

_ 5 _ risk is so great. The Queen, like a large an wer-

S0me premature atiackers go oui for big game, ful battieship “.-jt_hﬂus a4 COnvoy, i;'eh;l 2ﬂ[:,gmenlt
They threaten malte, try to win a piece, or the danger il she is exposed to attack before the minor
exchange, They (throw everylhing they have at  pleces have been developed. The (Queen is far
their opponent, including the proverbial kitchen  too valuable a piece to be risked in this fashion.
sink, Some of these attacks are hard to meet and DNol only is time lost, The Queen hersell may be
call for skillful defense. Against weak players they 105t

often =ucceed. The altacks may be theoretically The lollowing two examples illustrate the dan-
unsound but the delfense must be accurate, gers of Pawn-Grabbing with the Queen,
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This game has opened with  ¢) White has plaved DB-Bi, de- White has played P-Q3, ]‘.rr;-
the moves 1 P-K4, P-Ki; 2 veloping another piece, and  *» tecting his KP and releasing

Et-KHLE‘ (}-B3. Black's Queen Black has plaved Q-KEK(2. Now his Q-Bishop which now becomesg
move is premature and interleresg wie see that he brought oul the an active piece on the diagonal
with the development of the KKt, Queen Lo win a Pawn, He is even though it has not yel moved
Hiz objective iz wrong., Good attacking the white KP and KKtP, Black has played QxKtP g'r:-abbing'
players develop their minor pieces But he is wasling time and rapidly a Pawn with his Queen Faml wast-
f"_u',s-',t, then castle, then bring the losing the opening hattle of ing still another move 2
Queen into play, mobility, '
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1, jWhim EH already lar a:.hﬁa’c] 5 White now capitalizes on his However, the Queen is lost
I development and DBlack’s development and the exposed in another way., White has

t"l,ue_en is exposed to danger, Now position of the black Queen. He played R-KiU3 attacking the Queen
TWhite has played R-Kt1, attacking has playved DBxPch! and Black and there is no escape. Note
the Queen and foreing her to has moved his King to K2 Black that all the possible s.quu.res she
move (o ]'_{ii, Note that wilh each could not capture KxD as then can go to are guarded by the
IT!D\’E.“”]HLEIHHE; brought a differ- White would play KtKtSch, at- three picces developed by White
ent piece into aetive play, while tacking K and @ and winning the and by the unmoved but active
Black has done nothing, Queen, Q-Bish.ﬂn-,
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Here ih another examnple of
the dangers involved in Pawn-

grabbing with the Queen. The

same has opened with the move

1 P-4, which is as good a slart-

ing move as 1 P-K4 and is pre-

ferred by many masters, Black
has playml Ki-KR3.
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It would not be good Tlor
White to play DPxP as this
would aid Black’s development by
the recapiure BxP. Instead White
has played P-K4 and threatens o
advance this Pawn to K5, at-
tacking the pinned Kt. Black
must o something about Cthis
threat,
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17 I‘ila-:,k l'ma. played QxP, win-
ning a Pawn but putting his
Queen in a dangerous position,
White has attacked the Queen by
plaring Kt-B4, Where can the
Queen go? If Q-B6ch While plays

B-0O2 and the Queen is lost. II

Q-Ktd4, While plays Ki-Q6ch, fol-
lowed by BxQ,
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2 White has played KL-KBH.
developing a minor piece in
accordance with the best prin-
ciples ol  opening procedure,
Black has playved P-K3 in order
to release his King-Bishop,

——

nl.l'rr:'_,

e 7
: ]

EMQ ﬁ_ ¢
Aadid s d

I _r ‘:-";;i .-___.:-. :&r -'.-'E-"
! " o -
- 'I:E.: .-'..-'..':::f- / & l":l;
o -,--.r ..-".- -" _,..-f_..-'- o
) . / _ i ! "‘__l‘;_.:: i
” -.'-". . g S s

L Frrrr”
sl LAz
e i
P ) a
Far
T - S
o B :
E o
o .
ey
......... : -
: :
: @“::i .I
r r
s

7
o

.sﬁ:é;. . TR 1R
AR KRR
B wWEaTn

-----

5 Black has played l;l-l{‘rii, He
¢ does not hother about de-
fense, but counter-atlacks, His
(‘ueen threatens the KtP and his
Knight., now unpinned, has his
eve onh the unprotected KP. While
must loze a Pawn but which shall
he save?

While has cnnlirmed with

B-Ki5, pinning the black Kt
White's DBishop was released by
his opening Pawn move and is
now posted on a slrong square,
Black has played P-B4, attacking
White's center Pawn,
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He protects the center Pawn

by playing QKt-Q2 He real
izes that il Black plays OQxP he
will be wasting (ime with his
CGueen and exposging the Queen
to danger. Note, however, that
While does not play KtB3 as
then Dlack’s QxP would threaten
the K1.
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8 The only move lelt was (;g.

Kit5eh to which White has
replied by playing P-B3. Black
had hoped lor B-(32 and his Queen
could then go to 15, but now
thal sanare is covered by the
white Queen and Black's Queen
has only one move,
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Black has played OxPch, hls,

only move, and White hag
replied with H-QE. Now the Black
(Queen 18 lost as there is no
square of escape. Pawn-snatching
in the opening, by the Queen or
cther pieces, is dangerous against
an opponent who develops sys-
tematically,

CHESS REVIEW



LET’S PLAY

CHESS!

By IRVING CHERNEYV & KENNETH HARKNESS

OF CHESS REVIEW'S EDITORIAL STAFF

Exposing the Queen to Attack

As illustrated by the foregoing examples, the under-
lying motive of premature attacks is faulty and the
outcome is often disastrous. The attacker concentrates
on material gain when he should be attending to the
real business of the opening — the mobilization of all
his forces and the safeguarding of his King.

It is characteristic of premature attacks that the
powerful Queen is brought out as soon as possible to
give the attack force. It should be noted that this early
development of the Queen is generally a mistake in itself.
Even if a player has no intention of conducting a pre-
mature attack, he should not place his Queen in an ex-
posed position in the early stages of development. If the
Queen can be attacked and foreced to move a second
time, a move has been wasted and the opponent gains
an advantage in development.

The diagrams below illustrate this point., Here the
opening moves of the “Center Game” are pictured.
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1 The opening heglns w1th Black Ltptmed T’!{P aml
the moves 1 P-K4, P-K4; 2 White recaptured with his
P-4, White's second DPawn (Jueen. Then DBlack played Kit-
move is premature, (B33, reaching this position,

White may have had no intention of conducting a
premature attack. However, by playing 2 P-Q4 and then
recapturing the black Pawn with his Queen, he exposed
s Queen to attack. Black’s developing response of 3

. Kt-QB3, shown 1n position No. 2, forces White to
move his Queen a second time. He usually moves it to
K3 — but this 1s a wasted move. Black can immediately
gain an advantage in development by bringing out his
other Knight. Thus, in four opening moves, Black de-
velops two Knights while White develops nothing but
his Queen. We need pursue the opening no farther to
conclude that it is inferior for White.

CHESS REVIEW, JANUARY, 1944

PART NINE

A PICTURE GUIDE TO THE GAME OF CHESS

This course of instruction is intended [or beginners, It started in
the March 1943 issue, Part 10 will appear next month, in the
February issue. When completed, the course will be published, in
book form, by SIMON & SCHUSTER, New York,

Another example of losing time with the Queen is
found in the opening illustrated below :
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1 This opening begins with 2 White played 3 PxP and
the moves 1 P-K4, P-K4; 2 Black recaptured with his
Kit-KB3, P-QQ4, Black's second Queen, Then White plaved 4
Pawn move is premature Ki-B3, reaching this position.

Black’s defense can be rejected as definitely inferior
because it entails loss of time when his Queen is attacked.
White obtains a big lead in development. (In position
No. 2 Black usually plays 4 . .. Q-K3 and the continua-
tion is 5 B-Ktbch, B-Q2: 6 0-0.)

There are many similar examples to be found in the
openings. They should be avoided on principle. The
point to remember is that the Queen must move if it is
attacked by a minor piece or Pawn which cannot be
captured. As a result, the opponent gains a move and
a corresponding advantage in development.

It should be borne in mind, however, that there are
a few occaslons when the early development of the Queen
18 a strong move. Such moves are distinguished by the
fact that no foss of time is involved.

Unnecessary Moves

The type of player who goes in for premature at-
tacks at least possesses the fighting spirit and will to win
which characterizes all good chessplayers. His efforts
are ill-timed as the attacks are made without sufficient
preparation; but experience will correct this fault.

On the other hand, many inexperienced players ap-
proach the game with far too defensive a point of view.
Psychologically, this type of player is beaten before he
makes his first move. He is scared of his opponent and
would never dream of making a premature attack — or
any other kind of attack. He is forever “seeing spooks”
and warding off fancied threats before they materialize.
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1 The opening moves: 1 P-K4,
P-K4; 2 KtKB3, I- QS
Black's 311:1 ‘move was inferior
but not exactiy a wasted move
ag the Q-Bishop was released.
However, White’s threat could
have been answered by devel-
oping a piece. Either the de-
fensive Kt-QB2 or the counter-
attacking Kt-KB3 iz a Dbetter
- move than P-Q3,
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White’'s 4th move was B-B{

bringing out another piece,
and at last Black has moved a
piece by playving B-Kib, Note
that after the initial Pawn
move, White has brought a dif-
ferent piece into action with
each successive move. DMean-
time, Black has fritfered away
valuable time,
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. Wiutea Erd m:wn was Kt-

B3 and Black plaved P-KR3.
Black's Pawn move was com-
pletely unnecessary., Il allacks
nothing, defends nolhing, does
not promote development in any
way. In 3 moves, White has
developed two pieces while
Black has made 3 Pawn moves
and developed no pieces,

Much to Black'ﬁ Blllll'llEE,
no doubt, White has played
5 KtxP!! The XKnight which
Black thought he had pinned
with his DBishop has caplured
the KP and White expogeg his
Queen to capture! White is so
lar ahead in development that
he can give up his Queen to
carry out hig plan, which s
nothing less than checkmate!

1

ElaLR I.mlecl tt_'} i‘aresee thr*

consequences of accepting
the sacrifice and caplured BxQ,
Whereupon, White continued
with 6 BxPech! Black should not
have taken the Queen. In posi-
tion 4, he should have captured
PxKt, when White would have
played QxB with a Pawn ahead
and a strong position.
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Elaf:k h::lS played K-K2, his

only move Lo get out of
check, and White delivered the
knockout blow with 7 KtQ5
mate! Thiz shows what can
happen when oOne player mo-
bilizes while the other wastes
time. Even if Black had not
talten the Queen, White’'s gain
of a Pawn and advanced devel-
opment would have won the
game,

The defensive player loses time and fails to accom-
plish the purpose of the opening by making unnecessary

moves Lo protect himself from imagined danger. Moves

of this type are also made by players who may not be
consciously on the defensive, but who just don’t know
what to do. Unaware of the true purpose of the opening,
they make meaningless moves which accomplish nothing.

A chess move should never be made without reason.
It must have a purpose behind it. Even if the objective
1s wrong, this is better than no objective at all. If you
keep in mind the fact that you are supposed to develop
yvour pieces in the opening, you will automatically avoid
the useless and needlessly defensive moves made by most
beginners; you will learn to make every move count.

Most of the unnecessary opening moves made by
weak players are PPawn moves. A favorite is Pawn to
KR3 or Pawn to QR3, played when the Pawn attacks
nothing and defends no real threat. The move in itself
1s not bad; it is the timing which makes it a mistake.
Strong players often play P-R3, but only when it is a
useful, necessary move. If the Pawn attacks a Bishop
or Knight it may be a perfectly good move; no time is
lost, since the opponent 18 forced to move a developed
piece. QOccasionally, the move is necessary to defend an
important threat. But to play P-R3 before your pieces
are developed and without any real reason for the move
is just a futile waste of time.

Another common but frequently unnecessary move
1s Pawn to Q3 when a piece move would accomplish the
same purpose and when the position calls for P-Q4 at a
later stage. Equally time-consuming but much more
dangerous are unnecessary moves of the Pawns guarding
the castled King. In openings which begin with the
move 1 P-K4 (King-Pawn Openings) it is particularly
dangerous for Black to move his King-Bishop Pawn, Any
Pawn move which will make it difficult for the player
to castle or which will render the King unsafe in his
castled position is a bad move,

Actually, most openings require only « few Pawn
moves. It 1s, of course, essential that certain Pawns be
moved in order that the Bishops and Queen may be de-
veloped. DPawns are also played to occupy and control
the important central squares of the board, or to contest
the opponent’s occupation of these squares. In practically
all openings, the King-Pawn and Queen-Pawn are played
ot an early stage In the proceedings because the move-
ment of these Pawns achieves both the above objectives.
Pieces are released for action and at the same time the
Pawns occupy central squares. In some openings, the
King and Queen Pawns are the only Pawns moved during
the early stages of development, |

In the popular “Queen’s Gambit” and in a few other
openings, the Queen-Bishop Pawn is moved in addition
to the QP and KP. Other Pawns are played in special
openings. In all cases, however, a strong player moves
a Pawn only when a definite and important reason exists
for the move. The Pawn is played to permit the develop-
ment of a piece, or to occupy an important square, or to
attack an enemy piece, or to restrict the opponent’s
mobility. He avoids all Pawn advances which will en-
danger the safety of his King. He very seldom moves 2|
Pawn for purely defensive reasons; if possible, he de-
fends a threat by developing a piece and thereby avoids
loss of time.

CHESS REVIEW, JANUARY, 1944



The 1nitial Pawn moves of standard openings are

casily learned, The wisdom of these moves has been

established. After making these Pawn advances, the
earner should question any subsequent Pawn move
which he contemplates making. Is it really necessary
to move the Pawn? Is it not possible to develop a piece
instead?

And how about piece moves? All the unnecessary
moves are not made with Pawns. If you malke two moves
with the same piece, when it could be developed with one
move, you are probably making an unnecessary move and
losing time. Shifting the same piece around the board
does not develop your other pieces. DMoreover, if vou
violate the Principle of Mobility you may be forced to
make Unnecessary moves to untangle pieces which inter-
fere with each other.

The loss of time cavsed by unnecessary moves is a se-
rious matter in the opening, Each wasted move is a
net gain for the opponent. If you present him with one
extra move the gain is slight; perhaps yvou are strong
enough to survive this and].ca,p But if you waste two
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As piéturﬂd dbm e, the game ‘White has defended the

has begun with the moves 1 Fawn by plaving 4 B-Q2 and
K4, P-K3; 2 P-Q4, P-Qd4; 3 Black has captured BxKtieh,
Kt-QB3, B-Kfs, This is a var- Blaclk's capture is not good, It
jation of the French Defense, ig seldom a good idea to ex-
Black i now threatening to change a developed piece, which
play PxP and White cannot re- is serving a useful purpose, un-
capture with his pinned Kt, legs fTorced Lo do so. DBlack's
White must find an answer to Iishop wag pinning the Knight
this threat on his next turn. and there was no reason for re-

leasing the pin,
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xc:rr three moves you will find yourself in hot water. Any

worthy opponent can use two or three extra moves to
develop a strong position and make you suf‘fer for your
511“1"-1

Examples of Unnecessary Moves

By way of entertainment and isgtruction, let us
examine three examples of faulty opening play in which
unnecessary, time-wasting moves are made. The first
gamelet (Page 28) illustrates the strong position which
can be built up in a few moves against a player who
makes defensive pawn moves instead of developing his
pieces. The second example (below) is an actual game
played by Alexander Alekhine, chess champion of the
world, against an amateur in a simultaneous exhibition.
Lnnecessaw moves and failure to provide for the King’s
safety result in a quick finish. The third example (Page
30} 18 a game played between two High School boys in
the 1943 tournament for the lntmsehnlastm Champion-
ship of New York, In this game, the player of the white
pieces 1s afraid of his own shadow, breaks all the open-
g rules, defeats himself with meanmgless moves.
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White has completed the ex- 4 White hag gratefully accept-

change of minor pieces by ed the lfavor and developed
playing & PxB and Black has another piece by playing 6 B-
Playved P-KR3., Again we zee It3. This Bishop now rakes the
this inexplicable, time-wasting black King’s position and makes
Pawn move, Without a gingle it difficult for Black to casfle.
prece in action, Black makes a Instead of trying te solve this
nselegs move and presents his problem, Black has plaved Kt-
opponent (world's champion!) (2, bottling up his Q-Bishop
with the equivalent of an extra with an irrelevant move,
furn.
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White has continued with 7 ‘Whlte haa completed the ex-
J 3-K2 and Black has replied change of Pawns with 8 BxT?
by eapturing PxP, Black's cap- and Black has played KKt-B3
tire is understandable, White With this move Black hag made
was threatening to win n FPawn castling impossible. Behind in
with 8 IPxP as Black's pinned development, he cannot aiford
KP could not recapture Bt lo leave his King in an exposed
Black could have defended this position, His urgent problem was

threat by playing Kit-K2 which to find a means of castling,
develops another piece and per- Again he could have pccom-
mits castling, plished thiz by plaving Kt-K2.

(HESs REVIEW, JANUARY, 1944

White has retreated his at- White has plaved ©QxPch

tacked HBizhop, playing 9 B- and the game is over! If
{}3. On the brink of dizastar, Elack plays Px0), White check-
Black has innocently and un-  mates with B-Ki8! Or if Black
suspectingly plaved another interposes his Queen, then QxQ
FPawn move—P-QKt3. He is trv- is mate. Spectacular finishes
ing Lo develop hiz Bishop; but like thiz are always possible
he has already lost too much against a plaver who wastes
time. His only chance of sur- fime with unnecessary moves
vival was to play Kt-Kt3, and fails to provide for the safe-

¥ of his King,
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1 This gamoe .‘-‘utﬁl‘tt‘ﬂd with the
moves 1 P-K4, P-K3; 2
P-4, P-4, These are the open-
ing moves of the French De-
fenge. Note thal in the King-
Pawn Qpenings, if Black plays a
defense which permits White to
play P-Q4 without losing a
Pawn, White makes this move
immediately. This is a good rule
to remember,
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Black played 7 ... B-Bd ami
White again

*»H

altacked Lhe
Bishop with & P-KKt4, Another
pointless, unnecessary and
weakening move., White's only
hope of quick castling is on the
King-side. The Pawn advance
makes this hazardous, In any
case, the attaclk itsell iy mean-
ingless as Dlack can just move
his Bishop.
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2 The gamée has continued
with the moves 23 PxP,

PxP; 4 Q-K2c¢h, B-K2, reaching
the above position. While's
check is a  (ypical bheginners

move., It is oo early to decide
where Lo develop the Queen and
the check does Black no harm.
Hence, it is a wasted move.
Worse siill, White's Queen now

hlocks his own IK-DBighop.,
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Black retreated his Bishop
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Far .

to Q2 and White, helieve
it or not, played % P-QR3777

With his King and Queen in
danger and not a single piece
in play, except the Queen, he
makes another (ime-wasting
Pawn move! He is activated by
fear of a non-existent fthreat.
Al least he should have played
Kt-KR3 o permil castling.
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As it is, White's goose is
Cooked. In position 8§, Black
was threatening PxP and gener-
al havoc in the White camp as

the pinned Dishop could not
recapture, White moved his
Gueen in an attempt to meel
thiz threat. DBut, as shown
above, alter 13 PxP; 14
QxP, KtI3E, White i still in
trouble,

30

1 White's Queen, attacked by

the K, has retreated {o Q3
and Black has playved P-Q51
Anolher Black Pawn renews
the same threat as before, The
pinned Bishop i as defenceless
as a sitting  ducek., White s
beginning Lo pay the penalty
for his time-wasting moves and
failure to castle,
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% This position is

. after 7 P-IKKLUE, KLKDB3: 6
B-Ki2, White has wasted anoth-
e move a8 il as taken two
moves (o0 develop his DBishop.
Meantime, his Queen and King
are dangerously exposed on an
open file. White's ¢hief concern
now  should be to provide for
casiling as s00n as possible.

Black ]'hlit.}fﬁ‘!ﬂ 6. . . B-Kt5
atlacking the Queen, and
White replied with 7 P-KD3%
Wasted move No 3 and a per
fect example of how not 1o play
chess, It was unnecessary as Kt
KB3, developing a Dpiece and
providing for c¢astling, serves
the purpose. The Pawn move
demobilizes the KB & KIKt, en
dangers the King,
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= Rlack castled and then foll-
( owed 10 B-XK3, B-Q3; 11
Kt-H3, reaching this position,
VWith a sudden spurt of energy,
White has aciually developed
two pieces in lwo moves! But
he has come Lo lile too late, By
this fime he shoald have been
fully developed and his King in
A sale position,

8 The game has continued
with 11, .. R-K1; 12 Kt-Bj,
P-B4; 13 Q-Q3, reaching {this
position. White failed to realiz
the urgency of ecastling, He
should have Laken the King out
pf  danger on his 1Zth  move
instead of playving Kit-IB3., He
would probably have lost fhe
rame anyhow, buf it would have
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laken longer.
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1 In desperation White has

castled on (he (Queen-side
(16 O-0-0) and Black has play-
ed DRI, attacking the Queen,
There was no wayv lor White
to avoid losing the piece and
now he is falling aparl at ithe
hinges. He must move his
Queen and then he will lose his
Knight ag well,

CHESS

1 White retreated his Ques

to )2 and Black playved Iy
Ki: At this point White couli
resign as he has lost two plecg
and i he plavs PxR he will k
mated, The finishing moves, ng
shown,are as follows: 18 Pxh
BxPeh; 19 K-KUl, -Kt3ch; ¥
E-R1, Q-Kt7 mate,
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ON LOSING A TEMPO

The loss of time caused by Irrelevant, unnecessary
Pawn moves is fairly obvious. There are, however, other
ways of wasting time in the opening which are not always
apparent to the player.

Let us consider the opening moves pictured in the
diagram below :
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The first diagram shows the position after 1 P-Kd4,
P-K4; 2 Kt-KB3, Kt-QB3; 3 B-K2. The second diagram
shows the position after the succeeding moves of 3 ...
P-Q3; 4 B-Kt5. After Black moved his QP, White de-
cided it would be a good idea to pin the Knight. But he
could have played his Bishop to KtbH in the first place
and saved a move. He used two moves to accomplish
something which could have been done in one move.

This 1s rather a crude example of what is called
“losing a tempo.” A move is wasted and the opponent
galns an extra turn. Here the two Bishop moves were
made In succession and the loss of time is apparent. How-
ever, players often lose a tempo in exactly this fashion,
without realizing it, because a few moves may intervene
between the two moves of the Bishop, or whichever
piece is moved twice,

In the diagram below, another method of losing a
tempo is 1llustrated.
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At the left is shown the position after the opening
moves 1 P-K4, P-K3; 2 B-B4. At the right appears the
position after Black’s regponse of 2 P-Q4. Now,
whether or not White exchanges Pawns, he must move
his Bishop a second time without accomplishing anything
with this piece. If he checks with the Bishop (at Ktd)
he will lose even more time when Black responds with

P-B3. Obviously, White should not have played 2 B-B4.
By this faulty development of his Bishop, he is foreced
CHESS REVIEW, JANUARY, 1944

to make a useless move with this piece in response to
his opponent’s strong and logical 2 . .. P-Q4. In effect
White has lost a valuable tempo.

The above examples are purposely of an elementary
nature to clearly illustrate the meaning of a loss of tempo.
In the first case, the loss of a move is clearcut and ab-
solute. In the second case, the effect is the same; the
Bishop is forced to make an additional, useless move and
the opponent gains the advantage of a tempo.

Needless to say, time-wasting moves of this type are
not always as obvious as this. Moreover, it does not
follow that a tempo 18 lost every time a piece is moved
twice in the opening. As always, the opponent’s play
affects each situation on the buard It is only when the
opponent gains fime to make « strong move that a loss
1s sustained by the player who moves a piece twice.

The lesson to be learned is that unnecessary moves
are always a waste of time, whether they are made volun-
tarily or are forced upon you. A piece should he devel-
oped with ONE MOVE — not two moves, or three moves.
Furthermore, each piece should be develuped on & square
where it is free from harmiful attack, where it cannot be -
forced away by a strong reply.

To apply this lesson, you must learn to distinguish
between good and bad develﬂpmg moves. As we shall
explain later, a good developing move usually threcltens
something, or attacks a weak point in the enemy’s posi-
tion, or interferes with the opponent’s development. The
force of the move 1s nearly always directed towards the
center of the board, the area of greatest mobility.

You must also learn never fo make o move without
CGF&&L’S"JF‘?’MH} your opponent’s possible replies. In fact,
this is one of the best ways of judging whether yvour
contemplated move is good or bad. If vour move will
hart your opponent and force him to make an inferior

move 1n reply, then you have found an excellent move.
Even 1f he is forced to make a defengive or mediocre
respense there is probably nothing wrong with your own
move. But 1f you see that he has a reply which will Aurt
you — look around for another move!

Asg you gain experience, vou will learn how fo time
YOur develﬂpinﬂ' moves. In the captions to the various
examples in this course, vou will observe that a move is
sometimes criticized because “it was too early to decide
where to develop this piece.” In other words, there
wag no particularly strong move available to the piece in
question. In such cases the player should usually delay
the development of the piece until the right moment ar-
rives, when it ig possible to bring out the piece with a
real threat and employ its full force. In the meantime,
some other piece should be developed.

Examples of Time-Wasting Play

On the following page, we give three brief examples
of faulty opening play in which the above rules are
broken., In the first example, Black tries to lay a trap
for his opponent but in doing so he makes a useless
second move with a developed piece; the plece is driven
away and Black loses two tempi. In the second example
Black does not time his moves properly and fails to con-
sider the replies available to his opponent; as a result,
he 1s forced to retract his only developing moves. The
third is a similar case, but here the player gets into still
more trouble by refusing to admit his error.
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1 In Lh]fi e*:f.ﬂmp.l_ﬁg the game
has opened 1 P-K4, I-K4;
2 Kt-KB3, RKt-QB3;, 3 I-DB4
Thege are standard moves we
have seen in  other games.
Black should now play either
3 ... 8BB4 or3d... KtB3 in
either case observing opening
principles by developing a piece
QN A 5Lrong sqguare,
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1 In this gsecond example, the
game has started 1 P-QBA,
P-K3; 2 Kt-QB3, B-Kth. While's
1st move iz called the IEmglish
Opening, infrequently  used.
Black’s 2nd move with his Bish-
op wag premature.
early to determine the
siquare for this piece. 2
P-4 was more logical.
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In thls third examnle W

again see the effect of faulty
timing of opening moves and
failure to anticipate the oppao-
nent’'s replies, The game has
started with 1 P-K4, P-QB3; 2
P-4 — the Caro-Kann Defensge,
Al this point Black should play
2 .. P-4, the logical lollow-up
of hig first move. .
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Instead, B]fu,k has brul;en

the rules by plaving Kt-Q5
and White has allacked the Kt
with 4 P-B3. Black has notf only
wasted 4 move which should
have been used to develop an-
aother piece, bul has placed the
Kt on & sgquare where it can be
driven away and lorced to make
another uselesg move,
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il Black re-

%A Az shown here,
turng his Kt L{J B3, While

can play P-4 and gain two
termnpi as a result of Black’s
two  useless Knight moves,
{Compare this position with dia-
gram No. 1. In each case it ig
Black’s turn to play. Black's
position is unchanged but White
has zained 2 moves.

3Bln the position of diagram
2, il Black plays KtxKt,
White recaptures QxKt and
again gains 2 tempi. Black’s Kt
made 3 moves to capture a piece
which had made only one move,
{The trap: When Black played
3 . . . K45 he hoped for i
KixT, Q-Kti; b KtxBP, QxKtF;
B R-B1, QxKPch; 7 B-K2, K{-Bj
mate.)
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Tt is too.

White has continued ‘Wlth o

P4 and Dlack haz played
Kt-K1B3. If Black had first con-
sidered his opponent’'s replies
he would not have made this
Kt move. He has placed his
Kt on a =quare where il can bhe

attacked and driven away with

losg ol Llime,

% White has played 4 P-EKS
and this will forece Black
to retract his
Blaclk tries to justify his move
by now playving DBxKit, lollowed
hy Ki-Kb, he will lose the game,
(4 . .. BxKi, o QFPxB, Ki-K&7;
Bo-Ktd, Ki-B4; 7T QxKtP, R-B1;
8 B-Kis, P-KB3; 9 DBxP, RxD;

[ast move., IT

4 Blaclk played 4 . . . Ki-Kt],
returning his Ki to its arig
inal square and then followed
h )-Ktd4, B-Bl, Black has re
tracted both hiz plece moves
and White has gained 4 fempi!
Black’s retreat of hiz Bishop
was the best way to defend
White's threat of Q¥XEKLP, win
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&Y Insgtead, he first played 2. ..
Ki-B3 and afler White's re-
gponsge of 3 B-Q3 he then played

3 ... PQd

White

P-K5, as shown here.

ond move,

This transposition
of moves wuag 4 bad mistake as
then conlinued with 4
Black
should have considered this pos-
gibhility hefore making his =ec-
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10 PxR, ete) ning a Rook. Faulty timing
caused this debacle.
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{5 [ nwﬂlmg to admit that he
¥ made a mistake (he should
move an
returned his Kt to Ktl) DBlack
to 2 and

have retracted This

has played KKt
White has continued with 5 1°-

K& Black cannot take th{l
Pawn ar he will be mated, (5
L PxPro6 Q-KHbeh, P-Kia;, 7

;:&}:Pell, Px):; 8 BExDP mate.)

So Black moved hig attack
' ed Kt back to B3 and White
captured ¢ PxPch! Now Black
must play KxPP and lose the
privilege of castling, By faully
timing, not consgidering his op
pmu—mts replies and unwilling
11&% Lo admit his error, Blad
has [ost much time and will IGE-E_
MOre,
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LET’S PLAY
CHESS!

By IRVING CHERNEY & KENNETH HARKNESS
Of CHESS REVIEW'S Editorial Staff

PART TEN: CONTROL OF THE CENTER

The most important strategical aim of the opening
battle for mobility is the control of the central squares.
The central squares, outlined with a heavy rule in the
diagram below, are the four squares in the exact center
of the board — K4, Q4, Kb and Q5. These are the all-
important squares around which the opening battle rages.
The squares surrounding this area, outlined with a
broken line in the diagram, are next in importance, as
these are subsidiary to the center,

; vy

W T i
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o 0w

The entire central area is important because this is
the region of the board in which pleces exercise their
maximum offensive and defensive power and in which
they possess their greatest mobility. The plaver who is
able to wse central squares has great freedom of action
and 1s able to transfer his pieces quickly from one side
of the board to the other. If his pieces are located in or
near the center, they attack more squares—and more
important squares—than elsewhere on the board. This
is particularly true of Knights. A Knight posted at K5
or @5, which cannot be captured or driven away, is a
tower of strength and much more powerful than a Knight
located at the side of the board. In the center, the Knight
attacks 8 1mportant squares; at the edge of the board,
say at R3, 1t attacks only 4 squares and the squares are
less important. The Queen and Bishops are also powerful
when they are in or near the center of the hoard. In the
early stages of the game these pieces do not ordinarily
occupy squares 1n the exact center, but their power is di-
rected fowards the center. Bishops are frequently placed
CHESS REVIEW, FEBRUARY, 1944
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A PICTURE GUIDE TO THE GAME OF CHESS. This course of
instruction is intended {for beginners, It started in the March 1942
isgue, Part 11 will appear next month, in the Mareh issue, When
completed, the course will be published, in book form, by SIMON
& SCHUSTER, New York,

on squares subsidiary to the center (KB4, QB4, K3 or
@3). Rooks are also used to support the center, not to
occupy it.

[t is logical that the center of the board should be
the field of battle in the opening, for yvou can hit at the
center from all directions—from the left and right with
your Knights and Bishops, straight ahead with your
Pawns and Rooks, from any angle with the Queen. In
other words, it is possible to concentrate vour fire on the
center with great rapidity. By the same token, of course,
your opponent can defend the center with equal facility.
In chess, as in war, it is not easy to break through in the
center of the lime. The player of the white pieces, who
has the opening initiative, does not really expect to crash
through In the center and win the game in this manner.
Nevertheless, he beging by concentrating the power of
his forces on the central squares in the hope of establish-
Img even a minute advantage in this sector because he
knows that this advantage will enable him to exert con-
tinuous pressure on his opponent, slightly cramp his mo-
bility, make it easier to execute wing attacks at a later
stage In the game. 1If, in the process, Black wavers in
his defense and allows White to establish a clear supe-
riority in the center, the game may be won on this factor
alone.

[T a player loses control of the center he is in the

- position of a General whose army is divided by a wedge

in the center of his line. He lacks mobility and means
of communication. Unable to oceupy squares in or near
the center, his pieces are badly placed. If the center
wedge 1s strong enough, it may completely disrupt his
position. An early break-through in the center (unusual
against good defense) can win with alarming speed.

Ag White has the opening move, he has the best
chance of securing an advantage in the center. With
each succeeding move he attacks the center, directly or
indirectly, and endeavors to obtain control of at least one
of these vital squares. (To control a contral square means
that you have established the right to place one of your
pieces on this square without having it captured. You
may or may not exercise your right of occupaney — but
the square is yours. It also means that vou can capture
an enemy piece 1f it is placed on the square you control.)

Black fights back and tries to prevent White from
establishing control in the center. If given the opportu-
nity, of course, Black will wrest the initiative from White
and secure an advantage in the center for himself.
Against a worthy opponent, however, Black is satisfied
1t he 1s able to establish equality in the center. He may
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accomplish this bjr liquidating the center Pawns or he
may be able to offset White's control of one square by
commanding the corresponding square in White's eamp.

PAWNS IN THE CENTER

Pawns perform an extremely important function in
the control and occupation of central squares. When a
Pawn occupies a central square it attacks two vital
squares In the enemy’s territory and prevents him from
placing pleces on these squares. If there 1s no opposing
Pawn to dispute the attack on one of these squares, the
Pawn then confrols this square and its value 15 greatly
enhanced. This is illustrated in the diagrams below,
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In these diagrams of “Pawn skeletons” the pieces
normally on the board have been removed to make the
Pawns stand out. In diagram 1, White has a Pawn at
his K4 square and Black has a center Pawn at Q3. With
this arrangement of Pawns, White has seeured on advan-
tege. In the first place, his KP is further advanced than
Black’s QP and attacks two important squares in enemy
territory; the Pawn is an annoying and restricting force
which prevents Black from placing pieces on the attacked
squares. More important, the white KP is in undisputed
control of White's Q5 square. There 1z no black Pawn to

prevent White from placing a piece on this square. (Black .

cannot dispute this control by advancing his QBP without
creating a serious weakness In his Pawn position. His
QF would then become an easy target for attack.) The
outcome of the game in which this Pawn position exists
would depend, of course, on many other factors, but
White will probably be able to capitalize on his advantage
by playing up his KBP and attacking on the King-side.
An attack of this nature is the customary outcome of such
a Pawn position.

Note that 1f Black’s center Pawn in diagram 1 were
at his K3 1nstead of Q3, White would no longer have
control of hiz Q35 square and his advantage in the center
would be greatly reduced. Furthermore, if Black’s center
Pawn were at his K4 square (instead of Q3) complete
equality would be established.

In diagram 2, White has secured a clear and definite
superiority in the center. He has all the advantages of
diagram 1 plus a Pawn at Q4. Presuming that White's
KP and QP cannot be captured, Black is hampered and
restricted by these Pawnsg as he cannot place any of his
pieces on central squares, or even on squares subsidiary
to the center. IHere, White's wedge in the center is a
serious matter and may develop into an overwhelming
attack.
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DEVELOPING TO CONTROIL THE CENTER

Every opening move should have some bearing and
influence on the situation in the center. White usually
starts the game by playing P-K4 or P-Q4. In either
case, a4 center Pawn 18 moved, not only because two pieces
(Queen and Bishop) are thereby released, but because
the Pawn immediately occupies a central square. The
move 1tself 1s Iimportant, quite apart from its effect on
the mobility of other pieces.

If White starts with P-K4, he will, if given the op-
portunity to do so with advantage, follow this up by play-
ing P-Q4 at a later stage. Against some defenses, he
plays P-Q4 on his second move; against others, he tries
to get this move in later. Similarly, if he starts with
P-Q4 he tries to play P-K4 later. If he can place two
Pawng in the center and maintain them there, he will
have secured an important advantage,

Black, however, will try to equalize the condition in
the center as soon as possible; he will try to prevent
White from obtaining either of the Pawn arrangements
in the above diagrams, or similar positions. For instance,
in answer to P-K4, he may reply with the same move,
playing 1...P-K4, which is the safest defense. This stops
White from playing P-Q4 without further preparation.
Black will then try to maintain his own Pawn at K4,
attack and try to remove White's center Pawn, strive to
play P-Q4 himself at a favorable moment, make every
elfort to equalize or seize control of the center.

The Pawn play in the center varies with each open-
g, hut the point to be remembered is that each player
tries to maintain af least one of his own Pawns in the
center and strives to remove his opponent’s center Pawn.

(Note that “maintaining” a Pawn in the center does
not necessarily mean that the original Pawn stayvs in this
position. A Pawn is maintained if the original Pawn is
captured and a supporting Pawn takes its place. Sim-
ilarly, a Pawn 1s “removed” only when no other Pawn
can take its place by recapture.)

- The importance of the center also serves as a guide
to the best development of the pieces in the opening.
Knights are usually playved to KB3 and QB8 because in
these locations they attack central squares and are ready
to occupy one of these squares at a later stage, if possible,

A Bishop is often played to KKtH or QKt5 in order
to pin a Knight.. The restriction of the Knight's mobility
1s 1mportant in itself, but the move also affects central
control because the opponent’s Knight is attacking the
center. In some openings, a Bishop is developed at QB4
or KB4. Here it is loeated on one of the subsidiary center
squares, directly bearing on the center and in control of
a long, open diagonal. The squares on which the Bishops
are developed vary with each opening. Sometimes a
Bishop is placed at K3 or Q3, where it supports the center
and is free to move in either direction. In other open-
ings, one Bishop may be temporarily developed on K2 or
(2; and in still other openings, one or both Bishops may
he “fianchettoed”’—which means development at KKt2 or
QKt2, to control the center from the wing.

It should be noted that the Bishop does not have to
be placed on a central square to be effective. Being a
long range pilece, the Bishop can control from afar. All
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1 This Lhdl‘l‘l'[ﬂ& of the opening
battle for control of {the
center hag started with 1 P-K4,
P-K4: 2 Ki-KB3, Ki—-QB3; 3
B-B4., We have seen this open-
ing hefore but the moves now
take on new meaning when
their purpose is understood. The
Pawns occupy central squares
and the force of each move is
directed towards the center.

Black has played 3..B-B4

and the opening is now call-
erl the Giuvoco Piano, {(When
Black plays 3..K{—B3 it is called
the Twog Knights' Defense.)
White has continued with 4
P-B3. This is by no meansg &
wasted Pawn move, White in-
tends to build up a strong cen-
ter and remove Blacl’s center
Pawn with hig next move,
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5 Black has pl']}fed G.. B—Htﬁ
and White has attacked the
Kt with 7 P—-Q5. Black’s Bishop
move was a bad blunder, relin-
quishing all control of the cen-
ter, He should have played 6.
B-Ktbch, Then if ¥ Ki{-B3, Kitx
KP removes one of White's cen-
ter Pawns; or if 7 B-Q2, BxBch;
S QKtxB, P-Q4 breaks up the
center,

ﬁ;s 4 result r::f Black’s mis-

take, the two white FPawnsg
will eragh through the center ofl
ithe line with devastating effect,
Black’s QKI{, attacked in poszi-
tion b, has retreated Lo K2 (the
only other playable move, equal-
Iv bad, was Kt—Kt1) and White
has pushed on with § P-Kb,
attacking Black’s other Knight,
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Black has playved 10.. Ki-EKi3,

White did not continue 11
3-5 as Black could just castle
and the open King-file prohibitis
12 QxKt (11 Q—Q5, O-0; 12 Qx
Kt? R~-K1,) Instead, While has
plaved 11 BxPch! The Pawns
have done their damage and
cleared the way., Now White
capitalizes on his position.

CHESS REVIEW, FEBRUARY,

1 Black has played 11.KxD

and White has confinued
12 Q-Qbech, IDagrams 11A and
118 show two possible continua-
tions {Trom this point, In position
9, il Blaeck plaved 11..K-DIB1
{inztead of KxB) then 12 ()-0)h,
Kit-B3; 13 Q-Kt3 and White is
a Pawn up with a fine position
against Black's hopeless mess.
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Black hELS LEEIIEL’I 1.1;11,1’: q...
Kt-B2, attacking While's K-
Pawn, and White has lollowed
up his last move with 5 P-4,
ILvery move hits at the center.
White is now threatening FPxB
as well as PxP., Note that
Black's center Pawn ig attacked
twice, defended only once, What
should Black do in this eritical
poagition?

Black has solved his immedi-

'ate problems in the anly
feasible way — by exchanging
Pawns with 5. PxP: 6§ PxP. But
how White again threatens PxB,
Moreover, White has succeeded
in placing 2 Pawns on c¢entral
aquares and has removed
Blaclk’s center Pawn! Black
must find a way to break up
White's center at once,

L

H Ve #

-

pi1iiatag

aaaaaaaaaaaaaaaaaaaa

g % ,,;:xef;
;%wﬁ B

aéﬁwg% i
A1 1Al
Wﬁﬁé B
/?/ﬁé v
ﬁd@;/a%ﬁ%
4 / %%%

JJJJJJ

..........

QQ @ %g

7 anmg t::: get some cmmter
play by attacking While's
KD, Black has moved his Kt o
Ki—but the forward march of
the ¢center Pawns continues.
White has plaved 9 IP—0)f, The
(Gueen Pawn now jabs at the
black Knight at K2, Note how
this steamroller advance in the
center sweeps aside all opposi-
tion in its path,

Black decided to get rid of

one of the Pawnsg with the
exchange 4. PxP; 10 PxP. There
wag little else he could do. In
position 7, il 9. . Ki—-Kt3; 10 Q-
(30 wing the Kt at K5 as Black
must guard the threat of 11 QxP
mate: or if 9. KixP: 10 Q-Kit3
with a murderous attack (11
BxPch and 12 B-Kih etc.)
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11 k In position 10, 1f Black
£ plays 12..K-Bl, White
captures 12 QxKft and the final
position is shown above. White
can now win with ease, He is a
Pawn up and can get his pieces
into action at once, Black ig all
tangled up and hemmed in. For
instance, the OQ-BRizhop iz =0
imprisoned that it will {ake 4
moves to getf it out!

11 In position 10, if Black
plays 12 . K-B3 (to pre-
vent QxKL by RH-K1) he walks
into a mate, Ag shown here,
White plays 13 Kit=-Kt5 and an-
nounces mate in 2. The threat
is KitxEt mate, If 13 .IR-KT1;
14 KtxP mate, or if 13 _KtxKt;
14 BxEKt mate, and if 13 ..Kt
elsewhere,;, 14 KixPch, ExKf;

15 B-Kth mate,
29



This hennml l’-!-}..é'tlll]jll:! comes

under the heading of an
opening trap. As shown here,
the starting moves are 1 1'™-K4,
P-K4: 2 Ki-QB3, Kit-KB3; 3
P-4 This is called the Vienna
Gambit. White offers a wing
Pawn to dislodge Black's center
Pawn and give White a free
hand in the c¢enter, Black
should not take the Pawn,
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S0 BT&nk playvs 5, Ki-Ktl
. and after 6§ Kt-B3, Kt-QB3;
T P-4 we reach this position,
Now DBlack finds that he seems
to have run out of moves! He
can’'t move. his KKt or either of
his Bishops:; in fact, he cannot
develop a single piece, What
to do? Perhaps a Pawn move
to give himself some freedom?
(Best: 7..0-0)1.)
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The black Queen hmnedly
L retreats to €1 and then
White gets in the second body
punch with 5 KitxPch! And
now, aflter only 9% moves, Black
hag an irretrievably lost game!
Can one little Pawn capture
bring all this ftrouble in its
wake? If can, when it involves
giving up control of the center,

30
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But here we hhl’.}W HIHL]{

falling into the trap. He
plavs 5...PxP and White pushes
on with 4 P-K5, attacking the
Kt. Black hates to return his
Kt to Ktl (but this is best)
and plays 4...Q-K2, pinning
White’'s KP, but White then
plave 5 Q-K2 and now Black
must retreat his Kt or lose if.
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Blisslully unaware of what
is going to happen to him,
Black plays 7..P-Q3 with the

idea of developing his Queen-
Bishop, Incidentally, he hopes
to get rid of that annoying

white Pawn in the center of the
board when his troubles will be
over. . .but his dreams are shat-
tered as White wallops him
with 8 Ki—-QbH!
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o
plays QxKt a1

Black
White delivers the knock-
out. with 10 PxP, a deadly dis-

covered check which wins the

(Jueen, If Black had plaved
0., K~-(2; 10 KixIR would also
win soon, Where did Black go

wrong? In position No. 1 he
should have played 3..P-04 and
i 4 PxKP, KtxP; or if 4 PxQP,
either PxP or P-K§,

it needs is a long, open diagonal. A Knight, however, is
a short-range piece and is much more powerful when
placed in the center.

It should also be observed that the choice of square
on which to develop a Bishop is not so easily determined
as 1n the case of a Knight. To play Kt-B3 is a strong
move in practically all positions, but it takes some time
and a further revelation of the opponent’s plans to decide
where to develop a Bishop. For this reason, the Knight
18 usually developed first.

After the initial Pawn move, or moves, the Knight
1s the first pilece to enter the fray. Sometimes both
Knights are brought out before a Bishop is moved. On
other occasions, one Knight is developed and then a
Bishop, followed by the other Knight. The remaining
Bishop may be developed later, but it is usually released
so that 1t 18 free to move when the right moment arrives.

As we have pointed out, the Queen is generally held
in the background until two or three minor pieces have
been developed. In many openings, the Queen moves to
K2 or QB2Z; less frequently, it is developed at Q3 or QKt3.
Wherever it goes, the Queen always has an eve on the
center.

After castling, the Rooks are customarily placed at
K1 and Q1 where they exert pressure on the center files,
a pressure which increases as exchanges take place in the
center of the board. However, if there is an open file
(cleared of Pawns), a Rook usually occupies it at once,
particularly if the file is near the center. For instance,
if the QB file is open, the QR will go to QB1 where it
sweeps the file with its power. To maintain control of
such an open file, the player often “doubles” his Rooks,
i.e., he advances one Rook on the file and brings the
other Rook behind its mate so that their power is com-
bined on the same file.

EXAMPLES OF CENTER CONTROL

Four illustrations of the importance of center con-
trol are given on these pages. In the first example (Page
29) White succeeds 1n establishing two Pawns in the
center. Black has an opportunity to break up this forma-
tion but fails to do so. As a result, White crashes through
the center with a winning attack. The power of two
unopposed center Pawns is clearly demonstrated. The
second example (at the left) is an opening trap in which
Black loses quickly because he gives up control of the
center. In the third illustration (Page 31), White seizes
an opportunity to remove his opponent’s center Pawn and
establishes the type of Pawn superiority given in dia-
gram 1, Page 28, The finish of this game (Pollock-
Mortimer, London 1887) shows how White capitalizes on
this advantage with a winning King-side attack. The
fourth example (Page 32) is a tournament game won by
world champion Alekhine in which White takes advan-
tage of an opening indiscretion to gain time and a strong
center. Again a winning King-side attack is the outcome.

In these examples—and all future illustrations of
openings—observe that each developing move is directed
towards the center in an attempt to establish superiority
or at least obtain equality in this section of the board.

If an advantage in the center is secured, the game often

“plays itself” thereafter.

CHESS REVIEW, FEBRUARY, 1944
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]. In this third example, the
game hag started with 1 P-
K4, P-K4; 2 Kt-KB3, Ki—-QB3:
i Kt—=B3, Thisg ig the first time
we have seen thiz 3rd move for
White, It usually leads to a
rather drawish game. DBlack
should answer with 3. Kit—B3
(Four Knights’ Game) or 3..B-
Kts (Three Knights’ Game.)
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Black has recovered his

Pawn by 6..BxP and White
hag developed his Bizhop with
T B—B4, Note that a tempo has
heen gained as White has &
Pawn at K4 and 2 pieces in
iction, whereas Black has only
his Bighop to show for his open-
ng moves, White is now in a
strong position with numerous
threats.
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Attempting to meet the on-

coming assault, Black has
played 12..K-R1 fo unpin his
KBF so that he can counter
ittack with P-B3, But White
dlows no time for this and has
ittacked the Kt with 14 P-B5S.
The onward march of the Pawn
aveeps away delensive pieces in
ite path and clears the way lor
fhe final mate.
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Black has plaved 3..DB-B4

and White has captured 4
KixI'! Black's third move was a
bad mistake as he immediately
loses control of the center. If
he had anticipated his oppon-
ent's reply he would not have
made thiz move. White's cap-
ture looks like a sacrifice but
acinally it is not,
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Black has plaved 4, KixK{

and White has followed up
with b P-(4! This regaing the
piece by a simultanecus attack
on Black’s Bishop and Knight,
Black must give up one or the
other. Note carefully this type
of atfack, It iz a dangerous
weapon and iz often used to win
el [HIECE,
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44 Black decided {o retain his
X Bishop and has plaved B..
B-Q3. White has captured § Px
Kt, regaining his piece and
accomplishing his object. He hasg
not only Toreed Black to loge
time, but has secured superior.
ity in the center, having re-
moved Black's center Pawn and
maintained his own Pawn at K4,
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FPearing White's threat of

P-E4 and the loss of more
fime with his Bishop, Black de-
cided to exchange (7..BxKich;
s PxBY and then plaved 8...Ki-
K32, White immediately seized
the opportunity to attack and
plaved & Q-5 Now White is
threstening QxP mate, Black
should have playved 8. Kt-13,

sz 7 f/ S Yz W Il
2 8% | B ) | B®
To defend the threat of Black’s atlacked Queen

mate, Black plaved 9. Ki-
Kt3. Then White ecastled and
Black released his QB with 10...
P—03. Again White developed
with a threat ag he plaved 11
B-KEKi3 attacking the Queen,.
Note that White's center Pawn
superiority i8 now the type of
diagram 1, Page 28,
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l Black has moved Kf-K4,

attacking White's Bishop,
but White pays no attention to
thig threat and pushes on with
16 P-B&! In this position, Black
has no time to fake the Biszshop
a8 White iz threatening mate.
(16 PxFPch, K=xP; 17 B-Bé&ch,
K-Ktl; 18 Q-Ktbh mate, If 18
’xPeh, K-Ktl; 17 IPxIk also
leads to mate,)

1944

11 Black has played P-KKi3,
his only defense, and White
hag continued 16 OQ-RE Now he
threatens Q-Kit7 o1 QxR mate.
The white KBP has penetrated
the delenses surrounding the
black King and has reached
ite goal. This advance of the
KBP would never have been
possible if Black had main-
tained a2 Pawn at K4,

moved to 2, forcing anoth-
el wenkness as the Queen now
blocks the Bishop, and White
played 12 P-KR3 (to prevent
Black from moving O-Kt5s and
exchange of (Queens,) Then
Black ecastled and White has
launched his K-side attack with
13 P-B4. Now the center control
pays dividends.
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] 2 Again Black has played his

only deflense, R-KEKtl, and
White finigshez the game with
17 R-DB4! White iz now ihreat-
ening QxPch, followed by R-R4
mate, There is no deferise and
Black  resigned, A1l Black's
troubles in this game can be
traced fto hiz 23rd move which
cost a tempo and lost control
ol the center,
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1_ In thw [c:uuh E}idmlﬂﬁ" of
the importance of center
control, the game has started
with 1 P—Qd4, P=-Q4; 2 DP-0QB4,
Ki-KB3 White's first move i8
at least as zood as P-K4, simi-
larly occupies a central sguare.
Hig 2nd move makes the open-
ing o Queen’s Gambit ag White
offers a wing Pawn to establish
center control.

White hag exchanged with

3 PxP, KixP and now has
plaved 4 P-K4! This demon-
strates that Black’s 2nd move
(dingram 1) was a mistake as
White has secured an immedi-
ate superiority in the center and
gained time by attacking the
Knight., (Black should have
played 2..1-K3 or P-QB3 1o
mainiain a Pawn at Q4.)
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Wh 1te has exchangmi

Bishops (9 BxB, QxB) fo
remove Black’s Queen from fhe
(-file and again thwart the
execution of PBlack’s
attaclt, Then, after 10 Ki{-B3,
Black finally recovered his
Pawn with QEtxP, White could
not hold on to his extra Pawn
but refaing his KP and still
controls the center,

LR

White ﬂaptmed 11 KixKt

and Black recapfured with
his Queen (to prevent White
from castlingy but While con-
tinuned 12 I-KR3, Tlorecing the
Kt to return toe KB3, and alter
18 Q02 B-0QI, the above
position  ig  reached. RBlack's
Jueen is now exposed to A
Pawn attack., (He should have
recaptured with his Kt.)
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To retain the pin, Black
retreated hiz Queen to K2
hut then White plaved 20 Q-

Kis, releasing the pin, and
Black was forced to move his
Kt, plaving Kt-Q4. With 21

P-Bf White again attacked the
Queen. The Pawns are reach-
ing their goal and stabbing at
Black’'s King position, White
now threatens QxF mate.

22

0
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1 Black defended the mate
with -B1 and White con-
(threaten-

tinued 22 B-DB4
ing to win a piece as
Kt was attacked 23 times.))

Black solved this with EKixKit,

Then White exchanged Rooks
and without
stopping to recover his plece,
(Now

(23 ERxR, RxR)

has just played 24 PxP!
if ...Q-K1; 25 BxPch! etn.)
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BElack returned hizs Knight

. to KB3 and White plaved
H B3, to maintain his Pawn at
K4 Black ithen replied with P-
B4 in an immediate effort to

break up White's powerful cen-
ter, Bui this will only partially
reduce White's advantage,
Biack has already Iosit control
ol the center,
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4 "ﬁhltﬂ ellmm&ted hig oppon-
Y ent’s remaining center
Pawn by 6 PxI? and Black’s KKt
playved to Kth After 7 Kit-KBj,
Ki—-QQB3; & B-KKt5, B-K2, the
above posiflion is reachedd
White's last move wag to fore
stall Black’s threatened .. .Kit-
Kth  which would initiate a
strong attack, lorce exchianges,
zive Black winning prospects,
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7 White plaved 14 Q-K3 (io
prevent Black [rom castling
OR by the threat of QxP) and
Black replied with B-B3, hear-
ing on White's KP. Then hoth
plavers castled, White on the
()-side, DBlack with the KR.
Finally, with 16 I’~B4, White
siartg his K-side attack., Again
we see how control of the cen-
ter brings results,

8 Elack retreated hls Queen
to K3 and White pushed on
with 17 P-K&i. As White's KP
is pinned, Black did not move
his Kt, but tried to build up
resistance with 17..KR-KI,
Then, after 18 KR-K1, QR~-(1,
White attacks the Queen with
19 P-135, as shown here, (19
PxEKt would not do, as White
would Tose ) & I for Q)
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l 1 Dei‘endmg with c“ his

power and clever {rans,
Black played KixPch and White
maved 26 K-Ktl (not 25 BxKt?,
Black moved
and White continued 26
PxPech).
Black again tempted with B-
Kach but White plaved 27 K-RI1
(not 27 RxB?, H-QR3ch, followed

Q-Bdch!)
(-K1
P-K§

Then

(threatening

by ..0Q-Rach!)
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1 2 In  desperation, Black

played P-KB4 and afier
28 P-KT dig, ¢h, R-Q4; 25 Q-B§,
Black wasg forced to defend the
threat of Q-BEch by playing
L-BZ. In this position (above)
White played 30 I’-KS8, queening
with check, and Black resigned
as White mates in 2, (30 P-
KE(Q)ch, QxC); 21 BxRch, BxB;

32 Rx{) mate.)
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LET’S PLAY
CHESS!

By IRVING CHERNEV & KENNETH HARKNESS
Of CHESS REVIEW'S Editorial Staff

PART ELEVEN: THREATS IN THE OPENING

In this chapter, we have explained the principles to
be Tollowed when selecting opening moves, but we again
emphasize that fhe first thing to do before making any
move 18 to consider your opponent’s threats.

A contemplated move may do everything that a good
ppening move is supposed to do, but if it does not answer
the opponent’s threat, it is not the proper time to make
the move. Fach move must be relevant o the position as
it exists on the board. If your opponent is threatening
you with loss of material, your choice of moves is imme-
diately limited to those which answer this threat. All
other moves may be summarily rejected. You may be
able to meet the threat with a good developing move or a
good counter-attacking move, but you must answer the
threat in some way, even 1f vour reply does not meet the
requirements of good development.

For instance, if you start your game with 1 P-K4 and
your opponent replies with 1...P-Q4, your King-Pawn
is attacked and something must be done about it. You
may decide to exchange Pawns by plaving 2 PxP (best)
or vou may protect your Pawn, or advance it; but vou
cannot ignore the threat and make an irrelevant move,
no matter how good the move may be in all other respects.
(An exception to this rule exists 1n the case of a pre-
mature attack. 1f yvou decide that the execution of vour
opponent’s threat will gain vou more than adequate com-
pensation in time and development for any material loss,
you may be able to ignore his threat.)

The opponent's positional threats also affect the
choice of opening moves. For instance, if your opponent
is trying to prevent you from castling, this threat will
cause vou to develop yvour pieces so that you will be able
to castle. An ordinary developing move which does not
meet this threat would be irrelevant in such a position.

Another important rule which we reiterate for em-
phagis ig the following:

Never make o move without considering your oppo-
nent’s replies,

[t is esgsential that existing threats be answered. 1t
is just as important to anticipate threats. Before making
any move, visualize the reply you would make if you were
playing vour opponent’s side of the board. Don’t pre-
sume that he will make a weak answer. Give him credit
for being able to find the strongest reply. In this way
you will avold making weak moves which give your op-
ponent an opportunity to gain material or positional
advantage.

Threats and counter-threats are the attacking wea-
pons which condition the development of the pieces in the
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opening. The threats are not made with the expectation
of winning material, but in an effort to seize control of
the center and build up a strong, mobile position. Never-
theless, the threats must be answered and anticipated. If
they are ignored, the resulting loss of material or posi-
tional weakness may decide the issue immediately.

A good example of how threats affect the develop-
ment of pieces is found in the “Scotch Gambit” opening
illustrated in the diagrams below.
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The game starts with the moves 1 P-K4, P-K4; 2
Kt-KB3, Kt-QB3; 3 P-Q4, reaching the position in the
diagram aft the left., This opening leads to an open type
of game which Black must defend with care. However,
White’s Srd move is not particularly good as he will find
1t difficult to maintain his King-Pawn in the center. Black
Is given the opportunity to capture the Queen-Pawn and
should do so immediately,

The diagram at the right shows the position after
the continuation 3. .. PxP; 4 B-B4, B-B4; 5 Kt-Kt5. Now
White has sacrificed a Pawn for quick development and
an attack against Black’s KB2 square. This i a par-
ticularly vulnerable point, as the KBP is guarded only
by the black King. Many King-Pawn openings are based
on an assault against this Pawn.

White is attacking the KBP with two pieces—Bishop
and Knight—and 1s threatening to play either BxPch or
KtxBP. To guard with the Queen would accomplish
nothing as White would cheerfully give up Kt and Bishop
for the black Queen. The best move for Black is 5...
Kit-f2! This guards the KBP a second time and clears
the way for castling, if White permits. Note that Kt-R3
15 not a good developing move under ordinary circum-
stances. A Knight iz not well placed at R3. The normal
development square is KB3, attacking the center. But to
play Kt-B3 in this position would be completely irrelevant
as White would immediately capture KtxBP and win the
exchange. This threat must be met and Kt-R3 is the way
to meet it, despite all theoretical objections to the move.
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Actually, White's attack is premature and gains him
nothing when properly defended iIn this manner. Thus,
after 5...Kt-R3; 6 KixBP, KtxKt; 7 BxKtch, KxB; 8
Q-Rb5ch, P-Kt3; 9 QxB, P-Q4, Black has slightly the better
of it. However, many a game has been won by this type
of attack against inferior defense.

DEVELOP WITH THREATS

With the foregoing qualification in mind, the princi-
ples of good opening procedure can be summarized in
one sentence:

Bring out all your pieces as guickly as possible, plac-
ing them on strong squares, and play to get control of the
center,

What does it mean to develop a piece on a strong
square? The answer to this question has already been
given. Each piece should be developed on a square where
it attacks the center, directly or indirectly, and exercises
its maximum power in the battle for control of the cen-
tral squares. However, certain conditions must be met.
In its new location, the piece must be free from harmful
attack; on the next move, or shortly thereafter, the op-
ponent must not be able to drive the piece away with a
strong reply and gain a tempo. Furthermore, the Prin-
ciple of Mobility must be cbserved; the piece should not
interfere with the development of your other men. If
these conditions are met, a piece which attacks the center
directly, or helps to control the center, is developed on a
strong square.

It is possible, however, that two or more moves may
conform to the requirements outlined above. In such
cases, each move is probably playable and the selection is
a matter of choice. But there is an additional rule which
may aid yvour selection; the best move is the one which
hurts your opponent the most. Select a move which gives
your opponent a problem to solve. Attack one of his
pieces, or a vulnerable square; pin one of his Knights or
otherwise restrict his mobility ; threaten to win material
or create a weakness in his position.

By making a sound developing move which attacks
or threatens something, vou limit your opponent’s choice
of replies. You may force him to make a defensive move
which does not aid his development. His answer may
even interfere with his mobilization and cramp his posi-
tion. You also give him an opportunity to make a mis-
take. If he does not answer your threat in the best way,
you may gain an immediate advantage.

The “threat” factor is often most important in de-
ciding the right time to develop a piece. Every effort
should be made to time your opening moves so that the
full force of each piece is released when it is developed.
Every move cannot embody a threat, but if a choice exists,
select the move which meets all the conditions of sound
development and at the same time does the most damage
to your opponent’s position.

OPENING VARIATIONS

Someone once went to the trouble of trying to calcu-
late the number of possible moves in a game of chess.
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When it came to White's 4th turn his figure was already
in the millions—so he gave up!

Does this mean that the chess openings are so com-
plex that the average person can never hope to be able
to play the game? Emphatically not! It merely means
that chess is a game of infinite possibilities and permits
each player to give free rein to his imagination in the
choice of moves and determination of playing strategy.
It means, too, that chess is a game of delightful variety.
No two games are alike!

However, it also means that it is practically impos-
sible to memorize all the chess openings, especially if one
includes all the inferior possibilities for each player.
Chess simply cannot be played by rote. Players who
laboriously memorize opening variations recommended
by chessmasters usually find themselves completely at sea
if the opponent deviates from “the book.” The important
thing is to understand the objectives of the opening and
to adhere to the principles outlined in this chapter. Let
these principles be your guide in selecting a move in each
position,

Actually, 1n any given position, the choice of moves
1s definitely limited. Most of the possible moves are ob-
viously bad, even to a beginner at the game. When these
bad moves are weeded out, the choice usually boils down
to gust a few moves. The real question is how to choose
one of the three or four playable moves which are actu-
ally available.

| The principles we have outlined will aid you in mak-
ing this choice, When it is your turn to move, think in
the following terms:

1. What does he threaten? Always ask this first., If
there is a threat, your next move must answer it.

2. Can I remove my opponent’s center Pawn? 1f
you hawe been given this opportunity, remove the Pawn,
provided you will not lose time or be exposed to danger.

5. What developing moves are available to me which
ard in the control of the center? You will find that only
a few moves answer these requirements. Consider them
and give preference to the one which does the most harm
to your opponent’s position.

4. What is his best reply? Check the merits of each
contemplated move by considering your opponent’s hest
replies. Select and make the move to which he has ne
really strong reply.

Follow the above procedure and you are much more
likely to pick a good move and get good opening develop-
ment than by trying to remember the “book” move in
any position.

Playvers who wish to take part in competitive chess
events will undoubtedly find it advisable and helpful to
make a study of opening variations. Ior these players
and other students of the game, some excellent books, de.
voted solely to the interesting subject of the chess open-
ings, are available. However, any attempt by the begin-
ner to “analyze’ the openings usually produces a state of
mental fog. For this reason, we do not include in the
present work any list of opening variations. Such a list
would be beyond the scope of this introduction to chess

When you have gained sufficient experience in actual
play yvou may find it beneficial to study the objectives and
CHEss REVIEW, MARCH, 1944



lines of play in specific openings, Meantime, the illus-
trative games throughout this book will provide you with
enough examples te give you a working knowledge of
opening procedure.

HOW DEVELOPMENT WINS

There 1s no such thing as a “forced win” at the start
of a game of chess. If there were, all interest would be
removed from the game. White has the first move and
therefore possesses the initiative, but this is not sufficient,
to force a win. Black cannot afford to be too aggressive
in the opening and must play with care to prevent White
from Increasing the slight advantage conferred by the
opening move, but if both sides develop their pieces prop-
erly, there is no logical reason for one to beat the other.

Many well-played games between strong plavers end
in a draw; others are won because one player is able to
accumulate minute advantages in his position which fin-
ally result in gaining material. Between ordinary players,
however, most games are won as a result of blunders
(called “oversights” when made by masters) or because
the loser fanled to develop his picees in the opening.

The rules for opening development are comparatively
simple—but how few players observe-these rules! Masters
continue to give odds of a Knight or a Rook to amateurs,
and trounce them decisively, mainly because the master
brings all his pieces out quickly and posts them on strong
squares where they do the most damage. He takes into
account, too, his opponent’s possibilities of development.
[f the amateur threatens to place a piece on a good
square, the master advances a Pawn and prevents it—
or he drives away pieces which have reached good squares
if they are not properly supported.

How does the amateur conduct his game? He brings
out two or three pieces and then begins to look around
for combinations! He never finds them, because they
cannot possibly be there! When he loses, he attributes
it to the master’s superhuman powers of calculation and
shows you how the combination which won the game was
foreseen thirty moves back, Actually, nothing of the sort
takes place. Masters do make wonderful combinations,

but they are usually based on superior development. When
all the pieces are developed, and the opponent’s are not,
combinations do not have to be sought.. They are there
on the premises, ready and waiting.

One-time world champion Wilhelm Steinitz was once
asked: “How can you give odds of a Rook and still win
s0 easily?” Steinitz answered: “Look at my opponent’s
position. His Queen-Rook, Knight and Bishop are still
home on their original squares. He’s really giving me
Rook odds, and nobody in the world can do that!”

To illustrate how development wins, we present two
beautiful games played by masters. The first is a famous
encounter by Paul Morphy against the Duke of Bruns-
wick and Count Iscuard. The combinations are really
exquisite and the Queen sacrifice which forces checkmate
1s delightful. It is almost a shame to take you behind the
scenes and show you that the “brilliant” moves are simply
the application of cold logic in the treatment of the oppo-
nents’ violation of proper principles of development. In
this game you will see the following important ideas car-
ried out by Morphy, playing White:

1. Rapid development of all the pieces.

2, Sacrifice as a means of tearing open the adver-
sary’s position.

3. How to conduct an ,:Lttcwlc against a badly devel- -
oped position. |

4. How to intensify pressure against pieces that are
pinned.

5. The power of Rooks on open files.

6. The importance of getting one’s King into safety
quickly by castling early in the game.

The second illustration is an almost perfeet example
of precise and logical development by the player of the
white pieces, grandmaster Akiba Rubinstein, who won
the game in 1920 at Gothenberg against chessmaster
Maroczy. Superior development enables White to break
through brilliantly but logically on the King-side and
fcrrce checkmate.

aaaaaaaaaaaaaaaaaaaaaa

o f
«:ﬁ ;; ,;s?
/// & J
|||".' i.ll'.- ¥

f‘f 7 f*' ff ; ;::f éﬁf y f_::?f :
.;;'I-ll..::',.".-:‘--'--'Il e ; .-l‘_,.- TR, .-""" A
" WA 0 P pAL
G i i /
’// B % Y /
B » 4/4% _

A M ARIAT OB A

aaaaa

HEowEin N AN ///ﬁ
l The gante has started with White continued 3 P-04,
1 P-K4, P-K4; 2 Ki~KDB3, 4= attacking DBlack’s K-Pawn

P-Q3. Note that White's End
move is the only sound devel-

twice, and Black has defended
with B-Kitd, pinning the Ki,

oping move which attacks the
center and also threateng some-
thing. Black’s response is in-
ferior as he neglected the oppor-
tunity Lo answer the threat by
developing a piece. (...Kit-
QB3 or...Ki-KB3.)

CHESS REVIEW,

Again Black’s reply is bad, His
Bishop is not posted on a strong
square because he cannot main-
tain the pin after White's next
move, Relatively betier were
Et-QB3, Kt-Q2 or PxP.
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White has captured 4 PxP White has playved 5 QxB and
and DBlack has replied with "B Black has recaptured his
BxKt, the only way o avoid los- Pawn, In this pogition it is
mg a Pawn, (If 4...PxP; 5 White's turn to move and Black
(xQch, KxQ; 6 KtxP.) This has nothing to show in the way
-Elemnnstrates that Black’s orig- of development for his opening
immal Bishop move was not a moves, Two bad moves have
good developing move and not cost him time and given White
the right way to answer White’s a4 superior position, White's
threat. Queen is slrongly posted and
not subject to attack.
29

‘H




. square.

rrrrr

_E%;W )
%%/ .é
%ﬁ/é% _
_ /%%
lfgﬁ

fffff

e

‘Whlte cﬂntlnued b B QB4

and Black replied with Kt-
KB3. Note that White developed
his Bishop with a threat (QxP
mate) and that the Bishop is
now posted on a strong square,
subsidiary to the center, attack-
ing Black’s vulnerable KB2
Black defended the
threat of mate by developing a

piece,
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White has playved 10 KtxP!

With such an imposing lead
in development and mobility,
White can afford to make this
gacrifice of a piece to maintain
hisg aggressive position, To have
backed away with his Bishop
would have permitted Black to
extricate himself by moving his
Queen, developing his . Bishop
and castling.

.......

1' Black recaptux ed RxR and
*? White has plaved 14 R-—
1., Now we see that the sacri-
fice of the exchange has brought
the other Rook into action with-
out loss of time and ecut down
one of the pieces defending the
black King. White now threat-
ens to capture the pinned Rook.
In chess you can hit a man
when he's down,
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an W l‘ute 11&5 playved 7T Q—

QKit3, threatening BxFPch
and mate with the Queen, which
Black has defended with Q-K2.
Black did not play Q-Q2 as
then White could continue with
QxP and win Black’s Rook,
White is not attacking prema-
turely. His opponent’s inferior
opening play gave White time

to move his Queen twice.

W]ilte hls developed an-

other piece and guarded his
KP with 8 Kt—-B3 and Black has
defended White's threat of QxP
{winning the Rook) by playving
P-B3. In position 6, White could
have won a Pawn by playing 8
QxP but Black would have re-
sponded with Q-Kthch, foreing
exchange of Queens and Killing
the attacl,
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White has released the full

forece of his other Bishop by
playing 9 B-KKt5, pinning the
opponent’'s Kt, and Black, in
desperation, has countered with
P-Kt4, Note that White is fully
developed, ready to castle, while
Black is in a hopeless tangle
with only one piece in play and
that one i8 pinned,
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1 Bl tck has accepted the

sacrifice, capturing PxKi,
and White hELE. recaptured with
11 BxKtPch, Now White has
taken 2 Pawng in exchange for
his Knight and has held on to

" his mobile, threatening position,
giving his opponent no oppor-

tunity to untangle his pieces
and move his King out of
danger,
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1 1 BlaLl{ got n:mt of [h@rl{ hy

playing QKi—Q2 and White
has followed up with 12 0-0-0,
thereby =afeguarding his King
and at the same time bringing
the QR into active play on the
open file where it attacks
Black's pinned Knight! Another
example of developing with an
attack as White now threatens
BxKteh!
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14 Black has pla:fed Q~I{3 to 1 Blacl{ recaptured KixB,
unpin his Knight and en- his only means of avoid-

able this piece to recapfure
without losing his Queen, White
has continued with 15 BxRch.
This is the first move in a com-
bination to foree checkmate,
White is chopping down the de-
fenders and hacking his way

through to final victory in spec-

tacular fashion,

ing material logs, and White has
plaved 16 Q-Kti8ch!! Still an-
other sacrifice, and one which
Black must accept as he has no
other way of getting out of
check, In a well planned com-
bination the opponent’s moves

must be forced and the outcome

clearly foreseen.

12 In IJ'DE-ItlDIl 11 White's
threat of Btheh was unde-
fended as Black's King could
not recapture, the Queen dare
not, and the other Knight is par-
alyzed by White's Bishop! So
Black has played R-Q1 but
White gives him no rest and
has sacrificed the exchange with
13 RxKt! Again Black’s response
ig forced,
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1 Black has captured EKix(),

hig only move, and White
has mated with 17 R-Q8. This
game demonstrates convincingly
and delightlfully the triumph of
development and mobility over
mere dead weight, Black has
lost even though he i8 far ahead
in material with most of his
remaining pieces set up for the
next game!
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1 ’l 1111-1 ﬁaﬂﬂnd example of how
superior development wing
started with 1 P-Q4, Kt-KB3;
? Ki—-KI3, P-Q4; 3 P-B4, P-K3;
known as the Orthodox Defense
of the Queen’s Gambit Declined.
White offered his QBFP to gain
center control but here Black
declined and guarded hig QP.
If accepted, White could easily
regain the Pawn.,

2 ’]“he game haa cﬂntmued
with 4 B-Kths, B-K2; § Kt-
B3, QKt-Q2, reaching this posi-
tion, Note how While develops
a different piece with each move
and how each move increases
the pressure on Black’s center
FPawn, Moreover, every maove
attacks or restricts and the
pieces are all posted on strong
squares,
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5 White has teraptmed and
developed -a piece at the
same time by playing 9 DBxP.
Then Black moved P-B4 and
White eastled (10 0-0.) DBlack
iz attempling to free his game
hut it lg extremely dangerous

for him to open up the QB-file
and the Q-file as While can
command both files and attack.
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Black c&ptmed PxP and

White recaptured with 11
KixP.
QR3 and White finished his de-
velopment with 12 KR-Ql, Now
look at White's position, Every
piece 18 developed on a strong
aquare before any attempt at at-
tack is made and each piece
was developed with one move.
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White mmﬂi 16 Ht-—Kiﬂ at-

tacking Black’s (Queen, DE“‘E
perately searching for a place
of galety, the Queen retreated
to B2, But White continued 17
Q-Ktl and now the black Queen
[aces the Rook's fire, veiled by
the Kt and must flee, White
threatens Ki-Kth, followed by
Kit-B7 winning the exchange.
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3 To lelease 1115 I{B :-md rein-
foree hig QF, White contin-
ued 6 P-K3; then Black castled
and White has playved 7 R-B1l.
This Rook occupies an impor-
tant file and prevents Black
from playing...P-B4 to obtain
freedom.{If 7... P-B4: § PxBP,
PxP; 9 IP-B6, Ki-Kt3: 10 Kt-K5
with a strong positional advan-
tage,)

In ]"JDEILlGH 3, Black’s best
move is P—BE to keep the
QB file closed—but in this game
Black played R-K1, Then White
developed his Queen with 8 Q-
B2 and Black plaved PxP. Black
is too impatient. Hig position
is ecramped but quite playvable,
The Pawn exchange only helps
White, Again ...P-B3 was
hest.,
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Then Black playved P-

7 Not yei, fuli}' developed,
Black’s last few moves were
weak and exposed him to dan-
gerous attacks on the two open

files, Realizing his Queen was
vulnerable, he plaved -R4, at-
tacking White's Bishop across
the board, White moved 12 B-—
It4 and Black attacked the other
Bishop with Kt—K.

8 ‘ﬁfhlte megeneﬂ hlg Bishop
and unblocked the QB-file
by playing 14 B-K2 and Black
responded with Kt-Kt3, attack-
ing the other RBishop, White
then moved 15 B-Kt3, command-
ing a long diagonal but Black
closed the line and attacked
White's Knight with P-K4,
Black is trying to find a h"WEn
for his Queen,
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10 Blacl's Queen retr Faied to
Ktl and White has played

B-B3, transferring this Bigh-
r.:up to an Aaltacking post where it
ping Black’s QEtP.Note that al-
though both Queens are at Kil
squares, Dlack’s strongest piece
interferes with his QR while
White's Rooks are not ham-
pered by the Queen, -
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11 To release his QR, Black
played Q-R2. White then
attacked the QKiP a second
time with 19 Kt—-R5 zo that the
black QB cannot move and
leave the Pawn unprotected. To
chase away the annoyving Kit,
Black has countered with B-
QKLt5. . But Whiie’'s maneuver
was made fo transfer the Ki to
a befter square.

]2 Whlte mcrved EID Kt—B4
and at last Black was able
Lo develop his Bishop by play-
ing B-Q2,
nosifional advantage with at-
tacking moves, White has play-
ed 21 Ki-()5, Now he threatens
Kt-B7, winning the exchange, or
Ktthnh followed . by RxB, or
simply KixB, Obviously, Bl&nk
must remove the Kt,
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Pressing home his



C o tinuing  R-Q7,
O Queen and occupying the Tth
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1 BI&CI{ Ci mpLuwr’[ KtxKt and
v# oo White recaptured 22 DBx
- Kt Then Black played B-K3 to
" meet White threat of BxPch
followed by RxB. White did not
exchange, as that would help
- Black, but Dbrought another
- piece out with 23 Q-Ki. Note
that it is olten beiter 1o let
the opponent capture,
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17 The I-EE'[H}HEE to White's
: last move wag forced and
- Black playved DBxKt, White re-
~ eaptured by 28 RxDB. Now Black
- has played R-B2, His object

is to prevent White from con-
attacking the

rank. This rank is the strongest
location for a Rook in the mid-
ganie,

14 It} teﬂurﬂ Whlkﬂ% forces
and eliminate the attack
ot his QKtP?, Black captured
BxB and White recaptured by
24 RxB. Now Black has finally
brought his QR into Lthe game
bv playving QR-1B1. Black is now

pinning While’s Knight 1o pre-

vent him [rom playing KixP.
But White prepared for this on
his last move,
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(3-file

threatened KixP wiih
closed attack by the Queen on
ithe black Bishop., Black replied
by playing B-BI1,
has guarded his Kt by 26 P-Kt3
to release his Queen,

was threatening P-DB4, followed
by P-B5.)

White released the pin
and doubled Rooks on the
with 25 QR-Q1. He also
g  dis-

16 In an attempt to get his
: ueen into the game,
Black playved P-Kt4, attacking
the Kf, White countered with
27 Kit-QG6. Now. the Knight is
attacking both Rooks and
threatening to win the exchange.
Note that White could not play

Now White

(Black 27 KtxI’ as this would lose a
piece, Thus, if 27 KixP, P-B3

and the pinned Kt is lost.
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‘his KP with P-B2, (If...

18 \;‘L hlle has begl.m the final
attack which wins the
game, IHe playved 29 P-KR4,
threatening P-R5 [ollowed by
BxT, Black replied by defending
P-KR4
White would win the RP with
=15, White has continued 30
Q-0b5eh  and now  completely
dominates the board,

19

every

and give the opponent no oppor-
tunity to assemble hig pieceg in
defense ol his King., White has
allacked the Knight to gain
time for his next move,

playing K-R1 and White
has attacked the Knight with
31 PR35, In a mating attack

20 E]ﬂ,{:k moved his Kt to B1'
and White has playved 32

P-R6! His object is to break up
the Pawn barricade surrounding
the black King, In other games
we have seen the same tech-
nigue, Now if Black plays PxP
White would spon mate: epg
CPxP 33 RxBP, R-Q2: 34
H‘:{Q 35 IIxKt dbl ch and

Black gzot out of check by

move must be forceful
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; 2 Black realized he could

not capture and refurned
his Kt to Kt3, White has con-
tinned 33 Q-K6! A brilliant
Queen sacrifice? By no means.
Impossible-looking moves can
always be looked for when a
plaver’'s position is vastly sup-
erior., Of course, il Black cap-
tures Rx(Q} White can force mate
with R-QS8ch.

8.

2 White's only reason for
his slzectamﬂﬂr

move was to bring this piece

into the game with decisive re-

suit, Black has moved his Rook

to KB1 and White has played

34 R-Q7! Now the Rook occu-
pies the Tth rank and White is
How
ean Black defend this threat?

threatening PxP mate!

By exchanging Rooks?

QJueen

23

would
hlack

as well, Therefore Black was
forced to play PxP and now
YWhite has continued with the
beautiful move B-R4!! (Threat:
a6 BxPeh,
Kitl; 38 Q-Kt7 mate.)

If Black exchanged Rooks 24
] tion. He was forced to

the threat of PxP maie
still be (here and the capture the Bishop with his
Queen would be attacked Knight, White has playved his
final move 36 Q-K7 and Black
resigned, White threateng three
mates with QxRP, Q-Kt7 or
QxR and Black is defenseless
This entire game is a beautiful
example ol masterful plav by
White,
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LET'S PLAY
CHESS!

By IRVING CHERNEY & KENNETH HARKNESS
Of CHESS REVIEW’S Fditorial Staff

A PICTURE GUIDE TO THE GAME OF CHESS. This course of
instruction is intended lor beginners, It started in the March 1943
issue, Parts One to Eleven will be published in book form, by
SIMON & SCHUSTER, New York,

PART TWELVE: MIDDLE GAME TACTICS

It is usual to consider a game of chess as consisting
of three parts: the opening, midegame and ending. In
the opening, the plavers try to place their pleces where
they will be most effective, on squares where theyv exer-
cise control of the center and where they have the great-
est mobility. Rapid development is so logical that it
becomes almost automatic. The beginner soon learns
to bring his Knights to B3, his Bishops on long diagonals,
his Queen to a safe square. Then he castles and places
his Rooks on center fliles—and then he's stuck! The
opening is over, the midgame has begun—and he doesn’t
know what to do next.

The midgame is the period of attack and defense.
Strong players have certain strategical objectives 1n view
and to carry out their plans they use the tactical weapons
of chess. The beginner, on the other hand, has no de-
finite plan. He is inclined to move his pieces wildly about
the board, hoping to find some brilliant “combination”
which will win a piece or checkmate his opponent. But
he is seldom successful and 1s not likely to improve until
he learns the tactics of the game, the fundamental ideas
which go into planning and executing an attack.

To become a strong player, you must be familiar
with such varied tactics as Pins, Forks, Sacrifices, Double
Attacks, Discovered Attacks. You must learn how to
exploit Overworked Pieces and Pawn Weaknesses. You
must know the fundamental ideas involved in Mating At-
tacks. Without a knowledge of the tactics emploved in
chess, vou are unable to plan ahead or take advantage of
situations as they appear on the board. You are more or
less at the merey of your opponent.

Fortunately, chess tactics are artistic and fascin-
ating. As you study them, the beauty of the game will
be unfolded and vou will learn to appreciate chess more
than ever before,

THE FOWER OF THE PIN

The Pin is a tactical weapon used with great fre-
quency in all stages of the game. It is perhaps the most
important of all.

A piece or Pawn is sald to be pinned when it is at-
tacked by a Bishop, Rook or Queen and cannot more aiwvay
without exposing to capture a more valuable pilece stand-
ing behind it in the line of attack. The pinned unit has
lost its mobility. [t must remain under attack, as long
as the pin is in foree, to protect the piece behind it.

If the protected piece—or “screened’” piece as it is
called—Iis the King, the pin is absolute. 1t would be il-
legal for the pinned man to move from the line of attack
as this would expose the King to a check. If the screened
piece is a Queen or Rook or minor piece, the pinned unit
is not legally prohibited from moving away, but it would
18

be unprofitable to do so, as the playver would suffer ma-
terial loss.

In the opening stages of the game, the pin is fre-
quently used to immobilize an enemy Knight. A Bishop
is playved to QKt5, attacking a Knight which cannot move
as the King would be exposed to check., Or a Bishop is
playved to KKt5, pinning a Knight which dare not move
as the Queen would be exposed to capture. In either case,
the object is to aid the fight for control of the center.
The pinned Knight is disarmed and rendered useless so
that it no longer attacks or defends the center,

In the midgame, however, the pin 1s often used fo
win material, A pinned man is always a vulnerable tar-
get for attack because it cannot escape and find refuge
elsewhere. It must stand and take the punishment meted
out by the attacker.

HOW PINS ARE USED TO WIN MATERIAL

There are certain basic methods of winning material
by means of a pin. A careful study of these methods, as
presented here in their simplest forms, will give you the
fundamental knowledge required to use this weapon in
actual play. You will know the objectives vou are seek-
ing and learn to recognize the inherent possibilities in
more intricate pinning situations when encountered over
the board.

The basic methods of exploiting the immobility of
a pinned man to win material may be classified and de-
fined as follows:

1. If the pinned unit is unguarded, and cannot be guard-
ed, the pinning piece can immediately capture and win
1t. See example 1.

2. If the pinned unit is more valuable than the pinning
piece, material advantage can be won by capluring. See
example 2.

3. After a piece has been pinned and thereby rendered
immobile, 1t can be won by attacking it with a Pawn.
See example 3.

4. Material can be won by attacking a pinned man with
one or more additional pieces. The pinned unit (or one
of 1ts guards) may be lost because the defense is outnums-
bered or because one of the guarding units is too val-
uable to recapture. Material is also gained when a de-
fending man must be sacrificed for an attacking piece (or
pieces) of lower value. See examples 4, 5, 6 and 7.

5. A pmned unit can be won by capturing, pinning or
blocking one of its guards—or by forcing the guard to
move away and leave the pinned man to its fate. See
examples 8, 9, 10 and 11.

6. Material can be won by capturing a man which the
pinned unit had previously guarded but which is actually
en prise because the pinned man cannot or dare not re-
capture. See example 12.

CHEsS REVIEW, MAY, 1944
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1 The black Knight is pinned
by the white Rook., The
Knight is not allowed to move
a5 the King standz behind it
in the line of fire and it is il-
legal to expose the King to a
check, The pin is absolute, As
the Knight is not guarded, and
cannot be guarded, White wins
the piece by playing Rook takes
Knight,

The white Rook is pinned

by the black Bishop. The
pin iz not abszolute, but if the
Rook moves the Queen will be
expozed to capture, Black can
win the exchange by playing
BxR. A qualitative gain in ma-
terial can always be won when
4 Rook or Queen is pinned by
a4 Bishop, or when a Queen is
pinned by a Rook,
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Similar to the position of

diagram 4, but now the pin-
ned HKnight is guarded by a
Pawn instead of a Rook, The
defenze 18 outnumbered 2 to 1,
but Black can afford to recap-
ture when White plays KixKt
or BxKt, In zituations like this,
the attacker cannot win the
pinned piece outright, but can
win the guarding fawn,

An E}::—LIT:[JI& {JI “piling up”
with a concentrated attack
by =everal piecez on a pinned

man—a common method of ex-

ploiting a pin to win material.
Here, White's pinned Bishop is
the target and cannot escape,

The Bishop is lost as the de-

fense iz outnumbered 3 to 2.
Black wins the piece after 1...
RxBch; 2 RxR, RxHeh,
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Anthl methﬂd iz to render

one ol the guards helpless
by pinning it. Here, Black's Kt
(at KB3) is pinned and is also
attacked by the white Knight,.
White wins a piece by playing
BxKt, attacking the Queen, The
Queen dare not recapture and
the other black Knight cannot
recapture because it is also
pinned,
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The blacl{ Hlﬁhl‘.}p is [Jlnlled
¥ by the white Queen, cannot
move away. Black has guarded
his Bishop with a Pawn, which
prevents White from playing
WBxB; but White has attacked
the helpless Bishop with a
Pawn and can win the piece by
plaving PxB., A pinned piece
ig - always vulnerable to attack

The btack Knlght is pinned

by the white Bishop, The
pinned unit is guarded by a
Rook, but White has attacked
it with another piece and now
the defense is outnumbered,
The pinned Knizht is attacked
twice, defended once, White
wing a piece by playing BxKt
or KitxKt, If Black recaptures
he loses his Rook,
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by a Pawn in this manner.
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™ White's pinned nght is
{ alsp attacked by a Rook.
The delfense is not outnumbered
buit the Queen is worth more
than the combined value of

both attacking pieces. If Black
plays ExKt, White loses the Kt
a8 his Queen is too valuable to
recapture; but Black can force
the recapture and win Q for R
by playing BxKteh instead,

Black’a nght 13 pinned

and cannot move, However,
it is guarded by a Bishop, How
can White exploit this pin to
win material? By capturing the
guard! After 1 RxDBech, PxR;
2 RxKtch, White has gained
two minor pieces for a Rook,
This method of winning mate-
rial by capturing a guard oc-
curs frequently in games,
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1 qt]” another metlmd iz to

block the guard of a pin-
ned piece, Here, the white Rook
(on the QKt file), is pinned by

the black Queen, but is guarded
by the other Rook,
can play B-Bb,

and blocking the guard,

permitting QxR.

But Black
placing his
Bishop between the two Rooks
The
pinned Rook is then en prise,

11 Finally, the gurud DI a
pinned piece can be
forced to move away and leave
the piece unprotected, Here,
Black’s pinned Bishop is at-
tacked twice, defended twice,
but White iz also threatening
Lthe defending Queen with his
Rook on the @-file, The black
Queen must move away and
then the Bishop falls,

f 2 s
/f // /fﬁ% /
Very common methnd

]-2 winning material is
show n 1n this example, White
wing a piece by playing RxB.
The black Pawn cannot recap-
ture because it is pinned, Play-
ers often lose material in this
way because they forget that
the threatened piece is not
guarded when the “puard” is
pinned and cannoi recapture,
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COMBINATIONS WITH PINS

A knowledge of the basic methods by which pins can
be used to win material will enable vou to look for oppor-
tunities to produce these sitnations on the chessboard.
You need hardly expect to find elementary material-
winning positions prepared for you by your opponent.
For instance, only a weak adversary will leave his King
and Queen exposed on an open file or diagonal and 1nvite
you to pin the Queen with vour Rook or Bishop. But if
yvou know what you are looking for, you will be able to
search beneath the surface of an apparently harmless
position and perhaps find that you are able to bring about
one of these basic pinning situations and win material.
You may be able to accomplish this by making an ex-
change, or sacrificing a piece, or by means of a series of
forced moves—by “making a combination’ as it is called.

sSome 1llustrations of how this is done are presented
on these pages. The examples are taken from games,
each with two diagrams showing the “before and after”
_posifions. The original position may seem intricate, but
note how it can be simplified by forced moves and reduced
to a basic material-winning position.

¢
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1 Black to play and win a

piece, Nothing is pinned
but DBlack can florce a hbasic,
material-winning pin by means
of exchanges, When the oppon-
ent’s King is not castled, look
for opportunities to open the
King's file and pin an epemy
piece with vour Rook, Can vou
visualize the exchanges that
wili accomplish this?
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2 Black to play and win the
exthange, Again nothing

is pinned, but Black can force

il et

White into a pin which will
cost him the exchange, Thisg
i a fairly simple example of

a pin by subsiitution A pin is
produced by exchanging a piece
and forcing the opponent to
recapture with a piece which
can bhe pinned,
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% White to play and win the
. exchange, Oflhand, there
seems no way to win material,
But you must probe the possi-
hilities of each position. The
white Bishop is attacking the
King “through”™ a Pawn, Can
this be exploited—perhaps by a
sacrifice? If so, is there a forced
continuation that wins?
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1 This position is reached

alter 1., KixKi; 2 PxK{,
3 BxB, KR-K1, By this
forced exchanges,
Black has produced a basic
pinning situation, The white
Bishop, pinned to the King is
unguarded and cannot be guard-
ed. Alter any move by White,
Black wins the plece with 4., ..
x5,

BxIKt;
ceries of

4 White te play and win a

A piece, The black DBishop
iz pinned by (1wo HRooks and
must  remain where it is  fo
proftect the ook behind it, But
how can White win material?
The Bishop iz attacked three
times (by 2 DIooks & DBishop)
but detfended three times (bhy
2 Rooks & Queen), The piece
is apparently sale,
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2 Black has p