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Preface

Had it not been for Chess I should never have met some
of the outstanding men and women, in many walks of
life, whose acquaintance has enriched my days. Among
them I count some of my best friends—reason enough for

me to be grateful to the game.

I asked a few of them to write to me why Chess has been
their favorite game through all these years, and I do not
think I could preface this book more fittingly than by
printing their replies.

New York, July 15th, 1941

EDWARD LASKER.
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FROM AN ADVERTISING MAN:

E. T. Gundlach, President of the Advertising Company bearing his
name, was at one time President of the City Club and Chess Cham-
pion of the University Club of Chicago. He is the author of “Old Sox
on Trumpeting” and “Facts and Fetishes in Advertising.”

Dear Mr. Lasker:

From the age of eight to this day I have been a Chess
“fan.” My father played it and my mother played it a great
deal. I prefer it to all other games because it limits the ele-
ment of luck and because it is a game in which strategy and
tactics bring the victory.

When I read your book on. Chess I acquired a new point
of view. I realize now that strategy is paramount, and not tac-
tics. It was an education in Chess and an education in life.
For, your book, besides showing the steps one must take to
reach a certain goal, showed that fuirst of all a plan to reach
that goal must be laid out.

I note that you are publishing another book and I am sure
that Chess players everywhere in the United States and, in
fact, in Europe and Asia will want to know what next Edward
Lasker has to offer on this subject.

Yours sincerely,

E. T. GUNDLACH



10 PREFACE
FROM AN ARTIST:

Everyone who has seen Maximilian Mopp’s unique “Quartet” or
“Symphony Concert” will have gathered that he likes to paint hands.
The picture of his which is reproduced on the jacket represents a
Chess variation of his predilection.

Dear Doctor Lasker:

Confound your Chess! A fat Bishop sat upon my chest all
night! I tried to get him with a mammoth Tank-Rook of mine,
but I could not move and suffered agonies while the Bishop
captured my Rook. When I awoke I saw him lie on the edge
of the board—an insignificant little wooden corpse.

Yes, that is Chess for you! It keeps your phantasy working
even when the game is over. All the same, I always return to
it again, like many of my artist-friends. We have to use our
phantasy so much in our work that the exercise of the imagi-
nation in Chess exerts a fascination hard to resist.

I am sure Chess is of real value to all those who have to
keep their wits sharpened for a struggle. It teaches the ele-
ments important in a fight—the coordinated development of
the forces, their economical employment, the invention of
traps and ambushes—and proves beyond doubt that defence
alone never wins a battle and that victory demands initiative,
foresight and perseverance.

In my home town there was a famous football player who
was also a devotee of Chess. He weighed much less than any
of the other boys on his team, but he saved many a game by
extraordinary combinations which nobody had anticipated.
The inference is obvious.

I wish the generals in this war knew how to play Chess. I
know it would improve their tactics and their strategy.

Yours,

HNémo

MAXIMILIAN MOPP
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FROM A BUSINESSMAN:

Alfred MacArthur is President of the Central Life Insurance Company

- of Illinois. While he probably does not object to being referred to as
the brother-in-law of Helen Hayes, he is better known to the Chess
world as a patron and genial host of Chess masters visiting the “Windy
City.”

My dear Mr. Lasker,

I am glad to see that you are applying yourself to a book
on Chess that emphasizes the potential interest of the game
to a large group of people who erroneously assume that its en-
joyment depends on deep study, years of practice, oceans of
time, and “that kind of a mind.” As a mere nibbler at the great
intellectual feast set out upon the Chess table, I can testify
that the game is a delightful pastime, without any of these
things.

It is a mental gymnasium that benefits the weak as well
as the strong, the toddling mental infant as well as the psyco-
logical Sandow like yourself. It is always there, ready to
meet your mood—the fierce contest if you want it; the dilet-
tante contemplation of a delicately balanced problem if you
wish. A game lost to a friend is of no moment while a game
won does give you a gentle glow once in a while. A Chess
problem is better than solitaire or a cross word puzzle, the
game itself a better contest than Bridge. All together, in my
opinion, this is the real “sport of kings.”

I have heard as criticism that the game is not social. This
is, of course, nonsense. I have found nothing that promoted
domestic felicity as much as studying the game of a great
master, allowing my wife to hold the book and make the op-
ponent’s moves, and then fumbling around until I found the
move that the book calls for. I improved my game somewhat
and the charming partner of my existence passed a pleasant
evening telling me I was wrong 49 times out of 50. This diver-



12 PREFACE

sion is more enjoyable than back seat driving for both parties.

Of course, there are some drawbacks in the game itself.
Unlike Bridge, you have no partner on whom you can blame
the loss of the game. The element of luck is entirely absent!
You have no excuse or alibi. Your own deficiencies stand out
in a very stark and realistic fashion, but you will win now
and then and the boot is on the other foot. A game you can
play by correspondence or from a wheel chair, a pastime in
youth and a comfort in old age, will repay even casual at-
tention and richly reward deeper study.

Very sincerely yours,

Mhae

ALFRED MACARTHUR

FROM A LAWYER:

Huntington Caims, Assistant General Counsel of the Treasury Depart-
ment, is known to Radio audiences as the Chairman of the program
“Invitation to Learning.” He is the author of “Law and the Social
Sciences” and “The Theory of Legal Science.”

Dear Edward Lasker:

It is good to know that you are publishing a new book on
Chess. Your previous volume Chess Strategy taught me much
that I know about the game. Not that I ever play Chess for
blood; that requires the application of a life-time. But Chess
for fun—by which I suppose you mean games based on mere
skill as opposed to games based on knowledge as to what the
Chess masters have done—is for me in my declining years
still a great source of pleasure, and, with the game of Go, my
favorite relaxation.

Chess mastery, except perhaps for the phenomenally
oifted, demands, I think, nothing less than the unremitting
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concentration of the full energies of those who would achieve
it. In this respect Chess is no different from any other occupa-
tion. It has its men of supreme genius but even they, if they
would reach the superlative—to use a phrase of Justice
Holmes—must give the best that is in them. The satisfactions,
no doubt, are rewarding; but they can be won only by un-
stinting effort.

Chess for fun is an altogether different world. It is a part
of the world of play. That is to say, in accordance with the
theory of play put forward by Schiller, it represents expendi-
ture of energy in exuberant and unnecessary ways. In that
realm the demonic power of Chess for blood, which makes
an exhausted man of a Zuckertort at twenty-four, no longer
exerts its malignant force. The amateur plays Chess for fun
for the same reason that he dances and sings, shouts and
capers; he is discharging an excess of vigor. Since he has
nothing at stake, his play will not be marked by neurotic
intensity. He may exhibit a mild interest in the games of ex-
perts, but he will hardly be connoisseur enough to detect the
elements of Classicism and Romanticism which some ob-
servers have found in modern play. He will take it, in short,
simply for what it is—one of the best games yet devised by
the mind of men.

The best of luck for Chess for Fun and Chess for Blood.

Yours ever,

HUNTINGTON CAIRNS
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FROM A MATHEMATICIAN:

Horace C. Levinson, Ph.D., mathematician and astronomer, is Treas-
urer of L. Bamberger & Co. He is the author of “The Law of Gravita-
tion in Relativity” and “Your Chance to Win.”

Dear Edward:

Not long after receiving your note asking for a line or two
on the subject of Chess I was forcibly reminded of it by a
rather curious coincidence. A letter arrived from one of my
earliest friends of the Chess board, whom I had not seen in
twenty-five years. He suggested that since he had just found
out that he and I were only a short distance apart, we meet
again and perhaps have a friendly game of Chess.

Chess suggests so many things that it may be best to limit
oneself to one. The phase of the game that perhaps has al-
ways appealed to me the most is what one might call its
aesthetic content. The emotion aroused by a superlative
series of moves is related to that aroused by a work of art
or a beautiful mathematical theorem. There are the same
elements of economy, simplicity emerging from complexity,
harmony and power.

I feel that I owe a great debt to the game of Chess for
helping me, during my formative years, to attain a sharper
appreciation of such things. I recall (without quite believing
it now) that when in high school I frequently got up an hour
earlier than necessary in order to play over games from one
of the books, and I have very naturally always preferred such
games, from the standpoint of aesthetics, to those in which
I was one of the combatants.

Yours as always,

HORACE C. LEVINSON
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FROM A MUSICIAN:

Mischa Elman needs no introduction as master of the violin; but com-
paratively few people know of his prowess on the Chess board.

Dear Edward,

I think one reason why Chess appeals so much to musicians
is that playing it is like composing; and to the pleasure of
creating your own harmonies there is added the excitement of
a struggle.

To me it has always seemed that Chess is a game closely re-
lated to life itself. It teaches you how to coordinate reason
with instinct. It teaches you to be responsible for your own
mistakes. It teaches you not to underestimate the other fellow
at any time, if you wish to survive. It teaches you to accept
defeat with a smile and to realize that a Pawn cannot always
become a Queen, and that not everybody can become a
Lasker,

With best greetings,

MISCHA ELMAN

FROM A PHILOSOPHER:

Ernst Cassirer, Visiting Professor of Philosophy at Yale, holds honorary
degrees from the Universities of Glasgow and Goeteborg. Among the
many books he has written best known are “Philosophy of Symbolic
Form” and “Substance and Function.”

Dear Edward Lasker:

You ask me a difficult question; and if you expect an answer
from the philosopher rather than from the old friend, I am
afraid I have to disappoint you.

“Rerum cognoscere causas —ito know and to understand
the reasons of things, according to Lucretius, is the principal
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task of philosophy. But a philosopher is rarely inclined to
analyze his feelings and predilections. Like all others, he is in
the habit of taking his personal inclinations for granted. For
this reason I had really never asked myself why of all the
games in the world I liked Chess best. When, after receiving
your letter, I considered this question, the answer seemed at
first simple and obvious. Does not Chess satisfy the demands
of our intellect in the highest degreeP? Nothing is left to
chance; the consequences of every move obey definite rules;
and thus reason and logic triumph.

But this explanation, flattering as it may be, unfortunately
does not apply in my case, though it may hold good in the
case of Chess masters. It seems paradoxical, but the reasons
for my love of Chess are not only different from but probably
even opposed to those of a Chess master.

The master has to solve a definite problem and concen-
trates on it with the greatest thoroughness and penetration,
But all this would be lost effort for a poor amateur like me. I
know very well that even after having done my best to find
out the strongest move, I cannot ’rely upon my reamniﬂg. I
have to confide in that mysterious and unfathomable power
that we may call the “Fate of Chess.” Sometimes that goddess
smiles upon me graciously, and sometimes she works against
me.

However, I feel by no means discouraged by the uncer-
tainty which threatens me on every move. On the contrary,
I find in that uncertainty a particular charm—the charm of
the “imprévu,” which according to Stendhal is one of the
greatest.

I think it is just this opposition to his usual way of think-
ing and feeling which makes a game of Chess so enjoyable to
a scientist and a philosopher. Both of them would undoubt-
edly be much ashamed if in their own fields of investigation
they made such glaring mistakes as they constantly commit
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when playing Chess. But here they do not feel the same re-
sponsibility. A game of Chess means to them a new and
happy freedom of mind. They may know the strict general
rules of Chess strategy, but they often indulge in all sorts of
hazardous combinations, consciously violating the rules, but
feeling happy in the carefree play of their imagination.

In this freedom, I think, lies the aesthetic quality of Chess.
A good game does not only satisfy our sense of logic, but also
our desire for beauty. Kant, in his Critique of Judgement, says
that beauty results from “a harmonious interplay of all the
different faculties of the human mind.” When judgement
and understanding are interwoven with fancy and imagina-
tion, helping and completing each other, there arises that
perfect harmony of mind and sense perception, which is the
outstanding feature of our feeling of beauty. We may apply
this criterion of beauty very well to a game of Chess. Here
too, understanding and imagination are constantly cooperat-
ing and, in a certain sense, correcting each other. Thus the
pleasure we feel in playing Chess is perhaps a rather com-
plicated phenomenon which arises from various sources, but
this multiplicity, no doubt, enhances our pleasure.

Chess has often been condemned as one-sided. I con-
sider this accusation quite unfounded and believe, on the
contrary, that it is just the many-sidedness of Chess which
gives it its high rank.

I am not certain, my dear Edward, whether you will agree
with me in this appreciation and justification of Chess, or
whether you will consider it a travesty on the real art of the
game. But I could only describe to you my own way of play-
ing and enjoying Chess, though it may appear to you as a
very amateurish conception. As a matter of fact, when en-
gaged in a game, I always have the secret feeling that I am
not playing Chess, but that I am playing with the thought
and the ideal of being a Chess master, an ideal which I can
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never attain but which, nevertheless, like other unfilled ideals
and desires, gives me the greatest satisfaction.

I am awaiting the appearance of your new book with much
interest; without doubt it will give me the same pleasure as
your Chess Strategy which I read about twenty-five years
ago.

With kind regards,

Yours,

A N

ERNST CASSIRER

FROM A PHYSICIST:

John R. Bowman, Ph.D., is doing research work at the Mellon Insti-
tute in Pittsburgh. In building his Mass-Spectrograph he solved
problems the difficulty of which can hardly be matched on the
Chess board. He also wrote a book on beetles, entitled “The Psela-
phidae of North America,”

Dear Ed:

To me Chess is not a scientific game. That term should be
confined to ones like Dominoes and Backgammon. Such
games may be completely understood, because they are gov-
erned by definite laws which may be used for the determina-
tion of the best play in any given situation. Consequently,
perfect play is attainable, individual skill is non-existent, and
chance, in cumbersome disguise, is the controlling influence.

The perfect game of Chess has not yet been played, and
never will be by a human mind. Basically, the game is as re-
solvable as tic-tack-toe, but the complete analysis is of such
nearly infinite magnitude that formulation is impossible. It is
this impossibility of knowing the best move that raises Chess
from a scientific game to an art, a medium of individual ex-
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pression. Excluding athletic competitions, Chess is one of the
very few games of skill in the true sense of the word.

Not that the game is unscientific. It, like all the other arts,
lies in an abstract matrix of law. Like in the other arts, we
cannot comprehend all of these laws, but we can classify
them and generalize. The understanding of these generaliza-
tions, the underlying principles of the game, is the stock-in-
trade of the master player, without which strong play is im-
possible. But such an understanding is not sufficient; more is
required than technique and knowledge of harmony to make
a musician. The generalizations are neither complete nor in-
fallible, and the player must exercise imaginative judgement,
a fruit of experience, to make what seems to him the best
move. This necessity for self-expression makes Chess a living
art, and one of the finest intellectual games.

Yours sincerely,

R e

JOHN R. BOWMAN
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FROM A WOMAN:

This heading may seem somewhat comprehensive; but Leonore Gallet,
who graduated from High School at the age of 12 and was awarded
a scholarship by the famous teacher of Violinists, Leopold Auer, when
14, excels in more than one ficld and is thus well qualified to give the
Woman’s viewpoint.

Dear Edward,

Until I received your letter I had never considered why 1
liked Chess. I just enjoyed playing it; perhaps because in
Chess at least, as distinguished from life, the Queen is given
greater freedom and power than the King.

Speaking seriously, the appeal probably stems from the
fact that Chess lets one enter a realm of phantasy in which one
can carry out the things she dreams about without being
hampered by the limitations imposed upon women in most
fields of endeavor.

I don’t consider it possible for any woman, though, to be-
come a Chess master. She won’t be able to keep her mind on
the game long enough without letting her thoughts wander.
When she thinks of a beautiful move she is liable to think
also about how beautiful she looks in making it. Then there
is that sale she saw advertised! Oh, and so many other things!

You always say Chess trains one to concentrate. I don’t

believe a word of it!
Yours sincerely,

Y o

LEONORE GALLET
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%MA *~ESS IS A LOT OF FUN
if you bring to it the right attitude and a sense of humor.
Of course, what is considered fun depends a good deal
on the intellectual level and the emotional make-up of
. the person to be amused, just as in any other type of
recreation. I recall a nice comparison a friend of mine
once drew between the fun in Chess and the pleasure a
smoker derives from his cigarette. One man will smoke
one after another just for the kick he gets out of the taste.
Another—an artist perhaps—will blow rings and enjoy
the various shapes they assume and associate them with
forms he has used or might use some day in his work. A
scientist, watching the ashes on his cigarette grow longer
and longer, might muse on the transformations of energy
or the chemical changes taking place in that little roll of
tobacco.
25
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Similarly, there are Chess players who play game after
game just for the fight there is in them. To others, the
beauty of a combination, the crystal clear logic of a ma-
neuver carried through, appeals more than mere victory.
A scientist might be intrigued by discovering in the game
curious applications of physical laws which govern the
conversion of potential into kinetic energy as the various
Chessmen execute their threats. The military strategist
might draw parallels between the applications of his
maxims to real war and to the bloodless battle on the
Chess board.

When it comes to getting fun out of Chess it does not
really matter how well you play. If you do not like to be
beaten with monotonous regularity you can always find
someone who plays as badly as you do. And you can
gloat over your victories and find excuses for your defeats
in much the same manner as has been practised since
dim antiquity by players much better than yourself—not
excluding some of the masters of the game.

There are people who consider playing any game, in-
cluding Chess, pure waste of time. I cannot help smiling
when I hear someone voice that opinion. It makes me
think of a fine remark with which Clarence Darrow in-
troduced a talk on his favorite books. He said: “We are
born and we die; and between these two most important
events of our lives more or less time elapses which we
have to waste somehow or other. In the end it does not
seem to matter much whether we have done so in making
money, or practising law, or reading, or playing, or in any
other way, as long as we felt we were deriving a maxi-
mum of happiness out of our doings.”

I quite agree with him. I do not blame anyone for



CHESS AMENITIES 27

wasting his time the way he likes it best; although, of
course, it is my private opinion that my own time-wasting
plan, which includes a moderate dose of Chess, is the
best.

If an Einstein thinks playing games too trivial I can ap-
preciate it. The truly great ones of this world have good
reason to be jealous of their every minute, for mankind’s
progress is bound up with their endeavor. But the dis-
dain of games in the average mortal is apt to indicate
merely a somewhat unbalanced opinion of the importance
of things.

When I was very young I took Chess very seriously.
Morning, noon and night I toiled to gain the knowledge
which would equip me for the arduous road to master-
ship. My mother, to me quite inconceivably, did not share
my view that there could be no higher task than to be-
come a master of the Royal game. What my best friends
said to me, in unmincing terms, when due to too much
Chess it took me two years longer than it should have to
graduate from the university, was not so flattering either.

However, I do not really regret that I spent much more
time at Chess than I would counsel parents today to let
their children take away from school work. For it was
Chess which helped me out of the concentration camps
of Europe during the first World War and took me to the
United States; and it was Chess again through which I
made most worth while contacts in my new country and
in a score of years found many cherished friends. Too
bad that some of them have gone where Chess no longer
relieves monotony!

What pleasure it was, to see Michelson, the famous
physicist, completely abandon himself at Chess which he
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played as badly as he played it passionately! What fun to
argue with Arthur Brisbane about the value of Chess as
training tor the mind! I knew, although he never con-
fessed it to me, that at one time he was so completely
hypnotized by the game that he played it nights on end
and was finally faced by the decision to give up either
Chess or writing. He was fond of quoting the story of
three newsboys who worked together in Detroit. One of
them liked to play Chess; the other two preferred shoot-
ing dice. Twenty years later the boy who played Chess
owned a newspaper while the other two had landed in
jail. Brisbane would not concede that Chess had helped
shaping the mental qualities of the newspaper owner. He
said the boy had evidently had a good mind to start with
or he would not have been attracted to Chess. I took the
opposite stand, but I forget who won the argument.

While I said that the fun derived from playing Chess
depends a good deal upon the mental make-up of the
player, I am not blind to the fact that winning the game
gives almost every one the greatest pleasure. The man-
ner in which victory is achieved, whether by a beautiful
combination or by brutal slaughter, seems to be only a
secondary consideration. In the heat of battle the furtive
—if unconscious—thought arises even in a scientist’s
mind, that the outcome might be teasingly used against
him as a comparative measure of intelligence. After cool-
ing down he would reject such thought with justified
amusement.

After all, in a two-handed game there can be only one
winner, and it is not necessarily always the better player
who wins. He might be lured into a combination which
turns out wrong though it would have been very beauti-
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ful had it worked out as intended. This should be suffi-

cient solace; and the means other than skill—sometimes
amusing and sometimes otherwise—which have been
employed, and are still being employed here and there
among Chess players to assure themselves of victory,
seem highly dubious.

Damiano and Ruy Lopez, the top-ranking players of
Italy and Spain in the sixteenth century, both recom-
mended in their text books, without a trace of humor,
that their students should always try to place the board
so that the sun or the lamp would shine into their op-
ponent’s eyes! I regret that similar indelicate attempts
‘at disconcerting the adversary have not altogether dis-
appeared from Chess in our day. I remember receiving
a challenge for a match from a player, accompanied by
‘elaborate conditions, one of which was that he could
smoke as much as he liked and keep the windows of the
play room closed. Evidently he had heard that I was al-
lergic to the substitution of nicotine for oxygen.
~ Fortunately less obvious methods have gradually
gained favor, and though some players have quite a rep-
utation for talking, whistling or singing their adversary
out of a game, we are today inclined to consider it merely
an unconscious outburst of cheerfulness on the part of
our opponent, if he hums snatches of his favorite airs
during a game and drums with his fingers on the table by
way of accompaniment.

If you are fond of music you might even like that
type of accompaniment to your play. But when playing
in a club, where other games besides your own are in
progress, it is necessary to consider among other things
that musical tastes differ.
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I hope I may be forgiven for taking this opportunity
of recording a delightful conversation I once overheard,
between two players who daily frequented the Man-
hattan Chess Club in New York. One of them, a young
Canadian, used to whistle the theme of the Andante of
Beethoven’s violin concerto whenever he had a good
position. Since he was one of the strongest players in the
Club, most of its members had ample occasion to famil:
iarize themselves with this Beethoven theme. The other
player was a Supreme Court Judge with literary leanings,
who, when he felt he had the better of the game, rarely
omitted a chance to comment upon a move with a
Shakespearean quotation. When attacking a piece he
would say: “Get thee gone, Mortimer, get thee gone!”
and when his own Queen was attacked he would ask:
“Why appear you with this ridiculous boldness before
Mylady?”

One day an ominous silence reigned at the Judge’s
table, while the Canadian, on the neighboring table, re-
peated the glorious Beethoven melody. over and over
with increasing enthusiasm. Finally the Judge growled:
“Change the tune, Sir! It makes me lose my game!” The
Canadian was startled into silence. Then he grew pensive
and after fully a minute or two he turned and replied:
“No, it’s too good to be changed!”

Unfortunately, arguments among Chess players are
not always so good-natured, and bad sportsmanship is
no less common in Chess than in other contests. The de-
gree to which it is sometimes carried in tournaments is
indeed quite appalling. Some contestants think nothing
of showing adjourned positions to stronger players and
asking their advice. In fact, they have grown so accus-
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tomed to this unfair practice they are almost no longer
capable of realizing that what they do is just plain cheat-
ing, whether sanctioned by usage or not.

I am glad to say, however, that the disease of bad
sportsmanship is usually encountered in much less malig-
nant form. It is true, you are almost sure to come up
against the player who, no matter how often or how
badly he loses, will always prove to you after the game is
over that he could have won with ease; or against the
player who after losing two or three games will discover
a splitting headache which made it impossible for him to
concentrate. Well, you need not be overly alarmed at the
state of health of the latter, nor need you argue much
with the former. Just beat him once morel!

To bad losers I can give only this advice: Avoid Chess,
for you will be beaten very frequently! If you must play
the game and you feel the urge to explain away a loss,
consider the temptation for your opponent to do the same
thing should you win the next encounter. Or, console
yourself with the reply a friend of mine once gave a mem-
ber of his club who wailed how many won games he had
thrown away that evening. He said: “Don't take it so
hard! The Chess players are all complaining this year!”

Unsporting behavior among masters, I readily admit,
is often due only to nervous tension on the part of the
players and may be dismissed with a smile. I recall a most
amusing incident of this kind which occurred in an off-
hand game between Nimzovich and Emanuel Lasker in
Berlin. Nimzovich was very sensitive to smoke. Lasker,
on the other hand, used to smoke one cigar after another
while playing. However, he had consented good-na-
turedly not to smoke during this particular game. To Nim-
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zovich's amazement he pulled out a big cigar after hardly
five or six moves had been made, bit off the end and put
it in his mouth. Nimzovich jumped up from his chair and
excitedly protested to the umpire: “Lasker made an ar-
rangement with me not to smoke and now look what he
is doing!” The umpire looked and said: “Well, he is not
smoking! The cigar is not lit!” “Ah!” retorted Nimzovich,
“But he threatens to smoke! And you know yourself that
Lasker has often said he considers a threat stronger than
its execution!”

It is hardly necessary to emphasize that while a good,
hard fight is what most players enjoy best, all fighting
should be strictly confined to the Chess board. Only if you
can ascribe your victory to your intelligent and coura-
geous play rather than to trickery, can you enjoy it with-
out secret misgivings. It would be a mistake, of course, to
think that courage and intelligence are all that is needed
to make a good Chess player. A little work is also required,
as in any other endeavor which is really worth while.
This is what almost every beginner fails to consider. As
soon as he has learned how the Chessmen move, he wants
to play a game. He does not realize that such an attempt
is as hopeless as it would be for a music student to write
a symphony after he has barely acquainted himself with
the tone qualities of the different instruments. To become
a composer a musician must be thoroughly familiar with
the capabilities of each instrument and with the varied ef-
fects obtainable through their combination; and to be able
to play a real game of Chess the beginner must first learn
what each piece can accomplish by itself and in combina-
tion with others.

It is quite true that both can probably gain a great deal
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of the necessary knowledge through trial and error and
since, in fact, this groping in the dark is very pleasant I
would not think of discouraging it.

Although almost all games of beginners present a cha-
otic mix-up of disconnected combinations, some method
seems discernible in this madness. Common to all of them
we note an early urge to storm forward with the Pawns.
From their inferiority the beginner does not follow that it
must be preferable to utilize the greater fighting power
of his own pieces, but he tries to attack and catch his op-
ponent’s pieces with his Pawns in an attempt to diminish
the fighting power of the adversary. In any case, he makes
his combinations usually in the hope that the opponent
will not see them, and in turn pays very little attention to
the latter's moves. After he has lost most of his Pawns, he
turns to his officers. He is always partial to the Queen and
the Knight. To the Queen on account of her tremendous
mobility, and to the Knight on account of his crooked
jump which seems particularly suited to surprise the en-
emy. With one move he plans to win a piece, with the
next to drive the hostile King into a mating net, no matter
how many defensive forces bar the way, and so the game
progresses, planless but exciting.

Gradually the beginner learns to anticipate certain con-
stellations of pieces which have often proved fatal to him;
he recognizes threats and begins to calculate more cor-
rectly. However, this empirical method naturally involves
a considerable waste of time, which can be avoided by
studying these dangerous combinations trom a book pre-
senting them in condensed form.

It might be argued that so many thousands of combina-
tions are possible on the Chess board that it would be
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a hopeless task to catalogue them all. In reality, however,
comparatively tew of all possible combinations have a
chance to occur in an actual game, and it is surprisingly
simple to classify them in categories which can be readily
remembered.

I have tried to illustrate these types in Chapters 3 and
4 in an informal manner which I felt would prove more
amusing than a painstaking analysis but would in the end
accomplish the same purpose.

After absorbing how the different pieces cooperate in
these combinations, a player could conduct a whole
game more or less intelligently; however, he would still
find himself severely handicapped when meeting an op-
ponent of equally limited experience but who under-
stands the fundamental principles of Chess strategy.
These principles govern all maneuvers on the Chess
board and their grasp is essential if one is to recognize
the most promising of the several plans which occur to
a player on almost every move and which sometimes
seem equally tempting to him.

It is really the comprehension of these principles
which characterizes the difference between a strong and
a weak player. An attempt to find out the laws of Chess
strategy from personal experience in playing innumera-
ble games is almost sure to result in failure. Acquainting
oneself with them through a book which summarizes the
distilled experience of generations of masters will nat-
urally again save a tremendous amount of effort. I have
devoted Chapter 5 to such a summary while illustrating
the application of the strategic principles to actual games
in Chapter 6.

Those who derive pleasure from subtle combinations,
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even when there is no likelihood that they will ever oc-
cur in a game, will enjoy Chapter 7 in which the princi-
pal types of problems are discussed.

I have purposely not devoted a special chapter to list-
ing the different openings, an analysis of which forms
the essence of most older Chess books. Their proper
treatment is merely indicated during the discussion of
strategic principles. Their thorough study certainly does
not belong under the heading of fun, though it may help
some players to acquire mechanically the art of opening
their game in a style far above their real strength. How-
ever, once their recollection of “book-moves” is ex-
hausted, they usually go to pieces if opposed by a player
of genuine talent for the game, who knows no analyzed
variations but who fights most nobly if he can stagger
through the opening without falling into a trap.

In the exposition of combinatory play as well as in the
discussion of the general principles governing positional
maneuvers I have tried to avoid all appeal to memory.
A mere perusal of these pages—preferably with another
player across the Chess board—will give a talented
student all he needs to progress rapidly by himself. To
those who do not care to devote to Chess the study it
takes to become a truly strong player, it will at least con-
vey an understanding of the motives behind the moves
of the masters, and it will thus contribute to their enjoy-
ment of the game.

When playing with stronger players for the fun and
excitement of the battle rather than for the sake of in-
struction, reasonable odds will make the chances even
enough to give the weaker player the pleasure of oc-
casional victory. However, there is no sense in making
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the odds so great that only an outright blunder can lose
the game. I should not recommend odds of more than
a Knight or at most a Rook. It is quite likely that here
and there you will win even with insufficient odds against
a much stronger player, because trusting in his superior
skill he will often try sacrificing combinations which are
unsound. When you have weathered the storm and find
yourself with an advantage in material which should be
decisive, do not attempt an early checkmate. Play with
the same care as if you had no advantage. Remember
your opponent sees everything you see and probably
much more. Consider any advanced Pawns of his as po-
tential Queens and do away with them first, before pro-
ceeding against the King. The game may thus last longer,
but winning is a very pleasant pastime.
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qualities make a good Chess player. In answering
this question I would have to draw the same line of dis-
tinction which is indicated by the title of this book. No
mysterious qualities such as great subtlety or a mathe-
matical mind are required to play the “Chess for fun”
type of the game tolerably well. As in any other mental
activity, intelligence and imagination are the best assets.

What qualities a Chess player must have to become a
master of the game is quite a different story. An excellent
memory and great power of concentration are indispen-
sable for him, and to some degree at least he must pos-
sess the creative ability we find in the real artist and
scientist, who combines known elements into ever chang-
ing unexpected new forms.

Ernst Cassirer once said to me jokingly that what
37
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Chess has in common with Science and Fine Art is its
utter uselessness. I am sure I discerned a note of praise .
in this remark which was not unconscious. If one were
to condemn Chess just because it is useless in the utili-
tarian sense of the word, one might, on the same basis,
reject all but commercial art and many branches of
higher mathematics which can hardly have any prac-
tical application.

I believe comparatively few people realize that, as
paradoxical as it sounds, not only the artist but also the
scientist, particularly the mathematician, often gets most
pleasure out of working on very “impractical” problems.
These may thrill him just because their solutions guide
him into unexpected beautiful pathways, and whether
or not they are useful would be the least of his concerns.

Somehow mankind has always acknowledged this
search after truth and beauty as great and noble, no mat-
ter how useless it may be. If we look into the hall of im-
mortal fame, whom do we find? Outside of a few arch-
rascals such as Alexander, Caesar and Napoleon who
won their fame through the grand manner in which they
sacrificed thousands of lives in war, we find only scien-
tists, artists and writers. |

Far be it from me to claim this exalted place also for
Chess masters. But the truly great ones among them
are certainly endowed with the same mental faculties
which distinguish great artists and great scientists,
though public opinion usually thinks of a Chess master
rather as an outstanding figure in the world of sports.
The reason is that people in general misunderstand the
mental processes of the Chess master as completely as
they do those of the mathematician.
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Wealthy industrialists may endow chairs of mathe-
matics at our universities; but I am sure most of them do
this only because they esteem the scientific qualities of
the mathematician’s mind which distinguish him from
the rest of us and which should be valuable to industry;
they probably would care little about the artistic quali-
ties which his mind may have, but which the mathema-
tician himself prizes much more. In fact, I have the
suspicion that there would be little inclination to sup-
port the mathematician if it were generally known that
he is usually much happier reveling in “mathematics for
mathematics” sake” than pursuing the solutions of useful
problems. The average person who has little or no ar-
tistic sensibility would hardly appreciate this type of
work, just as he has little patience with “art for art’s
sake.” He looks in art only for representation of life and
nature and does not follow the artist who creates forms
unrelated to them.

This attitude probably explains why the Chess master
is not usually ranked with the great artist or the great
mathematician. Chess certainly seems utterly unrelated
to life, if we disregard its more or less superficial simi-
larity to warfare. It appears to exist solely for its own
sake, and to devote one’s life to Chess—there are quite
a number of people who do—seems the most unpardon-
able waste of vital force.

Still, we cannot help admitting that sometimes Chess
masters display a mental ability which has all the attri-
butes of genius. Emanuel Lasker was as unquestionably
a genius as Gauss, Bach or Van Gogh. But it cannot have
been a specific Chess faculty of his mind which made
him one. Chess was created by man and not by nature,
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and so we cannot be born with an especial gift for Chess.
The Chess mind must naturally be related to other types’
which we are used to recognize in men outstanding in
some of our more essential activities.

The Chess master must have a mind capable of scien-
tific reasoning, just as the mathematician. Scientific rea-
soning rests not merely on logical thought. It also re-
quires that mysterious faculty which we call intuition;
without it no inductive thinking is possible of the kind
that alone produces science, because in no other way
can general laws be conceived which govern an infinity
of special cases.

The same process of inductive thinking is required
of the Chess master. Only if he is able to recognize gen-
eral laws to which all his combinations are subordinate,
can he rise above the class of the majority of Chess
players who rely solely upon their experience and imagi-
nation,

Imagination, to be sure, is one of the most important
requisites of a Chess master. He must be able to visual-
ize positions in his mind before they actually occur, and
he must be able to conceive combinations he has never
seen before. Here we have the link between Chess master
and artist.

Among the arts it is music with which Chess shows a
most obvious relation. Like mathematics, music has
hardly any connection with reality. It does not copy na-
ture and does not necessarily require the experience of .
lite. That is why once in a while Chess prodigies are
born, and mathematical prodigies, and musical prodi-
gies, but never children who can paint or write in a
masterly fashion until they have matured.
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Here we have another striking relation between Chess,
mathematics and music which probably explains why
Chess is the favorite pastime of many mathematicians
and musicians, and of many among the very large num-
ber of people who like music or mathematics.

An interesting difference between them is that while
mathematicians sometimes make very excellent Chess
players musicians hardly ever do. Also, mathematicians
usually like music but musicians do not like mathemat-
ics. What fascinates the musician in Chess is obviously
the opportunity to exercise his imagination freely. In the
parallels with scientific induction he is hardly ever inter-
ested.

I used to play a good deal of Chess with one of the
famous violinists. After losing a game he would never
listen to suggestions how to improve his strength by
checking every idea, no matter how brilliant it seemed
to him, from the point of view of the general strategic
principles. He always wanted to play a new game im-
mediately, to try out new ideas and revel in the realm
of fantasy.

And so, every time we played, we went through veri-
table Chess orgies which thrilled him tremendously but
in which he never consciously improved his game. And
whenever he did win a game he was highly elated by the
thought that he had invented a new combination; and
I never had the heart to tell him that he had not won

because he had played so well but because I had played
so badly.
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Checkmating Combinations

-58E48. WE.N EVERY GAME OF
Chess the players constantly keep two possible courses
before their minds: “Blitzkrieg” attacks aimed at check-
mating the King in the middle of the game, and maneu-
vers designed to gain an advantage in material which
will tell in the ending.

Checkmating attacks, while usually involving a wilder
type of combination, are simpler to understand because
nothing need be considered but the naked task in hand,
that of felling the opposing King. It does not matter
whether in the course of executing this task material is
lost. In fact, more often than not material is sacrificed in
order to denude the King of defensive forces.

In all other types of combinations the situation on
every part of the board must be kept in mind constantly,
to make sure that the advantage sought with the ma-

42
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neuver under consideration may not be offset by a
greater disadvantage in another sector of the battle field.

Let us then first examine the characteristic roles which
the different pieces play in checkmating combinations.
When such combinations take place in the middle-game,
the King to be checkmated is usually located in the cor-
ner or on the Kt sq of the side of the board on which he
has castled, while the King of the winning player is not
actively engaged. A Knight or a Bishop alone, or even in
combination, have rarely occasion to give a checkmate.
The following three examples illustrate practically all
cases of this type which are ever encountered in practice.
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In the position of Diagram 1 White would play 1.
Q—Kt3 ch. Black can only reply K—R, for after K—B
he would be mated through 2. Q—B7. Now White con-
tinues with 2. Kt—B7 ch, forcing the King back to Kt
sq, where he is exposed to a discovered check. In giving
such check the Knight could capture either the Rook or
the Bishop. But White can checkmate in three moves
starting with the double check 3. Kt—R6. After K—R a
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DIAGRAM 1.
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neat Queen sacrifice follows: 4. Q—Kit8 ch. Black is
forced to capture the Queen with the Rook and in that
way to deprive his King of the only flight square.
5. Kt—B7 then checkmates him.

As far as I know the American Master Paul Morphy is
credited with the discovery of this “strangled mate” in
one of his games which at the time made a sensation. To-
day there are few players who are not familiar with it.

In conjunction with a Bishop who controls the squares
Kt7 and R8 the Knight has sometimes an opportunity
to checkmate on R6. Diagram 2 shows a position in
which such a mate is reached after a series of brilliant
sacrifices. This combination actually occurred in a game
played by the famous master Nimzovich when he was
a boy of eighteen. I do not remember the exact position
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DIAGRAM 2.
of the men on the Queen’s wing, but the pieces involved
in the combination were placed as in the diagram.

The idea which came to Nimzovich’s mind was to
play Q—R8 in order to follow up PXQ with Kt—Kt4,
threatening mate on R6. However, Black could then save
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himself with KR—K, securing a flight square for his
King. To avoid this Nimzovitch hatched a beautiful plan.
He played 1. B—KS8 !l This threatens 2. BXP ch, RXB;
8. QXR ch and mate on Kt7, and Black therefore ac-
cepted the sacrifice with QRXB. But now the King's
Rook is hemmed in and after 2. Q—R86, PXQ; 3. Kt—
Kt4 the checkmate on R6 cannot be guarded against.
Incidentally, it would not have helped Black to an-
swer White’s first move with PXB, because White would
then have forced a mate with 2. PXP, threatening 3.
Q—Kt5 ch and 4. Q—Kit7. 2. . ..., K—R does not save
him, since 8. Q—R6, R—KKt; 4. KtXP again mates.
QOur third example shows a mate with the Bishﬂp, sup-
ported by a Knight, which may occur very early in the
opening, and the unsuspecting beginner is not infre-
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DIAGRAM 3,

quently trapped by a combination involving this mate.
The position of Diagram 3 might be reached after the
moves 1. P—K4, P—Q4; 2. PXP, QXP; 3. QKt—B3,
Q—Q; 4. Kt—BS, B—Kt5; 5. B—B4. White now threat-
ens BXP ch, for after KXXB he would regain the piece
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with Kt—KS5 ch and he would be a Pawn to the good.
Black can protect himself with 5. . ..., P—KS3. In a game
which I once played against a rather inexperienced op-
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DIAGRAM 4.

ponent the position of the Diagram was reached and he
continued improperly with 5. . ..., KKt—B3. This does
not defend the threat because after 6. BXP ch, KXB;
7. Kt—XK5 ch White still regains his piece since Black’s
Bishop is attacked twice and defended only once. In the
pame in question I actually played 6. Kt—K5, my op-
ponent captured my Queen, and I checkmated him with
7. BXP. |

Had he looked before jumping at my Queen, he would
have played 6. .. .., B—KS3. He could not have played
B—R4 because I would have simply captured the Bishop
with 7. QX B as after Kt X Q) my Bishop would have again
mated on B7. .

Diagram 4 shows a position which belongs in the same
category, though the checkmating combination is a little
more complicated, involving (as it does) a Bishop and
two Knights. This position is reached very frequently in
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actual games and therefore deserves especial mention.
It is Black’s move, and the advance Kt—Q5 seems
tempting which attacks White’s pinned Knight. How-
ever, White can again offer the sacrifice of his Queen:
After Kt X P Black cannot capture the Queen as BXP ch,
K—K2; and Kt—Q35 mate would follow.

In the great majority of cases mating attacks in the
middle-game with Bishops and Knights are carried out
with the cooperation of the Queen. This is quite natural,
of course, since the Queen is the most powerful piece.
The targets are almost always the King’s Rook’s Pawn
and the King’s Knight’s Pawn as in the majority of games
the King castles on the King’s side of the board. The
Rook’s Pawn is more frequently the object of the on-
slaught because he can be readily attacked by the op-
posing King’s Knight from his natural developing square
KB3. In games in which White's first move P—K4 is
answered with P—K8 (French defense) Black’s Rook’s
Pawn is usually, in addition, attacked by White’s King’s
Bishop, which is well placed on Q3, with his line of in-
fluence readily opened by the advance of the King’s
Pawn to KB5.

Diagram 5 shows a position reached in the French de-
fense rather frequently. It is Black’s move. Castling at
this stage would invite a most dangerous attack because
the Rook’s Pawn would then be defended only by the
King while White’s Bishop is already aiming at it and
White’s Knight and Queen can be brought up rapidly,
too, against this very weak spot. As a matter of fact
White would be able to force a win immediately. He
would begin with 2. BXP ch, sacrificing his Bishop in
order to open the Rook’s file for his Queen. If, instead,
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he started with Kt—KKt5 Black might possibly be able
to defend himself satisfactorily with P—KR3. Black has
the choice between accepting or rejecting the Bishop
sacrifice. Of course, if he rejects it and plays K—R,
White could simply withdraw the Bishop again and re-
main a Pawn ahead. He will therefore carefully examine
whether he can stand White’s onslaught after KXB. The
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consequence would be 3. Kt—XKt5 ch. Again Black has a
choice of moves. He could go back to Kt or come out to
Kt3. He cannot go to R sq because Q—RS3 ch and mate
~on R7 would follow. Neither can he go to R3 because
KtXP would win the Queen through the discovered
check. If he retreats to Kt sq White checkmates in six
moves beginning with 4. Q—RS5. To protect the mate on
R2 Black must reply R—K, whereupon White proceeds
with 5. QXP ch, K—R; 6. Q—R5 ch, K—Kt; 7. Q—R7
ch, K—B; 8. Q—RS8 ch, K—K2; and 9. QXP mate.

It follows that after 3. Kt—Kt5 ch Black must play
K—Kt3. But now 4. Q—Q3 ch, P—B4; 5. Q—Kt3 or
KtXKP or PXP e.p. would give White an overwhelming
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attack which is bound to yield a winning advantage in
material even though Black may avoid a forced mate.
The combination of the moves Kt—KKt5 and Q—
KRS is met with time and again and represents the typi-
cal use of the King’s Knight for a mating attack. The
Queen’s Knight usually finds employment in such at-
tacks either on Q5 or on KB5, after reaching the latter

DIAGRAM 6.

square from QB3 via K2 and KKt3 or from Q2 via KB
and K8 or KKt3. On Q5 the Knight is placed particularly
well if the opposing King’s Knight is pinned on KBS as in
the position of Diagram 6. White’s threat is to make a
breach in the chain of Pawns which protect the King by
exchanging on KB6 and then to plant his Queen on KR86.
If Black, on the move, plays 1. ... ., Kt—Q5, thus imi-
tating White’s maneuver, White would not exchange
immediately, because after 2. BXKt, PXB; 3. Q—Q2
Black could guard his KR3 by K—Kt2 and thereby pre-
vent the cooperation of White’s Queen and Knight. In-
stead, White would play 2. Q—Q2 first. This move can-
not be refuted by BXKt, for White does not recapture
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but carries out his original threat: 3. BXKt. Now PXB
would be followed by Q-—R6 and KitXKBP, winning
- Black’s Queen who must sacrifice herself to stave off the
mate on R2.

On the other hand, Black would lose his Queen also
after 3. ...., Q—Q2. White would continue with 4.
Kt—K7 ch and if Black does not give up the Queen for
the Knight but moves the King White checkmates neatly
with 5. BXP ch, KXB; 6. Q—Kt5 ch, K—R; 7. Q—B6.

From these considerations it is evident that after
White's initial 2. Q—Q2 Black must play something dif-
ferent from BXKt. He might try P—B3 in order to dis-
lodge White's disagreeable Knight. But after 3. KtXKt
ch, PXKt White plays 4. B—R4! and again threatens to
occupy the square KR6 with his Queen. The position
reached is shown in Diagram 7.

DIAGRAM 7.

Black's best defense is probably again 4. ...., K—
Kt2, to prevent White's Queen from cooperating with
the Bishop in the attack on Black’s pinned Pawn. To try
to win a Pawn instead by playing 4. ...., BXKt; 5.
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Q—R6, Kt—XK7 ch; 6. K—R, BXP ch; 7. KXB, Kt—B5
ch; 8. K—R, Kt—Kit3 would be a very dangerous thing
to do, because it would enable White’s Rooks to enter
the battle. We will not discuss this question here because
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DIAGRAM 8.

it involves the understanding of general principles which
we have not as yet stated. Chapter 5 will furnish the ex-
planation.

Diagram 8 illustrates a case in which both the King’s
and Queen’s Knight take part in the assault on the op-
posing King. The most obvious move for White would
be 1. Kt—Kt5, attacking B7 and preparing for the old
favorite Q—RS5. This line of play would indeed be very
strong, for after KtXB; 2. PXKt Black must move his
Knight and it is not very likely that after 3. Q—RS he will
be able to stand the combined attack of the white forces
lined up against him. If he played 2. ... ., Kt—Q, for
example, 3. Q—R5, P—KRS3; and 4. R—KS8 would spell
his early doom. He could not capture the Knight because
5. R—R3 would lead to a mate. If he played BXP, 5. R—
Kt3 would follow, threatening 6. Kt XP ch etc.
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Black’s best chance would be 2. . ..., Kt—K2; 3. Q—
R5, KtXKt; 4. QXRP ch, K—B; 5. QxKt, BXP. But
6. Kt—R7 ch, K—Kt; 7. Q—R5 followed by R—K3
would prove very annoying.

Master Teichmann, who had the position of the Dia-
gram against Schlechter in the great Karlsbad tourna-
- ment of 1911, played more decisively 1. BXP ch | KXB;
2. Kt—Kt5 ch, Black must now go back to Kt sq because
if he came out to B3 White would play 8. KtXP ch,
K—B2; 4. Kt—Kt5 ch, K—B3; 5. Kt XKtP ! and neither
one of the Knights could be captured by Black as Kt—
K6 ch would win the Queen.

After 2. ...., K—Kt White continued 3. Q—R5,
KtxKt; 4. QXP ch, K—B; 5. QXKt ch, K—Kt; 6. Q
Kt6 !l and Black resigned as there is nothing to be done
against the threat R—K3—R3—R8 ch and Q—R7 mate.
Indeed a subtle finish. Had White played 6. R—KS3 then
Black might have been able to hold out by sacrificing
his KtP with P—Kt3 and then interposing his Queen on
Kt2.

Mating attacks in which a Rook makes the final as-
sault after a line has been opened for him through the
- sacrifice of a piece for the Knight’s Pawn or Rook’s Pawn
represent perhaps the most frequent type. Diagram 9
shows a position in which two pieces are sacrificed in
order to open both the Rook’s and the Knight’s file. This
position occurred in a game between Emanuel Lasker
and Bauer at Amsterdam in 1889 and has served as a
brilliant example for combinations in similar cases. The
advantage of White's position lies in the ability of the
King’s Rook to enter the fray via KB3. Lasker started
with 1. Kt—R5, threatening to take twice on KB6 and
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in that way to open the King’s Knight file. After Kt XXt
he did not recapture but immediately tore the Black
King’s position open: 2. BXP ch, KXB; 3. QXKt ch,
K—XKt; 4. BXP !l The point of the combination. Black
is forced to take, because P—B4 is answered by 5. B—
K5 ! with the threat 6. Q—Kt6 ch. Neither 5. ... ., Q—K

DIAGRAM %

would then help, on account of Q—R8 ch and mate on

R7, nor 5. ...., R—B3, on account of R—B3 and R—
Kt3 ch.
After 4. ...., KXB the game proceeded as follows:

5. Q—Kt4 ch, K—R2; 6. R—B3, P—K4; 7. R—RS3 ch,
Q—R3; 8. RXQ ch, KXR; 9. Q—Q7 and White won
another piece.

By a strange coincidence almost exactly the same com-
bination occurred twenty five years later in a game
Nimzovich—Tarrasch at St. Petersburg. Diagram 10
shows the crucial position in that game. Tarrasch played
P—Q5, and after 2. PXP he continued, like Emanuel
Lasker in the position of Diagram 9, BXP ch; 8. KXB,
Q—RS5 ch; 4. K—Kt, BXP ! This time the King cannot
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capture the Bishop at all, as Q—XKit5 ch and R—Q4
would force a mate in few moves. The game proceeded

as follows: 5. P—B3, KR—K | Now KXB would be an-
swered by R—K7 ch and mate in two moves. 6. Kt—K4,

DIAGRAM 10.

Q—RS8 ch; 7. K—B2, BXR. White cannot recapture be-
cause Q—R7 ch would win the Queen. Thus, Black has
already obtained a superiority in material. However,
after White'’s next move the position is still full of tricky
threats and if Black tried to win the ending after sim-
 plitying the game by exchanging Queens with Q—Kt7
ch etc., he would find it by no means easy. Instead, he
plays for a mate and the manner in which he proceeds
is very instructive. It is typical for cases in which the
King is driven out into the open and deserves caretul
study. Diagram 11 shows the position reached after
Black’s seventh move.

White played 8. P—QS5, which opens the long diago-
nal for his Bishop and threatens Q—B3 and Q—Kit7
mate. The reason why Black did not counter this threat
with Q—Kt7 ch and QXQ is that after the exchange his
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Bishop is attacked and il he withdraws then White’s
King returns to B2 whereupon Black cannot prevent the

loss of the exchange through Kt—B6. On the other hand,
if Black, after exchanging Queens, plays P—B4 and

DIAGRAM 11.

takes the Knight in return for his Bishop, White con-
tinues with RXP and his advanced Queen’s Pawn be-
comes quite threatening.

Black’s actual continuation is much stronger: 8. ... .,
P—B4; 9. Q—B3, Q—Kit7 ch; 10. K—K3, RXXt ch !
11. PXR, P—B5 ch. This leads to a forced mate in five
moves. In the heat of the battle Black overlooks a mate
in three through Q—Kt6 etc. 12. KXP, R—B ch; 13.
K—K5, Q—R7 ch; 14. K—K6, R—K ch; 15. K—Q7,
B—Kit4 mate,

The reader will have noticed that in practically all of
the mating attacks discussed the Queen and the majority
of the other pieces of the defending King were placed
too far away to help in time. Positions of this type fairly
invite sacrificial combinations, though experience has
shown that as long as the King’s Knight is on KB3 from
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where he protects the weak square KR2, and as long as
a Rook is handy for defense, it is often extremely dif-
ficult to overwhelm the King even with a greatly superior
force. A massive Pawn wall in front of the King is not
necessarily an adequate defense against an accumula-
tion of hostile pieces. In the position of Diagram 12,
taken from a game Rogosin—Edward Lasker played at
New York 1940, we see such a Pawn wall successtully
demolished in spite of the presence of the protecting
King’s Knight.

A glance at the position shows much greater mo-
bility of the Black forces. The placement of Black’s
Queen and White's King in the same diagonal suggests
the idea to sacrifice the Bishop on Kt6 so that the Queen
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DIAGRAM 14

can take the King’s Pawn with check after White has
captured the Bishop. Then Black’s Knight can cooperate
from Ki5. "

But what if after 1. ...., BXP; 2. PXB, QXP ch; 3.
K—R, Kt—Kt5 White defends the check threatened on
his KB2 by 4. R—Q27 In answer to Q—R3 ch White



CHECKMATING COMBINATIONS 57

would move to Kt sq and R—K6 followed by RXXt
would be no real threat because in recapturing with his
Knight's Pawn White would be defending his KR2 with
his Rook. I was just about ready to abandon the idea of
the Bishop sacrifice when it occurred to me that I could
lure the protecting King’s Knight away with the Rook
sacrifice 4. . ..., R—K4 !l Lure is not really the word,
for White must accept the proffered gift. The threat is
5. ...., R—R4 ch, 6. Kt—R4, RXKt ch; 7. PXR,
O—Kt6; 8. K—Kt, O—R7 ch; 9. K—B, O—RS ch; 10.
K—K2, QXKtP ch; 11. K—K (Not K—Q because of
Kt—K6 ch followed by Q—Kt8 ch and mate through
either B—Kt5 or QXR) Q—XKit8 ch; 12. B—B, R—K ch;
13. RB—K2, RXR ch; 14. KXR, Q—K6 ch; 15. K—0Q,
Kt—B7 ch; 16. K—B2, B—B4 ch; 17. B—Q8 and QX B
mate.

Evidently my opponent saw this forced mate too, for
he played 5. Kt XR. While I can now attack his King
with my Queen and Knight in the same manner as just
indicated, his Knight blocks the King’s file and protects
the square Kt4. The position reached at this stage is
given in Diagram 18.

White is a Rook and a Knight ahead, but he has a
Rook, a Knight and the Queen practically out of play,
so that Black in reality attacks with a greater force than
White can muster for defense. The game continued:
5 en. , Q—R3 ch; 6. K—Kt, Q—R7 ch; 7. K—B, Q—RS8
ch; 8. K—K2, QXP ch; 9. K—0Q, Kt—K86 ch; 10. K—K,
QXP ch; 11. K—K2, QXKt; 12. K—B2.

The great temptation was now to play Q—R7 ch,
sacrificing the Knight also. After 13. KXKt, Q—Kt6 ch;
14. K—Q4, Q—B5 ch, however, I could not see a deci-
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sive continuation in case White should give up the
Bishop with 15. B—K4. Neither could I see a forced

mate after 13. ...., R—K ch, 14. K—B3.
I therefore chose the safer Q—B5 ch; 13. K—XKt,

DIAGRAM 13.

Q—XK1t6 ch; 14. K—R, B—Kt5. It is true, White is still
a Rook down, but it is most unlikely that the denuded
King will escape alive. White defended the threatened
Bishop check with 15. Kt—Q4 and I attacked the de-
fending Knight with Q—B5. White can protect the
Knight only by moving the Bishop, but the latter has
not many moves to choose from. B—K2 would lose a
piece because after BXB White would have to recap-
ture with the Rook, leaving the Knight unprotected; for
if KtXB, Q—B6 followed by Q—Kt7 mates. Neither
can the Bishop go to B sq, on account of KtXB with at-
tack on the Rook by the Queen. Nor does B—B2 look
good, since R—QB would follow. For these reasons
White decided on 16. B—Kt5, which keeps the black
Rook from K sq. From there he could attack the white
King via K4—R4. '
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With X sq inaccessible the Bishop file remains the only
one through which the Rook can make his way to the
battle field, and in that file the square B5 is the only de-
sirable one. I therefore played first P—QRS3, and after
17. B—R4 I followed up with R—QB. White then
played 18. Q—Q83, and it looked as if he would succeed
at last in getting his Queen’s Rook to work. However,
after R—B5 White must first defend the threat RXKt
and B—B86 ch etc., and at the same time he must protect
his Bishop. The only move to do this is 19. B—Q, but
this shuts out the Queen’s Rook again and Black has time
for the devastating move Kt—B4. The entry of Black's
Rook into the hand to hand fight can no longer be
blocked. 20. KtXKt, BXKt; 21. Q—K2, Q—Kt6, and
the threat R—R5 cannot be defended. The game ac-
tually went on to the mate: 22. Q—K8 ch, K—Kt2; 23.
R—Kt2, B—K5; 24. B—B3 (if OXB, O—R6 ch wins),
BXB; 25. QR—KKt. The Queen’s Rook makes a move
after all. But it is too late: 25. . ..., Q—R6 mate.

The foregoing examples will have given the reader a
fair idea as to how the different pieces cooperate in mat-
ing attacks; and as all positions were taken from actual
games they will also have served to show to some extent
what squares are the most suitable for these pieces in
opening and early middle-game to be well placed for
future attacking operations.

However, as pointed out in the beginning of this chap-
ter, most games do not lead to a mate at an early stage
but are won in the ending, i.e. after the majority of the
pieces have disappeared from the board and only one or -
two are left in addition to King and Pawns. In order to
be able to decide, therefore, what course to steer in
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middle-games which due to a fairly balanced position
preclude violent action, we must necessarily know some-
thing about the characteristics of favorable and unfavor-
able end-games. Typical examples of the most important
endings are discussed in the following chapter. None of
them need be committed to memory except that of King
and Pawn against King. The others are intended more
as an aid in forming a clearer idea of the value of the dif-
ferent pieces, which really cannot be fully appreciated
until the final phase of the game has been reached. Here
their true character is unmasked and their strength as
well as their weakness shows itself unmistakably on the
open board from which the bodies of their dead comrades
have been removed.
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End-Game Play
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players pay too little attention to endings. They consider
them a dull part of the game because there are not enough
pieces left to make the wild sacrificing combinations
likely which attract them most to Chess. Besides, they
think they can easily master end-game positions with
their relatively few pieces after they have learned how
to make combinations with many men.

Well, they are mistaken. The end-game harbors some
of the most surprising maneuvers on the Chess board,
quite different in type from those in opening and mid-
game, because King and Pawns play the leading role
while in the earlier stages their activity is subordinate
to that of the pieces.

The study of end-games furthermore produces a much
better insight into the characteristic powers of each dit-
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terent piece. These characteristics are naturally more
clearly accentuated in positions in which a piece is on
its own, so to speak, rather than being aided by others.

The piece which survives the slaughter of the middle-
game most frequently is the Rook, and Rook endings are
therefore the most important to be acquainted with.
Sometimes it is desirable to exchange them in order to
reduce the position to a Pawn ending, and sometimes
only avoiding their exchange will save a game. The de-
cision of such problems, in turn, requires the understand-
ing of pure Pawn endings, and it is with these, therefore,
that T will start.

Strange as it seems, most amateurs do not even
know when an ending with King and one Pawn against
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DIAGRAM 14.

the King is won. But since the vast majority of all Chess
games in which one of the players wins a Pawn could in
all likelihood be reduced to just that type of ending, its
clear understanding is indispensable. The only thing to
remember, in order not to have to figure out this ending
every time it may be reached, is that in the position
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shown on the left of Diagram 14, where King and Pawn
are side by side on the sixth rank and the lone King oc-
cupies the queening square of the Pawn, the game is
drawn if it is the defending King’s move, while it is won
it it is the Pawn’s turn to advance.

After 1. P—Kt7 the King must go to R2, allowing
White's King to advance to B7 from where he guards
the queening square. But if it had been Black’s turn to
play a stalemate would be reached after K—B; 2. P—Kt7
ch, K—Kt; 3. K—Kt6.

It follows that in the position shown on the right side
of the Diagram White, on the move, must not advance
his Pawn. He can win only by playing 1. K—B6, K—Kt;
2. K—K7, followed by the advance of the Pawn.

These cases could be summarized in the simplest man-
ner by saying that with King and Pawn on the sixth rank
and the lone King on his first rank the player of the
Pawn can win only if he can advance the Pawn without
thereby checking the King. The only exception is the
Rook’s Pawn, who cannot win even when advancing
without check, because a stalemate results.

Kings placed as in Diagram 15 are said to be “in oppo-
sition.” They occupy the same file on squares of the same
color. In most cases it is desirable for either player to
reach opposition, and to be able to maintain it, with the
opponent’s turn to play. If in the position on the left side
of the Diagram White advanced his Pawn two squares,
Black would reply K—B83 and White could not maintain
the opposition. The game would end in a draw, Black
defending himself as follows: 2. P—B5, K—B2; 3.
K—Kt5, K—Kt2; 4. P—B6 ch, K—B2; 5. K—B5, K—B;
6. K—K1t6, and the drawn position illustrated in Dia-

. =



64 CHESS FOR FUN

gram 14 has been reached. If Black had played K—Kt
on his 5th move he would lose, because after 6. K—Ki6,
K—B White advances the Pawn without check.

On his first move White should advance his Pawn
only one square. In answer to Black’s K—B3 he can then
go into opposition with 2. K—B4 and force the gradual
advance of King and Pawn as in the right hand illustra-
tion of Diagram 14. |

DIAGRAM 15.

The position on the right side of Diagram 15 requires
similar considerations. In order to win White must try
to reach opposition in front of his Pawn. 1. K—Kt4,
K—Xt3; Black has now obtained the opposition but
White drives him out of it again by 2. P—Kt3.

White could not accomplish the same purpose by first
advancing his Pawn one square. For after 1. P—Kit3
Black would play K—Kit2 | If now Whites King ad-
vances, Black goes into opposition. And if White tries
to maintain it by 2. K—B4, K—B3; 3. P—Ki4, Black
answers K—XKt3, and White’s Pawn prevents the King
from opposing on Kt3. The game is therefore drawn.
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Much simpler to play are Pawn endings with Pawns
on both sides of the board, if there is a passed Pawn on
one side. In Diagram 16 we have a position in which
White could not win were it not for the Pawn on the
King’s Rook’s file. True enough, if Black does not know
the intricate ramifications of the rule of the opposition
White is liable to capture the Queen’s Knight's Pawn,
whereupon his two connected Pawns would easily win.
White might try 1. Q—Q2, to lure Black’s King to B5.
He would then win by going into opposition: 2. K—B2,
K—Q4; 8. K—Q3, K—B3; 4. K—K4 ! Not K—Q4 be-
cause then Black would regain the opposition with
K—Q3. After 4. ...., K—Q3; 5. K—Q4, however,

DIAGRAM 16

White has the opposition again, and Black cannot keep
him from reaching his Pawn: 5. ... ., K—B3; 6. K—K5,
K—B2; 7. K—0Q5, K—XKt3; 8. K—Q6, K—Kt2; 9.
K—B5, K—R3; 10. K—B6 and on the next move the
Pawn falls. With proper play Black could have held his
Pawn as follows: 1. K—Q2, K—Q3 | Now Black main-
tains the opposition. 2. K—B2, K—B3; 3. K—Q3, K—Q4
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and White’s King cannot advance. However, he can win
the game by marching with his King over to KKt3, cap-
turing Black’s Rook’s Pawn and queening his own, after
first exchanging his Bishop’s Pawn for Black’s Queen’s
Knight's Pawn. In the position of the diagram this is sim-
ply accomplished by the temporary sacrifice 1. P—B4
ch [, PXP ch; 2. K—B3 and now Black’s King must aban-
don his Pawn: K—B3; 3. KXP, K—Kt3; 4. K—Q5,
K—Kt4; 5. K—K5, KXP; 6. K—B5, K—B4; 7. K—Kt5,
K—Q4; 8. KXP, K—K3; 9. K—Kt6, K—K2; 10. K—Kt7
etc. To march against Black’s Rook’s Pawn without first
getting rid of his Queen’s Pawn would be wrong, as a
simple calculation shows. It takes White four moves to
capture the Rook’s Pawn, one move to take his King out
of his Pawn’s path and four more moves to queen the
Pawn. Thus a total of nine moves is required. Black, on
the other hand, would need only eight moves to queen
his own Pawn: Three to capture both white Pawns, one
to clear the way for his own Pawn, and four more for the
Pawn to queen. As White moves first, he gets a Queen
one move later than Black and the game is drawn. White
could make Black lose one move by first playing K—Q2
and moving to K3 only after Black has retreated to Q3.
But even then the game would be drawn because Black
gets his Queen one move after White.

Diagram 18 shows a position which I had in the first
Chess tournament I ever played, at the age of eighteen. I
shall never forget it because had I made the right move
I would have won the Berlin championship. I had pre-
maturely resigned mysell to losing this game becausc
my King is held on the Queen’s wing by my opponent’s
passed Pawn, so that he can leisurely attack my Pawns
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with his King and queen one of his Pawns on the King’s
wing.

Ing that frame of mind I played half mechanically 1.
P—B4 and resigned the game when Black replied
P—B3, as the three black Pawns hold my four Pawns.
If T advance my Knight's Pawn Black simply walks over
to the King’s wing.

DIAGRAM 17.

Had I carefully analyzed the consequences of 1.
P—B6 !l, T would have probably seen that this move
wins the game. After PXP; 2. P-—B4 the threat is
P-—K1t5, freeing the Rook’s Pawn, so that Black must
play 2. ... ., K—Q5; 3. P—Kt5, BPXP; 4. PXP, K—K4;
5. PXP, K—B3. But now comes the surprise: 6. K—B2
forces Black’s King to move, and his own Pawn prevents
him from reaching my Pawns. No matter where he
moves, 7. P—R7 wins.

The memory of this endgame haunted me nineteen
years later in one of the games of my match for the U. S.
championship against Frank Marshall. The position of
Diagram 18 had been reached, and of course I thought
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of P—B6 right away, followed by the advance of the
other King’s side Pawns. In this connection it occurred
to me that I could give back the exchange which I had
‘'won early in the game, and get the black King out of
play in that way, over on the Queen’s Rook’s file, so that
my own King should have a free hand in the centre as

DIAGRAM 18.

well as among the weakened Pawns of Black's King’s
wing. For these reasons I proceeded as follows: 1.
' P—B6, PXP; 2. P—QR4, P—OQ4; 8. P—R5, K—Kt2; 4.
PXKt, KXR; 5. PXBP, R—QB; 6. K—K3, RXP; 7.
K—Q4. So far so good. Black cannot attempt holding the
Queen’s Pawn, as R—Q2 would be answered by K—B5
with the threat K—B6. On the other hand there is no
way for the Black King to get back into play unless he
opposes the Rook on Xt2. After the exchange I will win
the two black Pawns in the centre. If Black’s King’s side
Pawns were not torn up and I had the threat of getting
my Rook’s Pawn free, the ending would be- definitely
won for Black, for he has the “distant passed Pawn.” My
King would finally land on the Queen’s Rook’s file and
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the Black King on the Queen’s Bishop’s file, two moves
closer to the Pawns on the other wing. Probably Mar-
shall hoped that an ending of this general type would
develop.

The game continued as follows: 7. ...., R—Kt2; 8.
RXR, KXR; 9. KXP, P—B6; Black probably thought of
P—B4 here. But while PXP would then have eliminated
my threat to free my Rook’s Pawn, it would have created
a new menace. My King would threaten to take the
Bishop’s Pawn via K5—B6. Black could not immediately
advance the Queen’s Rook’s Pawn on account of K—B5 !
His best play would probably have been K—Kt3, lead-
ing to a very difficult ending. After Black’s actual move
my Rook’s Pawn becomes so serious a threat that Black
must rush to aid with his King, and the commanding po-
sition of my own King in the centre greatly reduces the
value of Black’s Queen’s Rook’s Pawn. The game con-
tinued: 10. P—R4, K—B2; 11. P—R5, K—Q2; 12.
K—Q4, K—K3; 13. KXP. In this position, which is
shown in Diagram 19, I simply threaten K—Xt4 fol-
lowed by the advance of the Queen’s Bishop’s Pawn.
The black King can no longer operate on the Queen’s
wing on account of my threat P—KB4 and P—KK15, as
in the position of Diagram 17. Black therefore takes his
last chance to eliminate the menace involved in the ad-
vance of my Knight's Pawn, by playing 13. . ..., P—B4.
But just now I should have advanced the Knight’s Pawn
all the same. This sacrifice would have crowned the
whole combination originally planned when I advanced
the King’s Bishop’s Pawn to the sixth. However I suf-
fered from the following hallucination: I saw that after
14. P—Kt5, PXP; 15. P—R6, K—B3; 16. K—Q4,
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P_Kt5: 17. P—B4, P—Kt6; 18. K—KS8, P—R4 my
Bishop’s Pawn would queen one move ahead of Black’s
Rook’s Pawn, and that I would then win Black’s Queen
by Q—KRS ch. I was just about to make my move, when
I suddenly saw a variation of which I had not thought
previously. Black could first queen his Knight's Pawn,
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DIAGRAM 19.

thus forcing my King to Kt square, and then his Rook’s
Pawn would queen with a check, so that I had no more
winning chance. I completely overlooked that I could
do the very same thing, first forcing Black’s King to KR
sq by queening my Rook’s Pawn. Then my Bishop’s
Pawn would queen with a check and Black would get
no Queen at alll

The move I actually made also leads to a winning
position, though it lacks the logic which P—Kt5 would
have had.

14. PXP ch, XXP; 15. K—Kt4, K—B5. If ha had
played K—K4, the answer would have been 16. K—B3,
P—R4; 17. P—B3!, P—B4; 18. K—Kt5, K—(Q4; 19.
P—B4 ch, K—Q5; 20. P—B5, P—RS; 21. P—B6, P—R6;
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92, P—B7, P—RT7; 23. P—B8 O, P—R8 (Q); 24.
Q—KRS ch and wins. After the move of the text a very
similar end would have come, had I not had another at-
tack of “Chess blindness"™—Tarrasch called it “amaurosia
scacchistica.” I continued with 16. K—BS5, throwing
away the hard-earned win. I should of course have
simply advanced my Bishop’s Pawn, forcing K—K4.
Then 17. K—B5 would have led to the variation just
discussed, in which Black loses his Queen. Black now
continued with KXP, 17. K—Q5, K—Kit6 and we both
queened our Pawns. A long drawn out ending ensued,
with Queen against Queen and Pawn, and finally a draw
was reached.

End-games in which pieces are left in addition to
Pawns are usually easier to handle than pure Pawn end-
ings. They rarely require subtle King maneuvers of the
type which in the latter we saw are sometimes decisive.
The question most frequently asked is whether in an
ending the Knight or the Bishop is preferable. The an-
swer is that this depends almost always on the Pawn
position. When there are Pawns on both sides of the
board which do not block each other the Bishop is
usually stronger because he can move faster from one
wing to the other, in support of his advancing Pawns.
If the Pawns are blocked the player of the Knight often
has the edge, provided he can place his Pawns on
squares which are not of the color of the Bishop. The
fact that a Bishop controls only squares of one color is
a definite drawback due to which a player must often
be satisfied with a draw in spite of a Pawn majority. In

the position of Diagram 20 which occurred in a game I
had with Alekhine (New York 1924) I could not win
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because after 1. B—Kt White can sacrifice his Bishop as
soon as my Queen’s Pawn, protected by my King, ad-
vances. Thereafter I cannot queen my Rook’s Pawn be-
cause my Bishop is “of the wrong color.” The white King
takes refuge on his King’s Rook’s square and the Bishop
cannot drive him out of it.
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DIAGRAM 20,

If the Rook’s Pawn, aided by .my King, advances to
R7 with a check, White’s King will be stalemated unless
Black gives up the protection of the Pawn on the next
move. But with the Bishop alone, of course, the King can-
not be mated.

A Knight in place of the Bishop would win easily as
he can obtain control of squares of either color.

A position with the lone Knight worth mentioning be-
cause it shows a characteristic strength and weakness
of his is shown in Diagram 21. |

If it is White's move he wins with 1. Kt+—K?2, K—RS:
2. Kt—BlI, for Black is forced to deprive his King of his
only flight square by P—R7 whereupon White mates
with 3. Kt—Kit3. But if it is Black’s turn to play White
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cannot win because he cannot “lose a tempo” with the
Knight, i.e. he cannot reproduce the same position in an
odd number of moves so that it would be his own turn
to play. No matter how many moves the Knight makes,
he will return to the same square always in an even num-
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DIAGRAM 21.

ber of moves, so that Black’s King will be on R7 instead
of R8 when the Knight reaches B sq. -

The Bishop, on the other hand, is often able to lose a
tempo with decisive advantage., Diagram 22 shows a
case in point.

It is White's turn to play. If it were Black's move he
would lose either his Queen’s Rock’s Pawn or his King
Knight's Pawn as either his King or Knight must move.
White will, therefore, try to reproduce the same position
with Black’s turn to play. He does it by moving his
Bishop twice before returning to QS3, thus: 1. B—BI,
K—Kit3; 2. B—K2, K—B3 (or R3); 3. B—Q3. Now
Black is lost because after Kt—B3; 4. BXP, Kt XKtP; 5.
B—K17 he must give up his Knight for the advancing
Pawn and White wins the other black Pawns again by
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a “tempo” maneuver of his Bishop: 5. ...., K—Ki3; 6.
P—R6, KtXP; 7. BXKt, K—B3; 8. B—Q3 etc. It is in-
teresting to note that the game would be a draw if

DIAGRAM 22,

White’s Pawn were on KR2 instead of KKt2, because the
Bishop would again be of the wrong color, as in the posi-
tion of Diagram 20.

Tempo maneuvers of a Bishop sometimes decide a
game also against a Bishop of his own color who has to
keep two Pawns protected, as in the example shown in
Diagram 23 in which White has much the better game
not only because his Pawns cannot be attacked while
Black is tied to the protection of his own Pawns, but
also because Black’s King cannot move without White’s
King advancing and winning either the Bishop’s Pawn
or the King’s Pawn.

White wins by playing so as to place his Bishop on
B3, attacking both the King's and Rook’s Pawns, at a
time when Black’s Bishop is on B2, the only square from
which he can protect both Pawns. Forced to move he
must then give up the protection of one of them: 1.
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B—K3, B—R2; 2. B—B1 !, B—K1tl; 3. B—QQ, B—B2;
4. B—B3 etc. or 2. . ..., B—Kt3; 3. B—K{t2, B—B2; 4.
B—B3 etc.
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DIAGRAM 23,

Before leaving the subject of Knights and Bishops I
want to call attention to a weakness of the Knight, which
lies in the fact that he can reach a corner from only two
squares and which often prevents him from detending a
position adequately against a passed Rook’s Pawn. In
the position of Diagram 24 White has apparently the ad-
vantage because Black's Queen’s Rook’s Pawn is easily
attacked by White and cannot be defended. Also, Black's
Pawns on the King’s wing are weak because they cannot
protect each other. On the other hand, though Black’s
passed Pawn is lost, he forces White's King away from
the centre so that Black’s King can break through there.
White’s King side Pawns will then be attacked from the
rear and probably captured while the Knight retaliates
by gobbling up Black’s Pawns. Then, in the end, the
Bishop will be able to sacrifice himself for White's passed
Pawn and a draw will be the result.
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Endings of this type are usually very tricky and require
great care on either side. The position of the diagram is
rather typical and a detailed analysis of the possibilities
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DIAGRAM 24,

it holds will greatly aid the understanding of the com-
parative value of Bishop and Knight.

To start with 1. Kt—B5 ch would be a bad blunder as
Black would simply exchange the Bishop for the Knight
and remain with the “distant passed Pawn™ and win. 1.
P—K1t5, P—R8; would leave White in a similar difficulty.
The best plan appears to be to first play K—B4, restrict-
ing the black King. P—R6 could then be answered by
2. K—K1t3, K—Q4; 8. Kt—B4 ch, and after K—Q5; 4.
KXP Black cannot approach White’s Pawns via K6 as
Kt—Q5 ch would win the Bishop. However, the great
versatility of the Bishop enables Black to accomplish his
purpose after all. He would play B—B2, attacking the
Knight, and after 5. P—Kit3 he would continue with
B—Q3. Now he threatens K—K6 as well as K—B5, and
no matter which one of the threats White defends, Black
saves the day because his King is closer to the battle
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field. For example: 6. K—R4, K—K6; 7. Kt—Q5 ch,
KXP; 8. Kt XP, K—Kt7; 9. Kt XP, P—B4 ! etc.

Dangerous for Black would be the immediate capture
of White’s Pawn, though with best play he could draw
even then. But the slightest misstep would be fatal. For
example: 9. ...., KXP; 10. P—Kt4, K—Kt6; 11.
P—KKt5, K—B5; 12, P—Kt5, K—B4; 13. P—QK6,
K—Kt3; 14. Kt—B6, B—B5 (KXP ? 15. Kt—K4 ch); 15.
K—Kt5, KXP; 16. Kt—Q5, B—K4 ? The best Black can
do now is produce an ending with Queen against Queen
and Knight, though in an actual game he would prob-
ably not find the correct continuation due to the many
trappy maneuvers which are at White's disposal. If he
played B—Kt he would draw, for after 17. K—BS6,
P—B4; 18. K—Kit7, B—K4; 19. Kt—B7, P—B5; 20.
K—B6, P—B6; or 17. Kt—B7, P—B4; 18. Kt—R6,
P—B5 ! White obviously has no winning combination.
But after 16. . ..., B—K4 White wins an all-important
tempo. Black cannot advance the Pawn when White
plays 17. K—B6, because 18. Kt—B7 would threaten
P—Kt7 and Black could not stop the Pawn with B—Q5
on account of the check on K6. Thus he would have to
move the King to a square where the Knight cannot get
at him. The most plausible move would be 17. ... .,
K—Kt5. But this would lose because atter 18. Kt—B?7,
B—Q5; 19. P—Kt7, B—R2; 20. Kt—Kit5, B—Kt; 21.
K—Q7, P—B4; 22. K—B8, P—B5 (if the Bishop moves
the Knight cuts him off from the queening square); 23.
KXB, P—B6; 24. Kt—B3 | White stops the Pawn with
Kt—Q and Kt—KS3 ch.

Had Black moved his King to R4, the Knight would
have caught the Queen with a check on KKt3; and
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K—R3 or K—R5 would have enabled the Knight to
reach K3 in time to stop the Pawn via Q4 and B5 ch. The
only move at Black’s disposal would have been 17. .. . .,
K—Kt3. After 18. K—B6, B—Q5 White must then be
satisfied with winning the Bishop. Whether he can win
the ensuing ending with Queen and Knight against
Queen is problematical.

If on the 6th move White had played Kt—R4 instead
of K—R4, the continuation might have been: 6. .. ..,
K—B5; 7. Kt XP, BXP ch; 8. K—R4, B—K21; 9. Kt XP,
K—Q5; 10. P—B4, K—K6; 11. K—Kt5, K—B7; 12,
K—B6, K—Kt7; 13. K—Q7, B—Kt5; Now White can no
longer hold his Pawns. 14. Kt—B6, for example, is an-
swered with KXP; 15. Kt—Q5, KXP ete.

In the position of the Diagram 24 which actually oc-
curred in a game White thought he had a win through
1. Kt—Kt2, for after P—R6; 2. Kt—B4 the Rook’s Pawn
is lost. This was a dream from which he had a rude
awakening. Black replied B—Q5 ch !l and White’s game
is lost, since after 2. KX B, P—R6 the Knight cannot stop
the Pawn and 3. K—B3 does not help either on account
of P—R7. If White does not accept the Bishop sacrifice
but plays 2. K—B2, Black wins again through P—R6.
The Pawn cannot be stopped. If the Knight moves the
Pawn advances and the King cannot approach. And if
White plays 3. K—XKt sq, the Pawn captures the Knight.

Knight or Bishop fighting against a Rook usually lose
the ending if the player of the Rook can obtain a passed
Pawn by giving up the Rook for the minor piece. Dia-
gram 25 shows an example which illustrates the typical
procedure. White first forces Black’s King away from the
Pawn which bars the advance of his own Knight’s Pawn




END-CAME PLAY 79

and then gives up the Rook for Bishop and Pawn: L.
R—R7 ch, K—K3; 2. R—B7, P—Kt4; 3. RXP ch, BXR;
4. KXB. It would take Black six moves to queen his
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DIAGRAM 25.

Knight's Pawn while White requires only four moves
to reach the queening square. If Black’s King’s Bishop’s
Pawn had already been advanced to the fourth square
he would now draw, because he would queen one move
after White. However, White would then not have sacri-
ficed the Rook in the manner just shown but he would
have attacked the King’s side Pawns instead. The pro-
cedure, with Black’s Pawn on KB4, might have been:
1. R—R3, B—K5; 2. R—KKt3, P—B5; 3. R—Kit4 etc. or
1. ...., B—Q4; 2. P—Kt5, K—B2; 3. R—R6 etc.

If no Pawns are left on the board the Rook can win
against Bishop or Knight only if the defending King
happens to be placed very unfavorably, allowing the
Rook to force him to the edge of the board with the
other King in opposition so that the Rook may either
threaten mate and attack the minor piece at the same
time or pin it and capture it because the King must move
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and give up its protection. The position of Diagram 26
illustrates such a case. White wins with 1. K—Q6 which

DIAGRAM 26,

attacks the Bishop and threatens mate. If Black defends
the mate with B—B6 White plays R—KB5 again at-
tacking the Bishop and threatening mate, and Black has
no reply. Had Black played 1. ...., B—Kt5, White
would have won through 2. R—R8ch, B—B; 3. R—Xt8,
followed by the capture of the Bishop.

We turn now to the endings which, as pointed out
earlier in this chapter, occur most frequently, ie. end-
ings with Rooks and Pawns. If only one Pawn is left
the most important thing to know is that the defending
King can hold the game to a draw if he controls the
queening square of the Pawn. Diagram 27 shows an ex-
ample particularly unfavorable for the defending player,
because his Rook is not placed in back of the attacking
King so that he could always check him as soon as he
assumes opposition and thus threatens mate. In answer
to 1. K—Q6 Black would play R—Q2 ch |, and after 2.
PXR he would be stalemate. If White instead retreats
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with the King Black replies R—Q7 or Q8 and now he
can always check the white King from the rear.

DIAGRAM 27.

When both players have Pawns left in addition to the
Rooks the ending often reverts to a type discussed
among the pure Pawn endings. In the position of Dia-
gram 28, for example, White would play 1. R—R2 and
after R—R2; he would continue with 2. K—Q3, threat-
ening to play the King over to the other side and to drive
Black’s Rook out of the road of the passed Pawn. This
threat would force the black King to follow suit and in
that way White would finally gain access to Black’s
Pawns. The play might proceed as follows: 2. ... .,
K—Q4; 3. R—R5 ch, K—Q3; 4. P—R4, K—KS3; 5.
P—R5 | P—Kt4; 6. K—Q4, K—Q83; 7. P—Kt4, and now
White’s King will advance either to K5 or to QB5 and
win either Black’s Pawns or the Rook. The real reason
why Black cannot hold this ending is the lack of mobil-
ity of his Rook. Against a mobile Rook it is sometimes
very diflicult to transtorm a Pawn plus into a win. The
position of Diagram 29 occurred in a tournament game
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I had against an opponent who offered me a draw think-
ing T had no chance to force the advance of my Queen’s
Bishop’s Pawn. He argued that he could place his Rook
on QB2 and keep checking my King as soon as I tried to
| support the advance of the Pawn through K—Q3 or
K—Ki3. If I tried to support the advance with B—QB2,
on the other hand, he would reply K—K&6 and attack my
Pawn with both King and Rook. I refused the draw be-
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DIAGRAM 28.

cause it occurred to me that if I could lure his King into
a less favorable position, Kt6 for example, from where
he could not readily reach X6, I could first bring up my
King as far as QR4 and then advance my Pawn under
the protection of the Rook without interference by
White’s King. If I only had a waiting move after 1. K—
B2; R—QB2, everything would be fine! But I could not
very well move my Rook from his ideal spot where he
protects the Knight's Pawn and at the same time keeps
White’s King from cooperating with his Rook. Thus I
had to try to lose a move through a maneuver with my
King, in order to make it White’s turn to play. Then he
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could not move his Rook away from the Bishop's file
because my Pawn would advance, followed by my King.
Neither could he advance his Queen’s Rook’s Pawn be-
cause that would give my Rook a chance to attack it and
force his own Rook into an unfavorable defensive posi-
tion. After much analysis I thought of a maneuver that
should do the trick: I would go to B sq and not to B2
when checked in the Queen’s file or in the Knight's file!

DIAGRAM 29

And in reply to R—B2 I would then play K—B2 and it
would be White’s move! The trouble was he might not
play R—QB2 at the crucial moment but R—KK1t2, for
example, waiting for me to go back to B2 with my King
before returning to B2 himself. But then I could at least
advance my Pawn one step further and guard it with my
Rook from QB2 and for the second time with my King
from Kt3. At any rate, it seemed the only reasonable try,
and in order not to betray my plan I first made a number
of King’s moves which appeared aimless: 2. K—Kt3,
R—Kt2 ch; 8. K—B4, R—B2 ch; 4. K—Q8, R—0Q2 ch;

5. K—B2, R—QB2; 6. K—Q2, R—Q2 ch; 8. K—B sq !
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R—Q2. Ah! He was unsuspecting! Or he was too sure
that he had a draw! 9. K—B2, K—Kt6; Now I had the
position I wanted: 10, K—Kt3, R—Kt2 ch; 11. K—R4,
R—QB2; 12. R—QB2 ! K—Bb. Too late!l 13. P—BA4,
K—K4; 14. K—Kt5 and the advance of the Pawn can
no longer be stopped.

The player with the Pawn minority has usually a much
easier time when all Pawns are on the same side of the
board. Experience has shown that two against one Pawn
or three against two Pawns can rarely win while four
against three Pawns usually do, because the King can
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DIAGRAM 30.

then advance with the Pawns without being exposed to
disturbing checks, the fourth Pawn serving to cover his
flank.

In view of the many drawing possibilities in Rook and
Pawn endings a player who is a Pawn down in endings
with several pieces on each side usually seeks his salva-
tion in the exchange of all pieces but the Rooks. An
example is shown in Diagram 30. I had the black pieces
in the game in which this position occurred, and I felt
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that my best drawing chance lay in exchanging at least
one of the King’s side Pawns and preferably also the
Knight and the Queen’s side Pawns. Therefore I played
first P—KR4. After 2. P—KRS3, PXP; 3. PXP I contin-
ued with P—Kt6; 4. PXP, R—Q, threatening KtXP.
White cannot defend with R—B3 on account of the
check on K7. He played 5. Kt—B and R—XKt; 6. RXP,
KtXP forced the exchange 7. KtXKt, RXKt. It would
now have been a very bad idea on White’s part to try to
hold the Knight’s Pawn with R—R2, because R—Kt6 ch
followed by RXP and R back to QKt5 would have kept
the white Rook immobile and would have prevented the
white King from advancing to the centre. White real-
ized this and played 8. K—B2, RXP ch; 9. K—B3,
R—Kt5; 10. R—R8 ch, K—R2; 11. R—KBS. After
R—Kt2 White would not have gained anything through
K—B4 because R—Kt5 ch; K—Kt5, R—K5 would have
won the King’s Pawn, the protection R—K8 being in-
effective on account of P—B3 ch | Thus White tried
12. P—Kt5, overlooking that after P—Kt3; 13. P—B6 I
had a forced draw through perpetual check or stalemate.
This possibility offers itself not infrequently and the
position is therefore worthy of study. The continuation
was R—Kt6 ch; 14. K—K4, R—K6 ch; 15. K—OQ5,
R—Q6 ch and now the Rook continues checking up and
down the Queen’s file. Even 15. ...., RXP ch would
have forced the draw, for 16. K—Q6, R—K3 ch;
17. K—Q7, B—Q3 ch I; 18. K—K7, R—KS3 ch; 19. KXP,
R—K2 ch leads to a stalemate no matter whether White
takes the Rook with the King or with the Pawn.

In Rook and Pawn endings in which the Pawns are
even but are not located on the same side of the board
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it often happens that one of the players will succeed in
advancing a passed Pawn to the seventh so that the Rook
must sacrifice himself to prevent the Pawn from queen-
ing, but that a win cannot be forced because the other
player can also force a Pawn of his up and get the oppo-
nent’s Rook for it. These endings usually require very
careful counting of moves to make sure that the hostile
King cannot reach the Pawn in time to hold him.

The position of Diagram 31 is rather typical for this
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DIAGRAM 31.

kind of ending. White must give up his Rook right away.
He cannot play R—K ch because Black's Rook would
interpose. Otherwise the check would have the advan-
tage that after capturing the Rook the King would
be one line farther away from White's Pawns. After
1. RXP, KXR; White would lose if he advanced his
Pawn to R5 immediately rather than caretully figuring
out the sequel. 2. P—R5, PXP ch forces 3. KXP and
now it takes White five moves to advance his Pawn to
Kt7 and his King to R7. But it is Black’s turn to play and
in five moves he can reach KB2 with his King and have
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his Rook on B sq, so that he wins the Pawn. White can
force a draw with 1. K—Kit5 ! After K—B6; 2. P—R5,
PXP; he can now recapture with the Pawn and his King
bars the way of the black King to the Pawn: 8. PXP, |
K—Q5; 4. P—R6, K—K4; 5. P—R7, RB—B sq; 6. K—Kt6
ete.

The most innocent looking Rook and Pawn endings
will sometimes give rise to astounding combinations.
Diagram 32 shows a famous example. At first glance one
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DIAGRAM 32,

would think that Black should have no difficulty in
drawing with R—Q3 ch, as White cannot move his King
into the Bishop's file without enabling the Rook to oc-
cupy this file with a check from White’s rear, thus con-
trolling the queening square. But after 2. K—Ki5,
R—Q4 ch; 8. K—Kt4, R—OQ5 ch; 4. K—Kt3, R—Q6 ch
White can finally gain the BIShDP s file with 5. K—B2 |
and the Rook cannot get back of the King. However, |
here comes the first surprise: Black plays R—Q5 and if
White queens the Pawn Black checks on B5 and after
QX R Black is stalemate! Alas! This combination, subtle
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as it is, has unfortunately a big hole. White counters it
with a much more surprising one: 6. P—B8 becomes a
Rook!! Now mate is threatened on QRS and Black’s only
move is R—QR5, whereupon 7. K—Kt3 attacks the
Rook and at the same time threatens mate on B sq so
that Black is lost.

When both Rooks are still on the board on either side,
the player who succeeds in doubling Rooks on his seventh
rank frequently obtains a winning advantage either
through mating threats or by attacking the Pawns of the
opponent from the rear.

In the ending two Rooks, due to the tremendous force
they exert when doubled, are usually preferable to the
Queen. Even if the player of the Queen is one or two
Pawns ahead the game can be drawn by the Rooks who
occupy both the same rank and thus prevent the Pawns
from passing, provided they are separated so that they
cannot protect each other’s advance.
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Strategic Principles

there seems to be a bewﬂdermg choice of moves each
time it is his turn to play. To analyze step by step the
consequences of each possible move would obviously
take more time than anyone would care to spend on
such a task even if it could be accomplished. There must
be a short cut enabling a player to narrow that choice
by selecting just a few moves which are likely to yield
an advantage and rejecting all others as unlikely to do
s0. Such a short cut is offered only by the understanding
how to evaluate a move from general principles rather
than from detailed analysis.

This does not mean that it will always be possible to
conclude definitely that one move is better than another.
The final choice will often depend upon the tempera-
ment of the player. One might prefer an attacking move,

89
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another a defensive one. But the finer the understanding
of the general strategic laws the smaller will be the num-
ber of moves a player will take under consideration.
There is again a striking parallel in music. A student
whose understanding and experience is as yet limited
might think of a half a dozen different ways of render-
ing a composition. To the accomplished musician there
will be only one—not necessarily the one the composer
himself had in mind, but probably one very close to it,
individual style accounting for deviations.

The general laws of Chess strategy are surprisingly
simple and few in number. In fact, they can almost be
reduced to one single principle which might be termed
the principle of mobility.

After all, Chessmen differ in strength from each other
not because they have different shapes but because one
can control more squares at a time than another. In the
original set-up of the pieces their potential force can
obviously not be utilized. They have not the mobility
which they would have if their lines of action were not
blocked by Pawns and by each other, and it is only rea-
sonable to assume that the player who places his pieces
so that they have more mobility than those of his oppo-
nent will have an advantage of position. In the language
of physics we might say he has stored in his pieces more
potential energy so that he will be able to get more work
done by them than his adversary.

Let us see how we can apply this principle to the
opening of the game. In deciding where to place the
Knights we have no difficulty at all. Evidently they will
be placed very well on B3 because from there they have
more squares to go to than from any other square they
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could reach in one move. In the case of the Bishops the
decision is not as easy. First of all it requires some Pawn
moves to get them out. But which Pawns should we
move for the purpose? The Knight's Pawns or the King’s
and Queen’s Pawns? Very likely it is not the best plan
to move a Knight’s Pawn to start with, because only one
piece would be freed in this way while advancing the
King’s or Queen’s Pawn opens a path for both Bishop
and Queen and also an additional square for one of the
Knights. It is true that sometimes a Bishop finds more
work to do in the long diagonal than in any other line.
But that depends upon the formation the opponent
chooses for his Pawns, and we will discuss this point
in due course.

What I want to stress at the outset is that the first
eight or ten moves in any game should normally serve
no other aim but to increase the mobility of all pieces
and that one piece must not be singled out tor this pur-
pose to the detriment of others. This is what beginners
always fail to consider. After a game has been started
with 1. P—K4, P—K4,; 2. Kt—KBS3, for example, be-
ginners will look at this Knight’'s move only from the
point of view that it attacks the King’s Pawn. In reality
this is no argument in favor of that move since the King'’s
Pawn can be defended without any difficulty through
QKt—B3 which at the same time develops Black's
Knight to a square where his mobility is much improved.
The fact that White’s Knight can reach no other square
with his first move on which his mobility would be
greater than on B3 is a perfectly sufficient reason to
select the move. On K2 he would have the same mohil-
ity, but he would obstruct Queen and King's Bishop.




g2 CHESS FOR FUN

After 2. ...., Kt—QB3 beginners will usually look
for immediate further activity for the Knight just devel-
oped. Seeing that he cannot go to KKt5 from where he
attacks Black’s King’s Bishop’s Pawn and King's Rook’s
Pawn, because the Queen could capture him there,
White will play 3, P—Q3 or P—KR4 in order to then
follow up with Kt—Kt5. Such a plan should be recog-
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DIAGRAM 33.

nized as bad without any further investigation, because
it does not consider the mobility of the other pieces.
P—Q3 would be opening a line for the Queen’s Bishop
but at the same time it would be restricting the King’s
Bishop. Therefore that move should be postponed until
the King’s Bishop is out. P—KR4 increases the mobility
of the King’s Rook, but again without consideration of
the other pieces. Planning to play the Rook out to R3
and from there over to the centre or the Queen’s wing
is obviously futile, as Black, by advancing his Queen’s
Pawn, would control White’s KR3 with his Queen’s

Bishop. The only work the Rook could do in the Rook’s
file is aiding the advance of the Rook’s Pawn or attack-
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ing the black King after he has castled and an opportu-
nity arises to get rid of the Rook’s Pawn so that the
Rook’s file is opened. There is no such opportunity in
view, and preparing the advance Kt—Kt5 is altogether
premature anyway because an attack with one man can-
not possibly be successful unless the adversary makes a
bad blunder. There is no square in a player’s camp at
the beginning which cannot be protected by a move
that at the same time develops a piece. An attack has
sense only if it can be carried out with more men than
the opponent can gather for defense. This is more or
less self-evident.

On his third turn White should consider only a move
with his Bishop or Kt—QB3. For the Bishop only B4
or Kt5 can be advantageous squares at this stage of the
game, for on Q3 he would be obstructing the Queen’s
Pawn and with it the Queen’s Bishop, and on K2 he
would be taking away a square from the Queen and he
would have less squares to go to than from B4 or Kt5.

On B4 the Bishop attacks Black’s KB2, but again this
is not the main thing to consider when weighing the
advantages of that move as compared with B—Kt5. On
Kt5 the Bishop attacks the King’s Pawn indirectly, be-
cause the latter is at the moment only protected by the
Knight for which the Bishop could exchange himself.
However, there is no reason to assume that Black should
not be able to defend the King’s Pawn satisfactorily. In
fact, judging from our principle of mobility, the plan
just indicated for White is probably downright bad, be-
cause the exchange would open lines for Black’s Queen
and Queen’s Bishop and the capture of the King’s Pawn
would add nothing to White’s development. He would
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have to look only one move further to realize that Black
would regain the Pawn immediately with Q—Q5.

The point of view from which to compare the moves
B—B4 and B—Kt5 is not the fleeting effect the Bishop
might have in an immediate combination but the more
permanent value White might derive from the pressure
the Bishop will exert either in the diagonal QR2—KK18
or in the diagonal QR4—K8. This is a question which
general strategic laws cannot answer very definitely. All
we can say is that probably in either diagonal the Bishop
will have a good opportunity to cooperate with other
pieces, because his line of influence reaches well into the
enemy's territory. A little later we shall see that on Kt5,
where the Bishop would be pinning the black Knight as
soon as Black’s Queen’s Pawn moves, he is liable to be
more effective because he would aid the attack on
Black’s centre with P—Q4.

Should White decide on 3. B—B4, Black will consider
no reply other than B—B4 or Kt—B3. There would be
no sense in Black’s playing B—Kt5 as White could ob-
struct the diagonal with P—B3. Black does probably
best to play B—B4 rather than Kt—BS3, because the
latter move would invite 4. Kt—Kt5 and the King’s
Bishop’s Pawn can then be defended only through
P—Q4 with extremely difficult play the outcome of
which is still a matter of controversy among experts.
After 3. ...., B—B4; 4. P—Q3 or O—O, Kt—B3 the
move 5. Kt—Kt5 would be entirely uncalled for because
O—O would protect the Pawn for the second time and
the Knight will be forced to retreat very soon. Thus
White would be losing valuable time which he could
have employed in bringing more forces into play.
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It is a very good plan to make it a rule to develop a
different piece with every move no matter how tempting
a diversion may seem which involves a second move
with the same piece in the opening stage. Naturally, this
rule must not be taken too literally. If your opponent
makes bad moves in the opening, i.e. moves which do
not develop his forces rapidly, you may see an opportu-
nity for an early kill through a violent attack, or at least
for an attack which will yield some advantage in mate-
rial, even before you have completed your own develop-
ment.

Suppose Black answers White's move 4. O—O with
Kt—K2, leading to the position shown in Diagram 34.
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DIAGRAM 34.

This would justify the excursion 5. Kt—Kt5 because the
black Knight does not protect the Rook’s Pawn which |
we saw in the second chapter often forms a welcome.
target for an attack after the King has castled. 5. ... ., "
0—O0 would now be followed by 6. Q—R5 which at-
tacks both the Rook’s and the Bishop’s Pawn, and after
P—R3; 7. KtXP Black must give up the Rook for the
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Knight to avoid the disastrous discovered check Kt—Q6.

Generally only two Pawn moves are needed in the
opening, one with the King’s Pawn and one with the
Queen’s Pawn, to develop all pieces with the exception
of the Rooks. In King’s Pawn openings in which both
players have advanced their Pawn to K4 it is always a
good plan for White to play P—Q4 rather than Q3, be-
cause on Q4 the Pawn attacks K5 and usually forces the
exchange of these two Pawns sooner or later. The result
then is the Pawn skeleton shown in Diagram 35 which,
other things being equal, holds more promises for White.
The reason is that White retains a Pawn in the centre
and thus controls one of Black’s centre squares (Q4)
while Black does not control a square in White’s centre.
The squares KB4 and QB4 are next in importance to the
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DIAGRAM 35.

centre squares, and again White's centre Pawn controls
one of them while Black does not have equivalent con-
trol. The only advantage this Pawn position holds for
Black is that White’s King’s Pawn offers a target for
Black’s Rooks which might be placed in the King’s file,
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while the only open file White’s Rooks have is effectively
blocked by Black’s Queen’s Pawn as long as the latter re-
mains protected by the Bishop’s Pawn.

In games opened with P-——Q4 by both players the two

centre files often remain closed because the King's Pawn
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DIAGRAM 36.

cannot ordinarily be advanced to the fourth square with-
out considerable preparation. In such games it is impera-
tive that another file be opened for the Rooks to work in.
Sometimes an opportunity arises to advance the King’s
Bishop’s Pawn after playing the King’s Knight to K5.
But more often the Rooks aim at control of the Queen’s
Bishop's file, and with this object in mind the Queen’s
Bishop’s Pawn is advanced to the fourth at an early stage,
leading to the skeletons shown in Diagrams 36 or 37.
In Diagram 37 we note that Black has moved the King’s
Knight's Pawn instead of the King’s Pawn. The plan is,
of course, to exert pressure with the Bishop from Kt2 on
White’s centre Pawn. If Black plays his Queen’s Bishop’s
Pawn only to the third thus supporting his Queen’s Pawn
solidly, he is liable thereby to keep his Queen’s Bishop
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shut in for a long time. This Bishop often finds a good
field of activity in the long diagonal, usually on QKt2,
and on QB3 the Pawn would obstruct the Bishop.

DIAGRAM 37.

The fight for the control of centre squares has a very
obvious reason if we relate it to our leading principle of
mobility. From a centre square a piece exerts an influ-
ence on either wing. Also, it controls squares in the
enemy s territory and for that reason alone is very annoy-
ing. The player who controls the centre has almost al-
ways more territory at his disposal within which to shift
his pieces around quickly according to the demands of
the situation. Usually, with his minor pieces placed in
the fourth and fifth rank, he has the third rank available
for operations with a Rook, swinging him either to the
King’s or the Queen’s wing via Q3 or K3, while the minor
pieces of the opponent are confined to the second and
third ranks and make rapid shifts of the Rooks difficult.

In modern Chess Black is rarely seen replying to
White’'s P—K4 or P—Q4 with the same move. The idea
is not to place this Pawn target in the centre until suffi-
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cient preparations have been made to hold it there rather
than exchange it under conditions which afford White
more freedom of movement. In answer to 1. P—K4 one
of the favorite replies is today P—QB4 (Sicilian de-
fense ). Black will exchange this Pawn against White’s
advancing Queen’s Pawn and thus obtain an open file
for his Rooks. Also, he retains both of his centre Pawns
and later on will be able to use them to contest control
of the centre squares. In answer to 1. P—Q4 Black usu-
ally plays first Kt—KB3 and takes up either the Pawn
position shown in Diagram 37 or he continues with
P—K3 and later advances the Queen’s Pawn to the
fourth.

If Black plays P—KS3 in answer to P—Q4 on the first
move, White can switch into a King’s Pawn opening
with 2. P—K4. The reply P—Q4 (French defense) will
then frequently lead to the Pawn skeleton shown in
Diagram 38. Here it is really Black who obtains pressure
against centre squares. His QB Pawn is already in place
for this purpose and his KB Pawn will advance to the
third at the first opportunity, attacking White’s King's
Pawn. White’s compensation for the pressure Black has
on the centre lies in his greater freedom of action on the
King’s wing, where he has much more territory available
than Black. After castling he might advance his KB
Pawn and thus find useful employment for his Rooks be-
fore Black can operate with his Rooks effectively in the
QB file.

In positions in which the centre files are blocked—
usually through the advance to the fifth rank of either
White's King's or Queen’s Pawn—White will as a rule
obtain more territory on one wing and Black on the
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other, and consequently the players will attack on differ-
ent sides of the board. Naturally the attack against the
King’s position is always more dangerous. But the player
who withstands the attack against his King often obtains
a decisive advantage on the other wing because his op-
ponent has concentrated most of his forces in the attack
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DIAGRAM 38
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and cannot reorganize them rapidly enough for defense
on a distant battle field.

The Pawn skeletons discussed above will, of course,
undergo changes as the game progresses. But these
changes should never be undertaken in the opening or
in the early middle-game unless they fit harmoniously
into the scheme of development dictated by the great
principle of mobility. In other words, in the opening no
Pawn move should be made which does not add some-
thing to the mobility of a piece, and in the early middle-
game only such Pawn moves should be considered which
aid maneuvers aiming at control of centre squares. In
the later middle-game, when attacks are executed, the
Pawn skeleton often loses its characteristic form as a
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whole wing advances. But it is not rare to see it pre-
served almost into the very ending.

A few examples will illustrate the characteristics of
good and bad Pawn moves.

The position of Diagram 89 may be reached after
1. P—K4, P—K4; 2. P—Q4, PXP; 3. QXP. A beginner
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DIAGRAM 39

might be tempted here to continue with P—QB4, driv-
ing the Queen away. This would be a Pawn move en-
tirely contrary to the exigencies of a position in which
White has an open Queen’s file. Unless Black's Queen’s
Pawn can force the advance to Q4 the Queen’s Bishop’s
Pawn is needed on B2 to protect the Queen’s Pawn on
Q3 in case of pressure in the Queen’s file by White’s
Rooks.

Diagram 40 illustrates a similar theme. This position
would be reached after 1. P—K4, P—Q4; 2. PXP,
Kt—KB3. White should not let himsell be tempted to
hold the Pawn he has just captured by continuing
3. P—QB4, P—BS3; 4. PXP. For after Kt XP Black would
obtain complete control of White’s centre square Q4,
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for example through 5. Kt—KB3, P—K4 followed by
B—QB4, and White’s Queen’s Pawn will then remain
“backward” on Q3, exposed to the attack of the black
Rooks in the Queen’s file. The argument that Black
would finally only regain the Pawn he has sacrificed in
the opening does not hold, as Black emerges from the
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DIAGRAM 40,

opening with the control of the centre and with it—as
always in such a case—much greater mobility for his
pieces.

If White does play 8. P—QB4—and there is no ob-
jection to such a move as it attacks one of the centre
squares of the opponent—he must see to it that he keeps
control of his own centre squares and avoids a backward
Pawn. He would continue 3. ...., P—BS3; 4. P—Q4 |,
PXP; 5. Kt—B3, thus turning the game into some sort
of a Queen’s Pawn opening, characterized by the Pawn
skeleton shown in Diagram 86, which might have under-
gone a very natural change by Black advancing his
Queen’s Bishop’s Pawn and exchanging it after White’s
P—K3,.
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The position of Diagram 41 occurred in a game I
had against Tartakower in New York, 1924, after the
opening moves 1. P-—K4, P—K4; 2. Kt—KB3, Kt—QB3;
3. P—Q4, PXP; 4. KtXP, Kt—B3; (Scotch game) 5.
KtXKt, KtPXKt; 6. Kt—Q2, B—B4. Tartakower’s bi-
zarre manner of opening the game certainly cannot be
good for White. In exchanging the Knights he has
doubled my Pawns in the QB file but while this would
be a disadvantage in a Rook ending it is likely to turn
into an advantage in the middle game. First of all the
Pawn on QB3 controls a centre square and secondly
there is always an open file for a Rook where a Pawn
has been doubled. From Q2 the Knight intends to go to
Kt3, but the King’s Pawn is loose, and if White played

DIAGRAM 41.

7. B—Q3 the consequence would be P—Q4, again- at-
tacking the King’s Pawn. Exchanging on Q5 would leave
Black with a strong centre Pawn and undouble his
Pawns. Advancing to K5, on the other hand, would give
Black an immediate winning attack, similar to that il-
lustrated in Diagram 34. He would proceed as follows:
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8. P—KB5, Kt—Kt5; 9. 0—0, Q—RS5; 10. P—KR3, Kt X P;
11. RXKt, BXR ch; ete. (12. K—R2 ?, BXP | and mate
in a few moves).

In the position of Diagram 41 Tartakower played
1. P—KS. This advance of the King’s Pawn to the fifth is
always a very dubious procedure. For one thing the
move relinquishes one of the main advantages of a
centre Pawn on the fourth rank, that of controlling two
important squares on the fifth rank. Then, the farther a
Pawn advances the more easily the opponent can attack
him and force his exchange which will often open a file
for a hostile Rook.

The advance of the King's Pawn to the fifth rank
usually entails an advantage only in positions in which
a good deal of material is ready for an attack on the
King whose defense is weakened by the absence of the
Knight the advancing Pawn has chased away. In the
present situation this is not the case, and it is therefore
reasonable to assume that the whole plan initiated with
Kt—Q2 is bad. I remember that when I faced this situa-
tion in the game these considerations were a source of
much comfort to me and I felt certain that I would ob-
tain the better position. First I played Q—K2, forcing
White’s Queen to obstruct the line of the King’s Bishop
with 2. Q—K2, and then followed Kt—Q4; 3. Kt—XKt3,
B—XKt3. In this position, shown in Diagram 42, the
strategic plans which will govern White’s and Black’s
play in the middle game are these: White will castle on
the Queen’s side because in that way he will get a Rook
more quickly into the centre. Also, he will try to maintain
his Pawn on X35 if possible, perhaps with P—KB4, B—Q2
and—after driving the Knight from Q5—with B—B3.



STRATEGIC PRINCIPLES 10§

' % L ., % ﬁz‘g‘a’ jy "
%% %ﬁ 'y ¥ gﬁ

SN
@

\ |

3 A

g&
L

\%

R

e

%
N

A
(e
S

vy
» »

PITAGRAM 42,

Black will castle on the King’s side and play P—B3 in
order to open the King’s Bishop’s file for the Rook, and he
will attack on the Queen’s side with P—QR4, provoking
P—QR4 on White’s part also, which would weaken the
protective chain of Pawns in front of White’s King.

This brings us to a most important subject, the discus-
sion of changes in the Pawn skeleton on the side on
which the King has castled. Generally speaking one
might say that Pawn moves on that side usually produce
a weakness and should only be made either when forced
by a direct threat of the opponent or when they form
part of an attacking maneuver. The latter would imply
that the player in question has the superior mobility on
that wing and need not fear invasion by his adversary’s
forces.

The weakness entailed in any Pawn move is that the
square protected by the Pawn in his initial position loses
that protection after the Pawn has moved and can never
enjoy it again because a Pawn cannot move backward.
Thus, moving the Knight’s Pawn in front of the King



106 CHESS FOR FUN

weakens the squares B3 and RS, and we have seen the
disastrous effects of such weaknesses in the chapter in
which mating combinations were discussed.

Another weakness produced by a Pawn move is that
the Pawn itself becomes an easier target for attack by
the opposing Pawns in the neighboring files. Usually an
exchange against one of these neighboring Pawns will
secure an open Rook’s file for the adversary. Against
the Knight’s Pawn who has advanced to the third, the
opponent is liable to run his Rook’s Pawn to the fifth.
P—R3, on the other hand, may invite the opposing
Knight's Pawn up to Ki5.

After P—RS3 the square Kt3 is usually still covered
by the Bishop’s Pawn. But if the latter also moves up, a
“hole” is produced on Kt3 which the opponent may oc-
cupy with one of his pieces. The move P—KRS3 has per-
haps lost more games for the average player at an early
stage than any other. On R3 the Pawn is usually attacked
by the opponent’s Queen’s Bishop and not infrequently
the sacrifice of the Bishop for the Pawn opens the
Knight’s file for a winning attack of Rook and Queen,
particularly when the adversary’s Knight is posted on
his KB5 from where he controls the squares Kt7 and R6.

Diagrams 43 and 44 show two typical positions in
which the possibility of such sacrificial combinations has
to be investigated before advancing the Rook’s Pawn or
both the Rook’s and Knight's Pawns.

In the position of Diagram 43 White has just played
B—KK15, threatening Kt—Q35 with continuations similar
to those discussed in connection with Diagram 6. The
proper defense is 1. ...., B—KS3, in order to exchange

the Knight should he go to Q5. Beginners usually try to
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defend themselves by chasing away the Bishop with
1. ...., P—KRS3; 2. B—R4, P—KKt4. But then White
can work up a terrific attack by first sacrificing the
Knight and then bringing up more forces against the

DIAGRAM 43.

pinned King’s Knight: 3. KtXP, PXKt; 4. BXP. Again
Kt—Q5 is threatened and this time Black is forced to
make the move he should have chosen in the first in-
stance. 4. . . .. , B—K3. White will then perhaps continue
either with K—R, in order to be able to play P—KB4 and
bring the Rook to bear on Black’s King’s Knight, or he
will prepare the advance of the Bishop’s Pawn with
Kt—QR4 and the exchange of Black’s King’s Bishop.

In the position of Diagram 44, in which Black
- threatens BXKt followed by QXP mate, White would
do best defending himself with KR—B, for after
1. P—KR3 he would be exposed to a powerful attack
commencing with BXP; 2. PXB, QXP, threatening per-
haps P—KR4 followed by R—RS3, and if BXR, PXB and
a deadly check in the Knight's file. The refusal of the sac-
rifice with 2. Kt—K?5 would offer better chances.
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The weakening of squares through moves of Rook’s
or Knight’s Pawn on the side on which the King has not
castled is, of course, much less serious than in front of
the King, but even there the rule applies that these
Pawns had better be kept at home, unless it is necessary
to provide a spot for the Bishop on Kt2 or an opposing

DIAGRAM 44.

Bishop has to be chased with P—R3 and P—Kt4 to un-
pin a Knight.

The Ruy Lopez, one of the openings used most fre-
quently, offers a good opportunity of discussing the con-
siderations which might be applied in judging whether
such Pawn moves fit into the strategic scheme of the
game or not.

After 1. P—K4, P—K4; 2. Kt—KB3, Kt—QBS3;
3. B—Kt5 the move P—QRS3 is not unreasonable, be-
cause Black can later intercept the Bishop’s line of in-
fluence through P—QXKt4 in case he needs his Knight to
control his squares K4 and Q5. 4. B—R4, Kt—B3;
5. 0—0, B—XK2 then lead to the position shown in Dia-
gram 45. Black could have captured the King’s Pawn on
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his last move, but this would have invited an attack on
his uncastled King with R—K or first P—Q4, and closing
the King’s file first with B—K2 was therefore probably
better. -

White could now protect his King’s Pawn with
Kt—B3 or P—Q3 or Q—K2 or R—K. Only the latter

DIAGRAM 45.

two moves should be considered. The strategic plan of
the opening is an attack on Black’s centre, and for this
end the Queen’s Pawn should advance to Q4 as soon as
teasible. Kt—B3 would give Black an opportunity to ex-
change White's powerful Bishop with P—QKt4, P—Q3
and Kt—QR4. Most reasonable looks 6. R—K, because
the Rook is likely to find a good field of activity in the
King’s file in case P—Q4 should lead to the exchange of
Black’s King’s Pawn on White’'s Q4. Now the threat is
BXKt followed by KtXP and Black must either protect
the Pawn with P—Q3 or play P—QXt4.

Here the advance of the Knight's Pawn has several
good arguments in its favor. First of all P—Q3 would
not have maintained the Black centre Pawn, because
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White could have forced its exchange on Q4 after BXKt.
Secondly, after 7. B—Kt3, P—Q3 White is still unable
to advance his Queen’s Pawn to the fourth without get-
ting his good Bishop exchanged. For it 8. P—Q4, KtXP;
9. KtXKt, PXKt; 10. QXP ?, Black would win a piece
through P—B4 and P—B5. White would therefore either
have to play B—Q5 before recapturing on Q4 or he
would have to play 10. P—OQR4, R—OQKt; 11. PXP,
PXP; and then capture on Q4, which does not look so
good either because Black keeps the white Bishop out of
play for a long time with P—B4 and P—B5. For these
reasons White will prepare the advance of the Queen’s
Pawn with 8. P—BS3, incidentally saving his Bishop
thereby irom the exchange through Kt—QR4.

If Black now castles the position of Diagram 46 is
reached. Here we have one of the rare exceptions in

DIAGRAM 46,

which the move P—KR3, to prevent the pin B—Kt5, has
really a logical basis. The white Knight is an important
factor in the struggle for the centre. If White played
P—Q4 right away, B—Kt5 would exert an undesirable
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pressure on White’s Q4. Another good argument in
favor of 9. P—KRS3 is the fact that Black has no good
square for his Queen’s Bishop. To place him on Kt2
would be of doubtful value because the Bishop has much
less mobility in the long diagonal in this position than in
the line QB—KRS. Besides, in King's Pawn openings
the Queen’s Bishop is very often needed to control the
square KB4 on which otherwise one of the opponent’s
Knights might profitably take his stand sooner or later.
White need not fear that on R3 the Pawn will be a
target for a successful attack because Black cannot as-
semble enough pieces on the King’s wing. After 9. ... .,
B—Q2; 10. P—Q4, Q—B for example, with the same
sacrifice in view which we saw succeed in the position of
Diagram 44, White would calmly continue with the
development of his pieces. 11. QKt—Q2, BXP; 12. PXB,
QXP; 13. Kt—B would leave Black without a satisfactory
continuation.

Neither can Black take advantage of the advance of
White’s Rook’s Pawn by storming forward with his
Pawns (P—R3, P—R4, P—KKt5, etc.) because his
own King would be exposed worse by such a maneuver
than White’s who would still have two Pawns in front
of him for protection.

If Black had not yet castled, White would have to
think twice before playing P—KRS, for then the advance
of Black’s Knight's Pawn would be liable to open a file
for Black’s Rook.

In the position of the diagram it is customary for
Black to seek the initiative on the Queen’s wing through
Kt—QR4 and P—B4, which maintains the Pawn centre
and gains a little elbow room for the minor pieces. We



112 CHESS FOR FUN

shall encounter this maneuver in some of our sample
games later on.

Before leaving the subject of Pawn moves other than
absolutely essential for the development of the pieces
we must examine what role the Bishops Pawns play in
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DIAGRAM 47.

the changes the original Pawn skeleton might reasonably
undergo in the early middle-game.

We have already seen how the Queen’s Bishop’s Pawn
may profitably be used on B3 to support the Queen’s
Pawn on Q4, or on B4 to open the Bishop’s file for the
Rooks. The King’s Bishop’s Pawn has occasion to serve
quite similarly, not only to open the Bishop’s file for the
Rook by advancing to the fourth, but also on B3, to sup-
port the King’s Pawn on K4. In the case of the advance
of the King’s Bishop’s Pawn, however, it is important that
the diagonal QR2—KK18 is not liable to get into posses-
sion of the adversary’s Bishop, as this usually entails a
dangerous attack on the King.

In the Ruy Lopez opening just discussed, for instance,
such considerations would apply if after 1. P—K4,
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P—K4; 2. Kt—KB3, Kt—QB3; 3. B—XKt5, P—OQRJ;
4. B—R4 Black played P—Q3 and White answered this
with 5. BXKt, PXB; 6. P—Q4, in order to induce the
exchange of Black’s centre Pawn. In this position, pic-
tured in Diagram 47, there would be no objection to
Black’s playing P—BS3, from the point of view of squares
weakened by this advance, because the opponent’s
white Bishop is gone so that no annoyance need be
feared in the diagonal leading to the future residence of
the black King. A valid objection to the move might be
the fact that B3 is the logical square for the Knight and
 that its obstruction will delay the development of Black's
King wing.

In the position of Diagram 48, which I faced against
Alekhine in an exhibition game at Paris in 1913, I had
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DIAGRAM 43.

just played Q—K2, with the intention of advancing the
King’s side Pawns (P—KKt4, P—KR4 etc.) in case
White should castle. Alekhine played much better 1.
P—B3, providing a retreat for his Bishop and planning
the advance P—KKt4 ete. himself in reply to my castling
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on the King’s side. This induced me to castle on the
Queen’s side. But in view of the fact that White can
open the Queen’s Rook’s file by exchanging his Rook’s
Pawn against my Pawn on QK13 it was likely that the
white attack would mature more quickly than the attack
I might develop on the King’s side. The proper strategy
would have been for me to let White castle first and
then follow suit on the same wing. Meanwhile I might
have prepared the advance P—Q4 with Kt—QR4 or
R—OQ or both.

In the course of the foregoing discussions of different
often recurring Pawn formations we have had occasion
to observe also the customary placement of minor pieces
and Rooks. While it was mainly through experience and
analysis of generations of masters that the most favorable
line-up of the pieces has gradually been worked out, con-
siderations of quite general character can again point the
right way, without the necessity of laborious memorizing
of analyzed variations.

It is evident that in the early part of the game the
Rooks should be kept back because the middle of the
board is generally controlled by the minor pieces, and it
would only lead to loss of time if a Rook ventured out
and permitted himself to be driven all over the board
by Bishops and Knights. The same consideration holds
for the Queen.

When it comes to the question whether to settle a
Knight or a Bishop on a centre square we will usually
decide in favor of the Knight because we rarely mind
the Knight being exchanged against a Bishop while we
like to preserve our Bishops and therefore hesitate to
expose them to the exchange by a Knight.
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After most of the minor pieces are gone the Rooks
have much more freedom to engage actively in hand to
hand fighting. It is imperative that files are opened for
them through the exchange of Pawns. Doubled Rooks
in an open file are particularly dangerous on account of
their threat to force an entry into the seventh rank in
which they often raise havoc among the Pawns.

Let us now practice the application of these general
considerations by carefully going through a few games
from beginning to end.




MUHE FOLLOWING GAME
was not a tournament game but a so called “five minute”
game, i.e. a game played with clocks as fast or as slowly
as the players like, but with the condition that neither
player must exceed the total time of the other by more
than five minutes at any stage.

This manner of timing was very popular in the City of
London Chess Club where this game was played in 1911.
I have some sort of a sentimental attachment to it, not
only because it is the most beautiful game I ever suc-
ceeded in winning, but because it was the first game I
played in England, on the day I arrived there, sea sick
from an awful channel crossing, and without knowing a
word of English.

As always when I find myself in a foreign country, my
first visit was to the leading Chess Club, where a Chess

116
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player is sure to find friendly advice. I was introduced
to many members whose names I did not understand,
and one of them invited me to play a game with him. At
that time I was quite unaware that he was Sir George
Thomas, the champion of the Club and later British
Champion. I was explained the rules of these five minute
games by a German speaking member, and we began:

waite: Edward Lasker BLack: Sir George Thomas

1. P—Q4 P—KB4

The Dutch defense. The move aims at control of
White’s K4, and possibly at an open file for the King’s
Rook after castling, in case White should exchange his
King’s Pawn on K4. A disadvantage which might out-
weigh these two advantageous features is the fact that
Black will have to make at least three Pawn moves to get
his pieces developed, since his Queen’s Bishop will find
no employment except on QKt2 as long as the King’s
Bishop’s Pawn blocks his way.

9. Kt—KB3 P—K3
3. Kt—QB3

This cannot be a good move at this stage, because
Black could now play P—Q4, thoroughly securing his
control of my X4. I should first have played P—QB4. If
then P—QA4, I can exert pressure against that Pawn with
Kt—B3 and possibly with my King’s Bishop from Kt2.

i wuns Kt—KB3

Black does not take advantage of my mistake. Evi-
dently he likes the normal line-up of Pawns and pieces
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in this opening in which the Queen’s Pawn is usually

held back to keep the long diagonal open for the Queen’s
Bishop.

4. B—Kt5

Planning the advance of the King’s Pawn.

4. B—K2.

LI I

Now I must first exchange on KB6 to force the square
K4,
5. BXKt BXB
6. P—K4 PXP

DIAGRAM 49,

Black has nothing better than exchanging this Pawn be-
cause if he tried P—QB4, for example, I could advance
P—XK5 and then P—Q5. In any case, the exchange is in
the spirit of the opening,

7. KtxXP P—OQKt3
8. B—Q3 B—Kt2
9. Kt—K5
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In view of the fact that I was two moves ahead in the
development I felt I could make a second move with
this Knight rather than continue in a stereotyped man-
ner with 0—O. The Knight, moreover, occupies a centre
- square and the immediate threat is Q—R5 ch, winning
two Pawns, as P—Kt3 would be answered with the
Knight sacrifice on Kt6 after which the Bishop falls.
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DIAGRAM 50.

As usual, the absence of the protecting King’s Knight
.makes the Rook's Pawn the target of an attack. Check-
mate is threatened through KtXB followed by QXP.
With four pieces on his neck Black has no easy time in
finding a satisfactory defense. Obviously he cannot éx-
change my Queen’s Knight as in recapturing I would be
attacking his Rook and at the same time threaten again
mate on KR7. Neither can he play P—Kt3, as I would
give up the Knight for the two Pawns, thus denuding the
King and laying him open to all sorts of violent attacks.
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If Black interposes his Bishop on KXt2, a simple way for
White to attack would be with P—KR4, for example,
threatening R—R3 and R—Kt3 or possibly the further
advance of the Rook’s Pawn.

As we played rather rapidly—we had not used more
than about ten minutes each up to now—my opponent
could not devote very much time to the analysis. I was
not at all sure whether I could keep my attack alive if he
played BXKKt. 11. PXB he could then answer with R—
B4, and 12. Kt—B6 ch would then fail on account of
Q XKt ! Neither could I figure out a satistactory con-
tinuation after 11. Kt—Kt5, which Black could meet
with P—KR3, or after 11. Kt—B6 ch, RXKt; 12. QXP
ch, K—B. Then I could not recapture the Bishop on ac-
count of R—R3, winning my Queen, and if 13. Q—RS
ch, K—K2; 14. QXP ch, R—B2; 15. QXB my attack is
completely evaporated and I have only two Pawns for
the piece sacrificed.

I would have played 11. PXB, R—B4; 12. Q—Kt4 or
Q—K2 and than castled on the Queen’s side, but the
outcome was certainly most doubtful.

Black relieved me of all further worry in this respect
by playing a move I had not expected at all. He con-
tinued with

10. .... Q—K2

intending to recapture with the Knight's Pawn if I should
play Kt XB ch, after which the mate would be defended
by his Queen.

The double attack on KR7, veiled only by my Knight
on K4, suggests, of course, various ways of sacrificing
that Knight in order to open the line of the Bishop. ]
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had five minutes within which to make up my mind. T
was sure that this was the decisive moment of the game,
because I cannot bring up more fighting forces in less
than three moves, and Black threatens to drive me back
, and then to start oper-
ations in the open Bishop’s file. Sacrificing my Knight on
Ki6, after Black’s Knight’s Pawn has advanced, would
no longer be effective, as Bishop or Queen can interpose
on Kt7. For all these reasons I must act immediately and
drastically.

The Knight moves which suggest themselves are
Kt—Q6 and Kt—XKt5. Both I dismissed after a minute’s
thought, because after 11. Kt—Kt5, P—Kt3, 12. BXP,
PXB; 13. KtXP, Q—Kt2; 14. KtXR, KXKt (Diagram
51) no attack is left, and while two Pawns and a Rook
are usually a sufficient equivalent for two minor pieces
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DIAGRAM 51.

in an ending, they rarely are in the middle-game, where
due to the superior fighting power of two pieces against
one the Pawns are often regained before long.

For this reason Black would avoid exchanging Queens
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in this position. After 15. Kt—R7 ch, K—K2; 16. KtXB,
QXKt; 17. Q—R7 ch, for example, Black would not
interpose the Queen. That would allow the exchange
and produce an ending in which the two connected
passed Pawns of White would develop into quite a
powerful threat. He would, instead answer 17. ... .,
K—Q3, with the intention of playing Kt—R3 and
R—KR, whereupon the King could return to the second
rank for safety.

The other excursion of the King’s Knight which had
to be considered in the position of Diagram 50 after
Q—K?2, Kt—Q8, proves not playable at all, since after
P—Kt3; 12. KtxXP, PXKt; 18, QXP ch, Q—Ki2; 14.
KtXB Black will exchange Queens, play P—QR4, and
then win the Knight with R—R2.
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DIAGRAM 32,

After realizing that the preparation by a Knight’s
move was too slow to make my attack succeed, it oc-
curred to me that I could possibly sacrifice the Queen,
forcing the King into the line of my Bishop, and then
discover a check with disastrous effect. Diagram 52
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shows the position reached after the sacrifice. I saw
right away, not without a flush of excitement, that Black
would indeed be checkmate if after 12. Kt XB double
ch the King went back to R sq. 13. Kt—Kt6 would do
the trick. But what if he moved out to R3? Well, a check
with my King’s Knight on Kt4 would leave him only the
square Kt4 and then my Rook’s and Knight's Pawns
could continue the attack. My Pawns would control
all the black squares and my Bishop the white squares to
which Black’s King might want to flee, so that he would
have to approach my camp at my B3. Then I could drive
him to my Kt2 with the Bishop and my Rooks would give
him the mortal blow. As he would be advancing one rank
with each move, I could foresee without any particular
difficulty that he must be mate in eight moves. Thus I

proceeded:

11.  QXP ch KXQ

12. KtXB dbl ch K—R3
13. KKt—Kt4 ch K—Kt4
14. P—R4ch K—B5
15. P—XKt3 ch K—B6
16. B—K2 ch K—Kt7
17.  R—R2 ch K—Kt8

18, K—Q2 mate

The mating position, shown in Diagram 53, is really
extraordinary. The black King is completely surrounded
by White’s pieces in White's camp, something which to
my knowledge has never happened in any other game
on record. Black’s faithful troops look on impotently

from far away.
In connection with this game I had quite a touching
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experience several years later. Shortly after coming to
this country I had occasion to visit a Chess Club in
Brooklyn as a member of the Manhattan Chess Club
team on which I played one of the boards. Before the
match started, an old man among the onlookers ap-
proached me, pulled a newspaper clipping from his
pocket which contained the record of a Chess game, and
asked me smilingly whether I knew that game. From a
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‘ﬁ
‘u.m ““%.

ﬁ

%

o

“&%%

glance at it I saw that it was this game I had played
against Sir George Thomas. The old man introduced
himself and said: “Let me shake hands with you. I have
seen many beautiful games in my long life, but this is
the most beautiful. I play it over whenever I feel blue,
and it makes me happy again. I always carry it in this
pocket, right over my heart.”

My own pleasure at this game received quite a jolt
another few years later. One fine day I received a letter
from a Chess Club in Australia. The writer said they
had analyzed my game with Thomas and enjoyed it
very much, but he was sorry he had to disappoint me



PRACTICAL APPLICATIONS 124

with the information that I could have checkmated my
opponent in seven instead of eight moves, unless I had
already found this out. He appended the following vari-
ations, which I regret to say are really correct:

1. QXPch KXQ
12. KtXB ch K—R3
13. KKt—XKt4 ch K—Kt4
14. P—B4ch!
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DIAGRAM 54,

This check does it the quickest way! I had not con-
sidered it in the game, because I had not seen the nice
mate in two which would follow if Black moves KXXP.
15. P—Kt3, K—B6 would enable mate by 16. 0—O, and
if instead the King goes back to Kt4, 16. P—R4 mates.

14. .... K—R5
15. P—Kt3 ch K—R6
16. B—B ch B—Kit7

17. Kt—B2 mate

16. O—0O would also have forced the mate with the
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Knight. Some unaccountable aesthetic predilections most
of us have seem to make the mate which actually oc-
curred in the game appear more beautiful.

wHITE: Edward Lasker BLack: H. Holbrook
Played in the Chicago Championship tournament 1916.

1. P—Q4 P—Q4
9. Kt—KB3 Kt—KB3
3. P—B4

The reason for this move, as explained in the discus-
sion of the Pawn skeleton shown in Diagram 34, is to pro-
vide an open file for the Rooks to work in later on.

3. .... B—B4

In order to castle as quickly as possible. Any other de-
velopment move such as Kt—B3 or B—B4 would have
been just as good. Worthy of consideration was also Q—
Kt3, attacking the Pawn the protection of which Black’s
last move relinquished. Black would then have done best
to defend with Q—B sq, because P—QKt3 would have
weakened the square QB3 and given White the oppor-
tunity to operate in the diagonal QR4—K8 with his
King’s Bishop and Queen after first playing P—K3 and
exchanging Pawns on Q5.

4, .... BXKt

Black’s idea prompting this and the next move was ap-
parently to gain the square Q4 for his Queen and inciden-
tally to threaten my Queen’s Rook’s Pawn and make me
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lose time in defending it. But this maneuver wastes two
moves to exchange a piece which has not yet moved at
all and if Black had tried to evaluate his plan from the
point of view of general strategic principles he would
have concluded that it must be bad even though the

DIAGRAM 55.

reasons why are not apparent in an immediate combina-
tion. Much better would have been P—BS3, opening a line
tor the Queen and supporting the centre Pawn. 5. Q—
Kt3 could then have been answered with Q—B2 or Q—
Kt3, where the Queen would have been placed actively
rather than merely defending the Knight's Pawn,

5. RXB P—B3

Threatening Q—R4 ch followed by QXP. I decided
to ignore this threat because Black would again lose two
moves to capture the Pawn and meanwhile I should be
able to gain a winning advantage in development. The
obvious move for me to think of was 6. B—Q3, and per-
haps that move was the best, since the exchange on Q5,
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which I made first, takes the black Queen to a command-
ing centre square.

6. PXP QXP

This way of recapturing is better than Kt XP because
now Queen and Knight control White’s K4 while after
KtXP White could drive the Knight with P—K4 and
gain command of almost all centre squares. Black could
have recaptured with the Pawn also, but 7. Q—Kt3
would then have given White a strong attack. For ex-
ample: Q—B2; 8. B—Kt5 ch, Kt—B3; 9. B—Q2 fol-
lowed by R—B and Kt—K35.

7. B—Q3 P—K3

Black is afraid to take the Pawn in view of his backward
development. Perhaps he thought that after making this
developing move instead I would do something for my
Rook’s Pawn and he would in that way catch up with an-
other developing move. But I felt it was still worth sacri-
ficing the Pawn against an advantage of two moves to-
ward completion of development.

8. 0—O QXRP
9. B—Q2 Q—Q4

The Queen must come back into the game without delay
because I threatened to stalemate her with P—K4 and
then to catch her with B—B3 and R—R.

Quite a number of continuations look attractive for
White in this position (Diagram 56). The advance of the
King's Pawn, which would dislodge Black’s Queen from
the centre, might be prepared with either Q—B2 or Q—
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K2 or R—K. Of these three moves Q—B2 would prob-
ably have deserved preference because the Queen would
have been occupying an open file and prevented Black's
Knight from settling on K5.
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DIAGRAM 56,

The move I actually chose, Kt—KS5, must also be good
because it brings the Knight to a centre square from
which he is difficult to dislodge. He can be supported
there with P—B4 and then Black cannot very well ex-
change him with his Queen’s Knight from Q2 because in
recapturing with the Bishop’s Pawn I would be opening
a file for my King’s Rook and drive away Black’s King’s
Knight which is sorely needed for protection of the King.

10. Kt—K5 QKt—Q2
11. B—B4 0—Q3
12. P—B4 P—KKt3

It seems that Black feared a violent attack on his King
beginning with the sacrifice 13. Kt XXBP, KXKt; and fol-
lowed up with 14. P—B5. However, if he had played

12. B—K2 which is the natural developing move sug-
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gested by the position (Diagram 57) it is doubtful
whether White’s attack would have succeeded, in view
of the many pieces clustered around Black’s King for de-
tense. The continuation might have been 12. ...., B—

K2; 13. Kt XKBP, KXKt; 14. P—B5, Kt—Kt3; 15. BXP

DIAGRAM 57,

ch or PXP ch, K—K; and no immediately decisive com-
bination appears possible.

I should hardly have even thought of this sacrifice.
There were many moves at my disposal after 12. ....
B—K2 which would have well prepared the final on-
slaught, such as Q—BS, followed by P—KXt4 and P—
KKt5, or Q—B3 in conjunction with B—B3 and P—K4,
for example.

The move of the text weakens the black squares on
Black’s King wing and soon gives my black Bishop an

opportunity for action.

13. R—B

I think today I would prefer Q—BS3, leaving a choice ot
moves open for the Queen’s Rook. On B sq, however, the
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Rook is unquestionably well posted. It prevents the im-
mediate advance P—QB4 a move which Black would
naturally want to make as soon as feasible, in order to
obtain some pressure on White’s strong centre and to
open a file for his own Rook. The answer would now be
14. B—XKt5 which threatens PXP, and if Black replies
PXP, 15. Q—R4 would follow, threatening BXKt ch
and B—Kt4, R—OQ etc.

18. ... Kt—Kt3
14. B—R2 Kt—K5S
15. B—K

Black is after my Bishops and I naturally avoid their
exchange. But Black has occupied K5 and thus stemmed
the advance of my King’s Pawn. This shows that Q—B3
would have been better for me than R—B on the 13th
move.

15. .... B—K2

Black must have believed I would get a dangerous at-
tack with P—KKt4 if he played P—KB4 instead of the
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Bishop move on which he decided. But P—KB4 looks like
the right move in this position, since it counteracts my
plan to push the King’s Pawn. After 15. . ... ,P—KB4; 16.
P—KKt4 Black might have played Kt—Q4. It was then
by no means easy to find a compelling continuation. Since
the centre would have been rather effectively blocked I
would probably have switched the scene of action to the
Queen’s wing where I have open files and command
more territory. 17. Q—Kt3 suggests itself, possibly with
the continuation Q—B2; 18. B—Kt, KKt—B3; 19. P—
Kt5, Kt—Q2; 20. P—K4 or, if 19. . ..., Kt—R4, first 20.
B—Q2 and then P—K4.

In view of this line of play I should probably have
played P—KKt4 in the position of Diagram 58. I would
then have been a move to the good as the position of
Black’s Bishop on K2 does not change anything as far as
my threats are concerned. In fact, my attack would have
been a good deal stronger, as after 16. P—KKt4, Kt—Q4
(P—KB4 is now not playable on account of PXP fol-
lowed by either Kt—B7 or Q—RS5 ch, depending upon
how Black recaptures); 17. Q—Kt3, Q—B2; 18. P—B5
gets my King’s Rook also into action.

16. Q—B3

Now I would surely have played P—KB4 in Black’s
place, for with my Queen on the King’s wing I would
have had to lose several moves to get her into position
for the attack suggested above. On the King’s side no
forced break-through appears possible after P—KB4; 17.
P—KKt4, R—KKt. In answer to 18. B—Kt, Kt—B3; 19.
P—Kt5, KKt—Q2 Black will after all get his Queen’s
Knight solidly settled on Q4.
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16. .... Kt—B3

This gives me much more freedom, a choice of differ-
ent attacking plans, and is therefore a positional error on
the part of my adversary, affording me a great deal of re-
liet.

17. K—R

My intention is to give up the Queen’s Pawn and then
to occupy the long diagonal with my Queen’s Bishop and
the Queen’s file with one of my Rooks. In this plan I do
not want to be hampered by a check when the black
Queen takes my Pawn.

17. ... Kt (Kt3)—Q4
18. P—K4 Kt—QKt5
19. B—Kt QXP
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DTAGRAM 59,

He knows no fear.
20. R—B4 !

Stronger than B—B3 right away, because the Knight is
now twice attacked and needs watching. The Queen
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cannot take the Knight’s Pawn as BXKt followed by
Kt-—Q3 would win a piece.

20. .... Q—Kt3
21. B—B3 R—Q

Evidently Black does not see my threat. Comparatively
best was probably P—B4, to get the Knight back into
play via B3. But even then Black’s game was lost. I could
have either continued 22. Kt—Kt4, winning the ex-
change, or 22. P—B5, breaking through in the King’s
Bishop’s file.

29, RXKt | BXR
23. Kt—B4 Q—R3
24. BXKt 0—O
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DIAGRAM &0,

25. Kt—K5 |

I considered my Bishop much too beautifully placed to
give him up for a Rook who has very few squares at his
disposal. After that exchange I would have remained
with a Knight for two Pawns, but there were no more op-
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portunities for a mating attack and a long drawn out
ending would have ensued. When I played Kt—K35 I
had, of course, visions of mate with the Knight on R6 or
with the Queen on Kt7, after a few preparatory maneu-
vers.

25. ... R—Q7

He did not realize that this square, which would ordi-
narily be ideal for the Rook, is poisoned.

26. B—QS3
This takes all squares away from the Rook but QKt7.
26. .... Q—R5
27. Kt—B4
And this does not even leave Kt7 open.
27. ... RXB

I gladly give this Bishop for the Rook, as on white
squares I cannot do much in view of the fact that most
Black Pawns are placed on White.

28. QXR Q—Kt4

Black aims at the exchange of Queens, to eliminate the
danger of mating attacks.

99. R—B3 O—R3

With my Rook’s move I planned the combination dis-
cussed in Chapter 3, sacrificing the Rook on KR7 and
then mating with Q—R3 ch and Q—RS8. Black’s reply
threatens mate in case I move my Rook out of the
Bishop’s file. I must therefore first guard my Queen’s
Rook’s square.

30. P—OQKt3 P—QKt4
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This move is, of course, not made to drive the Knight
away who has several good squares at his disposal. It
plans Q—Ki2 followed by B—K2, to force my Bishop out
of the hole which is so dangerous for Black.

3l Kt—K3

On K5 the Knight would obstruct the diagonal of the
Bishop.

3l .... Q—Kt2
32. R—R3 B—K2
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DIAGRAM 61,

33, B—Kit2

I was too keen on giving that mate in the corner! The
logical continuation would no doubt have been Kt—Kt4.
If then P—KR4, all sorts of brilliant mating combina-
tions might result. For example: 84. RXP, PXR; 35.
Kt—R6 ch, K—R2; 86. P—K5 ch, KXXXt; 37.
and mate in three moves. Or: 34. . ..., BXB; 35. Kt XB
ch, K—K1t2: 36. Q—OB3, PXR; 37. Kt—K8 ch and mate
on Kt7 or R8. Thus, Black would have had to take the
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Bishop right away; and the consequence would have
been: 34. KtXB ch, K—Kt2; 35. Q—Q4 (threatening
again mate through Kt—K8 and Q—Kt7), R—QR; 36.
RXP ch, K—B; 87. 0—Q6 ch, Q—K?2; 38. Kt—Q7 ch
and wins the Queen.

33. .... Q—B2

Had he realized my threat in all its magnitude, he

would have played P—B3, in order to interrupt the di-
agonal of my Bishop. He intends Q—Q and B—B3.

34. RXP ! KXR
35. Kt—Q5 !

Threatening mate through Q—R3—R8 and at the
same time attacking the Queen.

35. ... Q0—OQ
36. Q—R3 ch B—RS5

37. B—B6 ! Resigns.




1he Chess Problem

THE modern Chess Problem has no relation to a Chess
game whatsoever except that the same rules govern the
movement of the pieces. It is true that the Chess problem
originated with the game. The early composers always
concerned themselves with positions which might occur
in a game and in which an unexpected move forced the
win or produced a mate in a given number of moves. To-
day such positions are called End-game studies, while
the composer of Problems pays no attention to the ques-
tion whether or not the position, or the combination made
possible by it, is at all likely to occur in a game. The
position of a problem is generally supposed to be one
which could possibly be reached in a game, no matter
how absurd from a player’s point of view the moves
would have to be to reach it. In my opinion this is an

138
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unnecessary restriction of problemists, because most of
their positions would be absurdities in a game anyway;
and while a player might find an occasion to use an idea
in his combinations which he has seen in a problem, he
could do so whether the exact position of the problem
in question can be reached in a game or not.

This lack of relation between game and problem does
not mean that the latter is not worth a player’s attention.
On the contrary, the problem offers a type of pleasure
which, though different from the pleasure found in
games, is just as intense for anyone gifted with aesthetic
sensibilities.

Furthermore, it conveys to the student an insight into
possibilities of combining the effect of various Chessmen
which he would hardly ever obtain from playing games
alone.

The Chess problem belongs decidedly in the field of
artistic creation. Its construction is governed by certain
aesthetic principles which, through the consensus of
educated taste, have almost become law.

The leading principle is that of economy of force, and
the element of surprise, which is an outstanding factor
in almost anything that strikes us as beautiful, must
naturally also be present in a problem to arouse our in-
terest.

The position of Diagram 62 will illustrate the principle
of economy. This problem, which is by H. Weenink, re-
quires White to checkmate in two moves. The key move
is 1. Q—B4. This threatens mate through QXP. The
theme is to force Black, no matter what defense he
chooses to prevent the threatened mate, to block an ex-
isting defense against other mates. For example: If
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Black plays 1. . ..., B—B3, which bars the path of the
Queen, he thereby blocks his Pawn and White mates
with 2. Q—Kt4. It Black plays 1. ...., P—B3 instead,
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DIAGRAM a2,

he blocks the line of the Bishop and White mates with
2. Q—Q4. There is a third variation which does not
block a defensive piece but a flight square of the black
King. If Black plays 1. ...., P—B4, White mates with
2. Q—KG®.

White has only two pieces and still three neat vari-
ations are comprised in the position. Incidentally, com-
binations based on interference hetween two defending
men or blocking of flight squares of the King are not in-
frequent in games. The position discussed in connection
with Diagram 2 offered an example. That is why such a
surprising first move as Nimzovich made in that position
is often called a “problem move.”

The sacrifice, which in a game constitutes one of the
main elements of beauty, has generally no meaning in a
problem, because White has usually such a vast superior-
ity in material that giving up some of it rarely weakens
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his forces sufficiently to cause much surprise. Only if the
piece sacrificed seems essential in one or more of the con-
templated mating positions would the sacrifice be star-
tling, The position of Diagram 63 might serve as illustra-
tion. This problem, also a two-mover, is by A. Ellerman.
White must search for a first move which will cut off
the escape of Black’s King to his sixth rank in case he
goes to B5. Then Kt—Kt6 would be mate. The first
move must also cut off the King’s escape into the King's
Bishop’s file in case Black moves K—K4. Then 2.
R—KR5 would be mate. 1. Q—B would accomplish the
second task and at the same time prevent the reply

K—B?5 altogether. If this were the solution the problem
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DPIAGRAM 63.

would be a very bad one. The key move should never
restrict the mobility of Black’s King. If anything it should
increase it. Incidentally, the Xnight on QB8 would be
an entirely unnecessary piece in that case. We need not
look very long to find the refutation of Q—B. Black
would reply R—K4, providing an escape for the King
on K3, and White could checkmate on the next move
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only if he could reach either QR2 or QKt3 with his
Queen, which he cannot from KB sq.

The only move with the Queen which would serve all
three purposes mentioned would be 1. Q—B3. But there
she can be taken by Black’s Pawn. Here is where the
surprise comes in. This Queen’s sacrifice actually solves
the problem; for after PXX(Q White mates with 2. B—Q#6,
Black’s escape now being cut off by White's Rook.

The aesthetic pleasure we derive from a Chess prob-
lem is unquestionably greater when there are only a few
pieces on the board and when either the mating method
or the mating position is surprising. Difficulty of solu-
tion alone, particularly when partly due to a cluttering
up of the board with many pieces, diminishes the ar-
tistic effect rather than increase it.

An outstanding example of an aesthetically moving
problem is the famous three-mover by Sam Lloyd which
is shown in Diagram 64. This is a problem which I think
could convert any Chess player into a problem fan who
had previously neglected this branch of Chess.

The first move is B—Kt3 ch. Ordinarily problems do
not start with a check because this would limit Black’s
choice of moves in most cases, a method which the purist
would consider brutal. But where Black has only the
King on the board so that he would have to move him
anyway, there can of course be no objection to check-
ing him on the first move.

Black here has the choice between K—K5, K—B3
and K—Q3. If he plays K—K5, White continues with
2. Q—B2, cutting off the King's escape to the Bishop's
file. The only move Black has then left is K—Q6, where-
upon 3. Q—B3 produces a perfectly beautiful mating
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DIAGRAM 64,

position. After this one would expect nothing but an
anti-climax from the other variations. But Lloyd outdid
himself in this composition. In answer to 1. . ..., K—B3
White plays 2. B—Kt4, forcing K—Kt4, and now the
Queen goes to QKt7, producing the same beautiful mate
at right angles to the first variation.

This is not all. If the King goes to Q3 on the first move,
2. B—B4 follows. Now the King must go to B3 and 8.
Q—QB7 is mate, the two Bishops, Queen and Black
King again being placed in one straight line!

Composers found that to express new ideas, i.e. com-
binations not known from game experience, they usually
needed at least three or four moves. The three-mover
practically dominates the field of problem composition.
One of the most fruitful ideas in three-move problem
combinations was the so-called Indian idea. The line of
action of a piece is first interrupted so that the black
King can move into that line, and then the line is again
uncovered with mate.

An elementary illustration of this type of combination
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is given in Diagram 65. Black’s only move is P—RS5 aiter
which he would be stalemate. White’s second move
must therefore be such as to make some square available
for the black King. The only piece which could check-
mate the King in this problem is the Bishop, and this
makes the solution rather simple. The square on which
White will try to mate the King is Black’s KR4, But if
White plays the Bishop around into the diagonal
Q1—KRS5, the King can return to R3 again on the third
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DIAGRAM 65

move. A checkmate is evidently possible only by a third
move which not only attacks Black’s KR4 but also R3.
This can only be done by two white pieces at the same
time, so that the final move must be a discovered check.
This suggests the solution: 1. B—K8, P—R5; 2. K—B7,
K-—R4; 3. K—Kt7 mate.

Without being familiar with this idea it is practically
impossible for a solver to find the solution of Indian
problems. I remember being introduced to this form of -
compositions by the position of Diagram 66 when I was
a boy. A problem fan offered me any bet I wanted that

-
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I could not solve the problem in a month. I gave up after
breaking my head on it for an hour. Black has again only
one move, P—Kt4, after which he would be stalemate,
so that White must provide a square for him on the sec-
ond move. For this reason the attempt to make a Queen
on the first move and to reach the Queen’s Rook’s file with
her for a mate on the third move does not work. If, on
the second move, White gives a discovered check, the
King goes to R7 or the Pawn advances, and then the
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DIAGRAM 66,

Bishop blocks the way of the Queen to QRS. Or, if White
plays the Bishop to Kt7 or R6 on the second move, en-
abling the King to capture the Knight, and then returns
to B8 with a check, the King has the escape to R4.

The only solution is 1. P—Ki8, promoting the Pawn
into a Knight! After P—Kt4 White continues with 2.
Kt—K7 |, interrupting the line of the Bishop and thus
enabling KXKt. 3. Kt—B6 then checkmates the King
by opening the Bishop’s file again and at the same time
covering his escape to R4.

The Pawn promotion into a Knight has been fre-

e
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quently used by composers, so that an experienced solver
would have tried the right first move before any other
even if he were not acquainted with the Indian idea.
Many remarkable Indian problems have been com-
posed with more than one variation. Often a Bishop is
used to block temporarily a Rook in one variation and
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in another the Rook forms the temporary block of the
Bishop.

Another theme frequently used is illustrated in Dia-
gram 67, a four-mover by Von Holzhausen. '

Black’s King is stalemate so that any check by the
Bishop or Knight would be a mate unless defended by
the Rook. White cannot threaten mate with the Knight
because as soon as the latter moves the Rook would
check several times. He can threaten mate with the
Bishop, but the Rook can always defend it. White might
try to utilize a threat with the Bishop to lure the Rook
to a square from which he cannot check, so that the
Knight would be free to move to Q4 from where he
threatens mate on Kt3 as well as on B2. B—RS6, for ex-
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ample would force Black to play either RXB or
R—QK16. In neither case would White accomplish his
purpose. After RXB, 2. Kt—Q4 the Rook would go to
QB6 and both mates would be protected, and if 1. ... |
R—QKt6 White will be interfered with again by the
check on Ki8.

The solution is very pretty. White plays 1. B—Kt5,
allowing the Rook to move to any square in the 6th rank.
On the second move the Bishop sacrifices himself with
2. B—B6 ch. This forces the Rook to the only square
from which he can protect both mates the Knight can
threaten from Q4. After 2. . ..., RXB; 3. Kt—Q4, how-
ever, the Rook is forced to leave that square again, and
on the fourth move the Knight will checkmate on which-
ever of these two squares the Rook leaves unprotected.

In End-game studies the composer naturally tries to
preserve the semblance of a game-position. In fact, that
semblance is almost an aesthetic prerequisite.

Diagram 68 shows an end-game study by Petrov
which is highly amusing on account of a most astonish-
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ing mating combination; but, of course, the position
could never be reached in an actual game, though this
- tact is very cleverly veiled.

White is to play and win. He starts with 1. R—K7 ch.
Black cannot capture the Knight because White would
play PXP and queen on the following move. Neither can
he go B sq on account of RXP mate. Thus he is forced
to reply 1. ...., K—Q8. White then continues 2. PXP.
After 2. . ..., KtXKt he cannot queen his Pawn because
Black would reply Kt—K4 ch and capture the Queen
with the Rook. But he wins by promoting the Pawn into
a Knight! 8. P—B8 (Kt) ch, K—Q4; 4. Kt—Kt6 ch,
K—Q3; 5. R—Q7 ch, K—K4; 6. R—Q5 ch ! The Rook

DIAGRAM &9.

must capture, and 7. Kt-——B4 mate follows. The antics
of White’s Knight are certainly extraordinary.

Still more thinly disguised as a game-position is the
following end-game by Kasparyan which also imbues a
truly phantastic combination with a great deal of humor.

White, on the move, is to force a draw. He begins with
1. Kt—B4, which threatens mate through Q—Q3 or
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Kt—Q5. After QXP ch he continues with 2. Kt—Kt2 ch,
forcing K—K5. Now comes a move one would not con-
ceive of in his wildest dreams! 8. QXR !! If Black takes
the Queen, White is stalemate! Therefore, Black will try
to first relieve the stalemate by giving up his own Queen
also, since he would still remain with a winning su-
periority of material. But after 3. . ..., Q—R7 ch White
does not capture the Queen. He answers 4. K—B2 and
again he would be stalemate if Black captured his Queen.
Then Black tries 4. . ..., Q—Kit8 ch. However, White
escapes once more: 5. K—Kt3, and the stalemate re-
mains unbroken, since the Knight remains pinned. After
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DIAGRAM 70,

5. ...., Q—B7; 6. K—R2 Black finds the tantalizing
situation unrelieved, and all he can do is draw by per-
petual check, chasing the white King in circles around
the Knight.

While the last two positions are most ingeniously
composed they will really satisfy only the tyro in the
art of problems and studies. Compare with them the
finesse in the following two examples, which are end-
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games in the true sense of the word. In both of them
White is to play and draw.

In the position of Diagram 70, a famous composition
of Henri Rinck, White’s first move is obvious. He must
play BXP to prevent the Rook's Pawn from queening,
and the Bishop’s Pawn cannot queen on account of
Kt—K3 ch, winning the Queen. But what after 1. ... .,
K—K7 ? Now the Pawn can be stopped only tempo-
rarily by the sacrifice of the Knight on either K3 or Q2
and it does not seem possible to do anything further
about it, as the attempt to queen the Knight's Pawn after
moving the King would be stopped by B—Q4.

The solution is 2. Kt—K38, KXKt; 3. K—RS8, B—04;
4. P—Kt8 (Q), BXQ; 5. B—Kt !l Now Black cannot
queen except by capturing the Bishop and White is
stalemate!

DIAGRAM 71.

Diagram 71 shows an end-game composition by

Richard Reti.
It seems well nigh impossible for White to force a

draw. He cannot catch Black's Pawn, and his own Pawn
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can be stopped by the Bishop. Only if he could force
Black to lose a move could he gain the “tempo”™ neces-
sary to reach Black’s Pawn in time. Here is the procedure
by which he accomplishes this: 1. K—K7, P—Kt4; 2.
K—06, P—K1t5; 3. P—K7, B—Kt4; 4. K—B5 ! This is
White’s salvation. Black must move the Bishop if he is
to stop White’s Pawn; but after 4. . ..., B—K; 5. K—Q4
White’s King has reached the rank on which the black
Pawn stands and can block his way to the queening
square. 5. ...., K—Kt2; 6. K—K3, K—B2; 7. K—B4,
B—R4 does not help either as 8. P—K8 (Q), BXQ; 9.
KXP leaves Black only with the Bishop.

Without knowing who composed the last two end-
game studies, the connoisseur can tell that the position
of Diagram 70 was conceived by a master-problemist and
that of Diagram 71 by a master of the game. Though
Réti’s position is perhaps not very likely to occur in an
actual game, the idea behind it is “game-born,” so to
speak, while Rinck’s position has the ear marks of a
problemist’s labor. Both have a style of their own and
thus share an attribute common to all products which can
justifiably claim to be classed as works of art.




F O R

CHES®SS

blood



C H A P T E R E I G H T

Master Chess

\N THE PRECEDING PAGES
‘looked only at the pleasant side of
Chess—the kind played among amateurs for the excite-
ment of a battle without bloodshed, in which the supreme
command is in their hands, but the outcome of which is
of no grave consequence to either player.

There is another side to Chess, however, which is
quite different—tournament and match games played
by masters or those striving to become masters, whose
standing, if not livelihood, may be seriously affected by
the outcome.

Such games are no fun, even for the winner. They are
the hardest work imaginable. You play for blood! You
avoid the lure of beautiful combinations unless you see
clearly that they do not endanger your chance to draw
the game at least, if you cannot win it. For it is not the
155
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beauty of a combination which wins a tournament, but
the number of points you make—a whole point for a
win, a half a point for a draw, and an “egg” for a loss.

The professional Chess player makes preparations for
his games of a type undreamed of by the amateur. He
carefully studies the style of each opponent whom he
has to face, by playing over as many of his games as he
can find in the records of previous tournaments; to nul-
lify similar efforts on the part of his adversary he chooses
an opening quite different from those he has played in
earlier rounds; he does not even necessarily play the
line he considers best, but keeps that line in store for
another, more dangerous opponent he may have to meet
in a later round.

If your adversary is known to like a slow positional
development, you try to lead the game into an opening
which offers early possibilities of hand-to-hand encoun-
ters. If he likes to attack himself, you set up a granite
wall of defense, in the hope of inducing him to make a
premature onslaught.

If you succeed in drawing your man into a variation
you have prepared for him, you do not show it by play-
ing rapidly. On the contrary. Although you are quite
certain what your next move will be, you may assume a
pose of troubled thought and permit several minutes to
elapse before making your move, to lull your adversary
into a false feeling of security.

These are some of the pleasant little by-plays of seri-
ous, grim tournament Chess; but they become very un-
pleasant when you are the victim of such psychological

tactics yourself!
Well, let us assume that both players have avoided
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pitfalls in openings not yet fully analyzed, and a more
or less even middle game has been reached. Then a
silent, deadly struggle ensues for the most minute posi-
tional advantage. What wearing effort to remain con-
stantly on your guard and to work out in your mind the
positions this or that variation will lead to, though they
are never reached in the actual game because your
opponent chooses a different road! The emaciating con-
centration required to keep this network of combinations
before you for fully four or even five hours at a stretch,
until the game is adjourned for a dinner intervall How
often fatigue dulls your wits and causes you to throw
away a good game by a blunder no beginner would
make! That harassing time clock! The nerve-racking
excitement when you have only seconds left in which to
make up your mind, where ten or fifteen minutes would
not be too much! The fear that grips your throat when
your opponent makes an unexpected move just as you
have used up almost all the time allotted to you! The
hope which quickens your pulse when he is pressed for
time himself in a difficult position! Not to let him benefit
by the time you are taking for your own moves, you are
often tempted to play too rapidly and then one little
error may throw away the fruits of hours of hard labor!

I do not think there is any other mental strain com-
parable to the exertion to which a tournament game
subjects the Chess master. Working at what seemed to
me the most difficult mathematical problems has never
exhausted me nearly as much as playing in a Chess
tournament; and of all intellectual applications mathe-
matical work is surely the hardest. That is why physical
fitness is a most important factor in tournament Chess
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and why young players, whose brains can stand the poi-
sons of fatigue much longer than those of older players,
have a great advantage.

Emanuel Lasker, who, at the age of 56 years, in the
New York tournament of 1924, was able to go through
twenty rounds and win the contest against the strongest
players of that day, and who, even at the age of 67, came
very near to duplicating that feat in Moscow, has estab-
lished a most astounding record—an exception which
does not disprove the rule. No other player has ever
remotely approached this achievement.

I recall an interesting conversation I had with him a
few days before the memorable New York tournament
—the only serious contest in which I had occasion to
cross swords with him. While taking a walk in Central
Park we were discussing the chances of the various par-
ticipants. I had not seen any of the European masters
since the outbreak of the World War and I did not know
what to expect of them, though here and there I had
played over a game from the records of European tour-
naments held during the preceding five years.

Emanuel Lasker said to me: “T am sorry to discourage
you; but no matter how well you play today—I haven't
seen you in many years—I am afraid you have no chance
against these young players. They have done nothing
during the last five years but analyze and practice every
conceivable variation of the modern openings and they
know the best moves in all of them. You will have to
spend a great deal of time in every game trying to find
your way through these new openings. Let us say it
takes you only twenty or thirty minutes to do so, and
let us even assume you find the best line of play. They
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will have consumed no more than five minutes for the
same number of moves—and how can anybody give a
first class master the odds of twenty five or even fifteen
minutes? I don’t think I have much of a chance against
these young fellows myself.”

I ventured to suggest that one might try to force the
game into one of the classical channels. But he shook
his head and said: “You will see that Chess has become
much more difficult since the advent of modernism.”

In the light of this conversation Emanuel Lasker’s
victory—1 points ahead of Capablanca, then the World
champion—was indeed a brilliant achievement. As
Horace Bigelow, who covered the tournament for one
of the New York papers, remarked at the time: “The
modern school came, saw and succumbed.”

To afford the reader an inkling of what one has to go
through in a tournament game I am giving a move by
move explanation of two games I played myself against
some of the leading masters. By reviewing only games
of my own I can supply not only a fairly accurate analy-
sis but also a description of the psychological back-
ground which, as I said before, is often quite as impor-
tant for their full understanding.

Another reason why I have confined myself to games
I have played myself is that it is extremely difficult to
analyze someone else’s games correctly. Even so brilliant
a Chess writer and analyst as the present World cham-
pion, Alexandre Alekhine, has made a good many errors
in the analyses of games played by others which he
supplied for the printed records of various tournaments.

An example is the game I played against Emanuel
Lasker in the New York tournament. Alekhine over-
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looked the crucial move in one of the variations of a
combination which I had at my disposal on the thirtieth
turn. Thus he arrived at the conclusion that my position
was lost or at least unfavorable, and he misjudged the
whole development leading up to it, while in fact my
game was won just at that point.

Such errors are only too human, particularly when an
editor must analyze a whole series of games within a
rather limited time. They do not detract from the great
value these tournament records have for the student, as
the most important thing in them is always the explana-
tion of the larger strategic plans which form the basis of
a master game, and not the analysis of specific tactical
maneuvers. In the unfolding of the strategic background
of the different openings Alekhine is a past master, and
the glossaries in his books in which he discusses his
games are the best post-graduate course I could think
of for any student.

The frame of mind in which I gave my great name-
sake battle was none too auspicious. It was the sixth
round of the tournament, and I had made only 1% points
in the first five rounds, having drawn the first three
games and lost the following two. In the first game,
against Maroczy, and in the second, against Bogoljuboff,
I had been outplayed in the opening and had drifted
into cramped positions from which there seemed no
hope of escape. In both games I did escape through a
temporary Pawn sacrifice which my esteemed opponents
took insufficient trouble in analyzing to the end. Most
likely they underestimated me a little, since I was the
only amateur who had been admitted into this most
illustrious gathering of professional Chess masters ever
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assembled. Had not one of the speakers at the banquet
preceding the tournament referred to me teasingly as
“Lasker common” and to my name-sake as “Lasker pre-
ferred”? I had hardly expected to benefit from the psy-
chological effect of this situation to the extent of two
half points. In fact, I almost won the game against
Bogoljuboff. The effect of my Pawn sacrifice had de-
moralized him a bit, and I was able to sacrifice a Rook -
soon afterward which he should not have accepted. But
in the excitement of time trouble I missed the winning
move. |

My opponent in the third round was Capablanca, and
to make things worse I had the black pieces. I had
played a good deal with him and, like many others, had
emerged with the disagreeable feeling that he was un-
beatable. This feeling, naturally, did not help my spirits
on this new occasion. The world champion seemed in-
deed to have me in difficulties in the early middle-game,
but somehow I worked out of them into an even position
and gladly accepted the draw he offered.

If this result—1% out of three tough points—made
me sufficiently cocky to say to Emanuel Lasker: “Well,
your moderns seem to be better in position play than in
combinations!”, I was shaken all the worse by the out-
come of my fourth and fifth games.

In the fourth round I faced Yates and after about
twenty moves had him in such trouble that mentally I
scored my first victory on the board. However, he extri-
cated himself with an ingenious maneuver, and playing
indifterently from then on I lost not only my positional
advantage but the game.

In the fifth round I played Janowski and maintained
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the upper hand from the opening through the middle-
game. At one point I had three different continuations
at my disposal each of which would have forced the
win very quickly. But I made two blunders in succession
and lost—as Alekhine said in his analysis of that game
in the tournament book: “I'wo miracles had to happen
to save Janowski, and they did happen.”

Thus, when I met Emanuel Lasker in the sixth round,
I was certainly anything but hopeful of my chances.
But I was thrilled by the thought of a serious game with
the greatest Chess master of all times whose name was
accidentally also my own; and I was determined to do
that name honor no matter what the outcome of the

battle might be.
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Emanuel Lasker wuiTE
VS

Edward Lasker BLACK

AFTER considering a few minutes what opening to
choose Emanuel Lasker started the game with his favorite
move, P—K4. I knew I would face a Ruy Lopez if I also
played P—K4, and a Ruy Lopez of a very mature variety
at that, one which had the background of thirty years of
World championship battles. But there was not much I
could do about it. The French or the Sicilian defence, or
the Caro-Kann were surely terra cognita for my opponent
just as much as for me. If I went into a Ruy Lopez I had
at least the advantage of familiarity with a rather recent
analysis of an attack Marshall had invented. I had shown
it to Emanuel Lasker cursorily a few days previously, but
163
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he had hardly had an opportunity to analyze this line
carefully. In case I could not get up the courage to try
the Marshall attack . . . after all a somewhat dubious
inmovation . . . I thought I might try a new variation of
the Tarrasch defence which I had discussed with Ma-

roczy shortly before the tournament. Very well then:

1. P—K4 P—K4
9. Kt—KB3 Kt—QB3
8. B—Kt5 P—QR3
4. B—R4

White had hesitated a little before making this cus-
tomary move, and for a moment I thought the possibility
of my playing the Marshall attack might induce him to
play instead one of his old favorite variations, the ex-
change on B6 followed by P—Q4, with the idea of pro-
ducing an early favorable end-game through the Pawn
majority on the King’s side. True enough, Tarrasch had
said: “Before the end-game the Gods have placed the
middle-game,” but he had lost this variation against
Lasker in the first game of their World championship
match all the same. Also, I had reminiscent visons of the
beautiful game Emanuel Lasker had won with this
opening against Capablanca at St. Petersburg in 1914,
and I was just trying to remember what line of play had
been analyzed to give the best defence, when White’s
reply relieved me of further worry in this connection.

4, .... Kt—B3
5. 0—0 B—K2

For a furtive moment I considered KtXP instead
which——as I remembered vaguely—Schlechter had
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played quite successtully against Lasker in 1910, in the
only World championship match that had ended in a
draw. However, I did not know that variation very thor-
oughly and preferred to steer clear of unknown com-
plications.

6. h—Kl1 P—QKi4
7. B—Kt3 0—0O

Castling instead of the customary P—Q3 enables the
Marshall attack in case White plays 8. P——B3. Black
sacrifices a Pawn with P—Q4, 9. PXXP, Kt XP; 10. Kt XP,
KtxXKt; 11. RXKt, P—B3, or even two Pawns with
9. ...., P—K5; 10. PXKt, PXKt; 11. QXP, B—KKt5;
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DIAGRAM 72,

12. Q—Kt3, R—XK. In the first alternative the continua-
tion 11. ...., Kt—B3; 12. R—K, B—Q3; 13. P—0Q4,
Kt—Kt5 is no longer played since Marshall lost the
tamous game against Capablanca in which he tried
this attack for the first time after an exhaustive secret
analysis.

When I played O—O I was really only bluffing and
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I had made up my mind by this time to play the Tar-
rasch defence should my illustrious opponent call my
bluff with 8. P—B3. But I thought he might perhaps
fear the complications of this attack which were by no
means easy to unravel in a time-limit game. He took
indeed quite some time before deciding upon his course.
Finally, however, shrugging his shoulders, he answered

8. P—B3

and the Tarrasch defence was forming, after I had sup-
pressed the last lingering desire to venture into P—Q4.

8. .... P—Q3

A very important move in this variation, in order to
avoid the pin B—Kt5 which would greatly weaken the
effectiveness of the planned advance of the Queen’s
Pawn.

9. .... x Kt—QR4
10. B—B2 P—B4
11. P—Q4 Q—B2

Up to this point the game has followed what is prob-
ably the most frequently played variation of the Ruy
Lopez.

12. QKt—Q2 BPXP

Tarrasch played Kt—B3 in this position. White then
has the choice between offering—temporarily—a Pawn
with 13. Kt—B or playing P—Q35, thus bottling up the
centre and getting set for a King’s side attack. The plan
initiated with BPXP in conjunction with my next move
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is an early occupation of the Queen’s Bishop’s file with
one of the Rooks, taking advantage of the retarded de-
velopment of White’s Queen’s wing.

I hoped this new line might make matters a little more

DIAGRAM 73.

difficult for my adversary than any other defence I
might have chosen.

13. PXP B—Q2
14. Kt—B KR—B

Although it does not look unreasonable to use the
King’s Rook in this file and to keep the Queen’s Rook in
readiness for operations in the Queen’s Rook’s or Knight's
file, I soon came to realize that the King’s Rook would
have been more useful on the King’s side, | |

15. R—K2

This move surprised me. I had expected B—Q3, and
from the result of another game played with this opening
in the same tournament later that move is probably
better. It may be that on K2 White thought the Rook
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would serve two purposes: To protect the second rank
and to be in readiness for doubling Rooks in any file in
which they may later be required to act.

In trying to find a way to take advantage of the some-
what unnatural position of this white Rook the move
Kt—KR4 occurred to me. The Knight would threaten
to attack the Rook on B5, and if White exchanged his
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DIAGRAM 74

Bishop for the Knight my Pawn on B5 would control K6
and K16, the two squares which White’s Queen’s Knight
intended to have at his disposal.

While studying the possible consequences of this
move 1 saw that it involved the sacrifice of a Pawn, as
White could take twice on his K5; then, if I captured
his Knight with my Queen, he would take my Bishop
with his.

But could I not give up my Bishop on KR6 and get a
Pawn for it before taking the Knight on K5 P Then he
would in turn first take my King’s Bishop’s Pawn with
his Knight. Heavens! I could not take that Knight! He
would check me with his Queen on Q5, and after I in-
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terposed my Bishop he would take my Knight with
check and have a winning attack.

No, there must be something else. Let us see again: I
would play Kt—KR4 and then would follow: 16. PXP,
PXP; 17. KtXP, BXP; 18. KtXP. Why could I not go
back to K3 with the Bishop, attacking the Knight and de-
fending the check threatened on my Q4? Then he must
play Kt—Kt5 and I can counter with B—B5. His Rook
cannot move, because on Q2 or K3 he would obstruct the
line of the Queen’s Bishop who is protecting the Knight,
and if he played R—XK, he would lose a piece through
QBXKt and QXB. Therefore, he must interpose his
Bishop on Q3 and I can then pin him with R—Q. I
checked the combination through again and again and
could find no hole in it. It seemed to me that the attack I
was getting was worth much more than the Pawn I was
going to sacrifice. And so I jumped:

15. .... Kt—R4
16. PXP PXP
17. Kt XP BXP
18. KtXP B—K3
19. XKt—Kt5 B—B5

I did not consider any other move here because I
thought I was obtaining a clear advantage. Had I seen
the ingenious reply my great opponent had prepared I
would have carefully analyzed the consequences of
BXKt, 20. BXB, Q—K4; this would have brought the
Queen over to the King’s wing with tempo and White’s
game would have been difficult. For example: 21. B—Q2,
Kt—QB5; 22. B—B3, Q—Kt4.
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DIAGRAM 75,

20. B—Q3 R—Q
21. R—B2 !

This almost humorous counter-pin I had not taken
into consideration. It enables White to “get out from
under.” What I had been looking into while White
pondered his last move was 21. BXB, QXB; 22. Q—B2,
QXQ; 23, RXQ, R—Q8; 24. Kt—B3, Kt—KB5 and 1
could not see a satisfactory continuation for White. 25.
R—Q2 I could have answered with R—Q, and White
would not have time to save himself with P—QKt3,
because after the exchange of Rooks Kt—Q6 would
win the Bishop or at least the exchange. 25. P—QXt3
would not defend the threat Kt—Q6 either. Again, if
25. P—KKt3, Kt—Q6; 26. K—Kt2, in order to play
Kt—K3, Black would win with R—KB! 27. Kt—K83?,
RXKt followed by Kt—KS ch etc. or 27. Kt (B sq)}—Q2,
B—Xit4 !l; 28. Kt XB P, RXP ch and mate in two.

With the text move White avoids all these troubles,
but I still have quite an advantage in mobility and I
control the Queen’s file, so that my positional superiority
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should be worth the Pawn I lost in the mix-up. En-
couraging myself with these considerations I continued:

2L .... Kt—B5
922. BXKt QXB
23. Kt—R3 Q—K4

White will have a hard time driving me from this
dominating square.

24. BXB ch KtXB
25. Q—K2 R—Q5
926. P—B3

The black squares around White’s King are now so
loosened up that my Bishop should find a fertile field of
activity. First, of course, I must double Rooks in the

Queen’s file to prevent White from opposing his Queen’s
Rook.

2. .... QR—Q

DIAGRAM 76.
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Now White is ready to drive my Knight with P—QKt3
and then to operate in the open file, threatening, among
other things, to exchange Rooks with R—B8. In looking
around for a good spot for the Knight my conclusion
was that only Q7 was really desirable. After Kt—Q3
White would be able to drive my Queen with R—B5.
Kt—Kt3 did not look good either on account of 28.
R—Q6, QR—0Q3; 29. R—B5. If I could plant the Knight
on Q7, from where I threatened to exchange the Knight
on White's KB sq, I would deprive the black squares
around White's King of the protection the Knight now
affords them, and my Bishop would thus find a welcome
increase in the range of his influence.

To enable Kt—Q7 I would have to play my Bishop
to Kit5 first, and I would have to be careful not to have
my Knight trapped after White evaded the exchange,
through Kt—R2, let us say, and attacked it for the third
time with R—Q.

I had only about five minutes left within which to
complete my thirtieth move, and realizing that breaking
in at Q7 was the only forceful plan at my disposal I
decided to go into it. Before moving the Bishop to Kt5
I thought I would play him to B4, driving White’s King
into the corner, just to gain a move in view of the time
pressure.

27. . ... B—B4
28. K—R B—Kt5
29. P—OQKt3 Kt—Q7

Only one more move to make before time control. I
went over the only two moves which White could make

if he wanted to avoid the exchange of the Knight, either
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Kt—R2 or Kt—XKS3. In the latter case, why could 1 not
sacrifice my Knight on K5 and regain the piece after
PXXt, RXP, since his Knight was pinned? Well, I did
not suppose White would make that move. But I awoke
from my musings with a start:

30. Kt—K3 I?

He did make that move! Had he made it to complicate
things so that I would not have enough time left to cal-
culate the consequences of the sacrifice KtXP P Or had
I made a mistake in my calculation? In feverish haste I
went over the combination again. What could he do after
31. PXKt, RXP ? Perhaps 32. R—B8 ? Then I could not
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DIAGRAM 77,

exchange Rooks because after 33. RXR ch and 34.
Q—B3 ch I had no defence. But what about 32. . ...,
R—K ? Would that not defend the first rank and still
win back the Knight? After exchanging Rooks White
could not protect the Knight with the other Rook be-
cause my Bishop held both White’s K sq and QB3. Or
could he perhaps play for a mating attack with 34.
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Q—Q3 ? Tick, tick went the clock . ... fifteen seconds
left . ... after RXKt he would continue with 35. Q—Q5
ch. Why not interpose the Queen on Q3 or even go in the
corner with the King? Or could he play 34. Kt—XKt sq
and answer RXKt with Q—Kt4, attacking my Bishop
and threatening R—B8 ? B—B sq should do in that
case .... Three seconds left! I had to move. I was so
excited by that time that the pieces began to dance in
front of my eyes! Was there perhaps a move which
maintained my threat .... which did not spoil any-
thing, so that I could squeeze in my thirtieth move be-
fore the flag fell and then analyze the consequences of

the Knight’s sacrifice in peace? .... Ahl .... B—R6 |
His Rook must move and . ... quickl!
30, .... B—R6

I made the move just in time to avoid forfeiting the
game, but immediately realized I had thrown away my
opportunity to win, for after

31. R—Q

my Rook on Q sq would be en prise if, after sacrificing
my Knight on K35, I played RXP.

I was worn out by the harassing time pressure and
disconsolate when finding out, upon figuring through
the combination again slowly, that in answer to 32. R—B8
I would really have won through R—K. A careful analy-
sis of the combination with Emanuel Lasker himself last
year brought out that if he had played R—BS8 on the
thirtieth move, instead of Kt—KS3, the game would have
ended in a draw, and so I feel somewhat consoled today.
After 30. ... ., KtXKt; 31. RXR ch, RXR; 32. QXXKt,
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B—Q3; 33. P—B4, QXKP would have been the likely
continuation. White could hardly have tried to hold the
Pawn by 33. Q—KKt, because Q—XKt6 would have
tied up his Queen and Knight. For example: 34. R—Q,
R—QB; 35. R—Q5, P—R3; Now Black threatens R—B6
and RXBP after first withdrawing his Bishop so that
White cannot play RXB in answer to RXP.

Should White forestall this threat with 36. R—Q3,
Black would continue with R—B4, threatening R—R4
and RXKt. 37. R—KS3 does not parry this threat because
Black would prevent P—B4 with B—B5, forcing 38,
KtXB, QXKt. It is very doubtful whether White can
escape with a draw in this position. 39. P—KKt4 would
be frustrated through P—KR4 and 39. Q—K would be
met with R—B7, threatening not only RXP but mainly
Q—Kt4.

Alekhine, in his comments on the game, considered
my move with the Knight to Q7 an act of desperation
and put an exclamation mark after White’s Kt—KS3, not
realizing that my Knight’s move and the sacrifice in-
tended with it were correct and that White’s answer
should have lost the game. He overlooked my move 32.
...+, R—K in reply to R—B8. It is a pity that through
this error he had a wrong slant on the whole strategy of
this interesting and exciting new defence which turned
into a wild attack. It would have been worth while for
the readers of his tournament book to see his notes on
the game from an angle undistorted by his oversight.

I had to seal my next move, the game being adjourned
until the evening session. Having completed the first
thirty moves within the two hours allotted for them I
had plenty of time to survey the situation.
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As I could not protect my Knight with Q—Q3 on
account of 32. Kt—B5, I had only B—XKt5 and the sacri-
fice KtXKP, which offered considerable attacking
chances even though I could no longer regain the Knight.
After 32. PXKt I could play B—Q3. If then 33. Kt—B,
RXP; 34. Q—Q3 ? B—B2; 35. 0—KB3, RXR; 36. QXR,
R—K8 winning the Queen on account of the threat
Q—R7 mate. I realized very soon, of course, that I was
merely dreaming. For instead of Kt—B he could play
much stronger 33. Kt—Kt4, RXR ch; 34. QXR, Q—Kt6;
35. P—K&5. I could not see any really promising con-
tinuation after that.

In connection with my other alternative, however,
31. ...., B—Kt5, a beautiful sacrificing combination
occurred to me. It was evident that White would chase
this Bishop in order to win my Knight. After 32. P—RS3,
B—R4; 33. P—Kt4, B—B2 I would be threatening mate,
but after 34. P—B4 the mate was defended and my
Queen was attacked and the Knight could not be de-
fended with Q—QS3 on account of 35. Kt—B5. Therefore
my game seemed lost . . . at least I hoped my opponent
would think so. But here KtXP loomed as the saving
move which might even turn the game again in my favor!
It took me fully fifteen minutes to figure through the
maze of combinations connected with this variation, so
that I had only 45 minutes left for the next 14 moves after
which the time would be checked again. I had to make
up my mind and I sealed

3. .... B—Kit5

When the game was resumed two hours later Emanuel
Lasker made the next three moves which I had expected:
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82. P—R3 B—R4
33. P—QKt4 B—B2
34. P—B4

and the critical position of Diagram 78 was reached.

DIAGRAM 78,

White could not have defended the mate with 34.
Kt—XKt4, because Kt XXP would have won a piece: 35.
RXR, Kt—Kt6 ch; 36. K—R2, KtxXQ ch; 37. KtXQ,
BXXKt ch etc. He made the move P—B4 much too fast
to suit me, because it was evident that in the dinner in-
terval he had thoroughly analyzed the combination.
Therefore I looked again carefully whether there was
anything wrong with my intended KtXKP. After 35.
PXQ, Kt—Kt6 ch; 36. K—R2, KtXQ he could not play
37. RXR on account of BXP ch and Kt XR. He would
have to play 37. RXB, RXR; 38. Kt XR, RXKt; Then 39.
Kt—Kt5 was not agreeable for me, I noticed, though
R—Q; 40. R—R7, P—R3; 41. Kt—K6, R—K would
very likely have drawn. I was disappointed to realize
that this was all there was to hope for me even after my
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surprise-move. But there was nothing else to be done

and so I played:

34. .... KtXKP !
My opponent again did not think very long . ... most
disconcerting . ... before he made a reply I had not con-

sidered at all and which proved to refute my beautiful
combination.

35. K—R2 |l

There I was! The check-Queen on Kt6 was now de-
tended and my Queen remained attacked and had no
move to keep the Bishop guarded. In answer to Q—Q3
White would simply first exchange Rooks and then win
the Bishop; and Q—K2 was not feasible on account of
Kt—B5. In this desperate situation I had what I thought
was a brilliant stroke which saved my game. But the idea
was too beautiful to be true;

35. ... RXR !l

If now 36. PXQ, then BXP ch; 37. P—Kt3, R—Q7,
winning back the Queen. Or if 36. Kt—B4, BXXt ch; 37.
K—R3, R—Q6 etc. But the simple recapture

36. Kt XR

refutes my combination. Now my Queen must move, and
either the Bishop or the Knight is lost.

36. .... Q—K2

An error of a type the old Russian Champion Ossip
Bernstein used to describe as the “equalizing injustice
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of Chess.” Emanuel Lasker made the move without a
moment’s hesitation. Evidently he had planned it far
ahead, at the time he played K—R2, and as he saw he
won the exchange, he did not bother looking around
for other possibilities. With Kt(Q1)—B2 he would have
won a whole piece and the game. R—Q5 would not
have helped me because of 38. Q—K3, B—Kit3; 39.
R—B8 ch, K—B2; 40. KtxKt, RXKt; 41. QXR fol-
lowed by Kt—Kt5 ch.

After winning Knight and Bishop for his Rook, White
has by no means an easy ending. In fact, it is doubtful
whether this ending can be won at all. In view of the
weak QR Pawn White must even be careful not to ex-
change Queens because the Rook can shift his attacks
quickly from one wing to the other while the Knights
cannot follow as rapidly.

Emanuel Lasker avoids the exchange of Queens and
manages to work up an attack on the King in a masterly
fashion

37. ... QXR
38. QXKt Q—B5

Of course not RXKt on account of K—Q8 mate.
39. Q—K7 Q—B

I am trying to prevent the Knights from approaching.
Kt—K3 cannot be played now because R—K would
follow.

40. Kt(Q1)—B2

With Kt—Kt5, RXKt; 41. Q—B7 ch, K—R; 42.
Q—R5, P—RS; 43. QXR, PXKt; 44. Q—R5 ch and
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QXP White could have produced an ending with four
against three Pawns, but it is highly problematic whether
it could have been won.

40. .. .. P—R3

KT—K4 would have been rather disagreeable for me,
because White could then have answered R—K with 42.

DIAGRAM 79,

Q—B5. The exchange of Queens would not have been
favorable for me in that position as White would have
captured my QR Pawn while I won his, and then he
could have defended his Kt Pawn by Kt—Q83, so that I
could not have obtained a passed Pawn.

41, ... O—K3
Now I keep the Kt from K4 for quite a while.

49, Q—Kt7 Q—Q4

43. Q—Kit6

If QXRP instead, I win back the Pawn with R—QR
and then the White QKt Pawn would soon also fall.
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43.
44,
45.
46.
47.
48.
49.

O R—Q3
Q—K3 R—K3
Q—QB3 Q—B5
Q—KB3 Q0—B3
Q—Q3 R—Q3
Q—Kt3 ch Q—Q4
Q—Kt R—K3

Again Kt—K4 is prevented and now I threaten to at-
tack the QR Pawn with R—K86. 50. Kt—Q3 is not a satis-
factory defense because
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PIAGRAM 80.

after R—K7: 51. Kt(R3)—B2, R—R7; 52. Q—OB,
(Q—BS5 the Pawn falls after all. White therefore decides
to take a chance and sacrifice his Knight on R6 in order to
lay bare my King and to attack him with the Queen, the
remaining Knight and the two connected passed Pawns.

50. Kt—Kt4 R—K7

In permitting the sacrifice I practically offered a draw,
because White’s Queen will hardly have any difficulties
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in enforcing a perpetual check. However, from a psycho-
logical standpoint, I felt T had winning chances because
White would try for a win with the Knight and two
passed Pawns against my Rook. I did not think I had
much to fear from such an attempt, as the White King
was bound to become exposed to attack as soon as the
Pawns advanced. I might otherwise have tried R—K5

and played R—K7 only after White's Kt—K5.

51. KtXPch PXKt
52. Q—Kit6 ch K—B
53. QXP ch K—K
54. Q—Ki6 ch K—Q

White could now draw with perpetual check, begin-
ning with 55. Q—Kt6 and then checking on the eighth
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DIAGRAM 81.

and seventh rows until I interpose either Rook or Queen,
thus relinquishing the mating threat on White’s KKt2. If
White then again attacks my Rook’s Pawn I have nothing
better than to repeat the threat to mate on KKt7. How-
ever, White decides to play on for a while, probably
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thinking that his chance to draw by perpetual check
would remain available to him, while he might obtain
winning chances in case I took my Rook or Queen out of

play by capturing his QR Pawn.
55. Q—Kt3

Now I saw a chance to avoid perpetual check while
maintaining the mating threat with my Rook in the KKt

file.

55. .... R—K
56. Q—B2 R—Kt
57. Q—Kt2 Q—Q3

This guards the King against checks and at the same
time keeps the Knight from approaching as long as the
Bishop’s Pawn is not protected. White now maneuvers
his Queen with great finesse so as to finally secure the
cooperation of the Knight on Kt5. But meanwhile I cap-
ture White's Rook’s Pawn without giving another oppor-
tunity for perpetual check, and thus obtain a winning
position.

58. Q—B3 K—Q2
59. Q—KB3 K—B2
60. Q—K4 R—Kt2
61. Q—B5 R—K2

I cannot prevent the Knight from occupying Kt5 any
longer and therefore go ahead after the Rook’s Pawn.
White here sealed his move. A third four-hour session
was in prospect as the ending was evidently going to be
extremely difficult for both sides.
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62. Kt—Kit5 R—K©6

63. Kt—K4 Q—K2 |
Threatening mate in two moves.

64. Kt—B6 K—Kt |
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DIAGRAM 32,

65. P—Kit3 RXRP
66. K—R3 R—R&

Of course not QX P as this would allow perpetual check
through 67. Q—KS35, K—Kit2; 68. Q—Q5, etc.

67. Kt—Q5 R—RS8 ch

For a while I considered Q—R2 ch; 68. QXQ, R—R8
ch etc. But White could have answered 68. K—Kt4 and
this would have advanced his King dangerously. In reply
to the Rook check, White must retreat with the King be-
cause K—Kt4 would be followed by Q—K7 ch, ete.

68. K—Kt2 Q—KR2

White is now forced to exchange as he has only one
check and his King would not be able to stand the com-
bined attack of Rook and Queen.
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69. QXQ RXQ
70. K—B3 K—Kt2
71. P—Kt4 K—B3
72. K—K4 R—R
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DIAGRAM 83

My plan is, of course, to drive the Knight first and then
to advance the Rook’s Pawn to clear the way for the
Knight's Pawn. I am threatening check on K sq, winning
the Knight, so that the latter must now move. I could have
accomplished the same thing by attacking the Knight di-
rectly with R—Q2, but I thought the two moves resulted
in exactly the same play. I could not possibly foresee
that with my Rook on the eighth instead of the seventh
rank, White would have a hidden possibility of drawing.
In answer to R—Q2, White could have saved his game
neither with 73. Kt—B6, R—Q; 74. P—Kt5, P—R4; 75.
PXP, P—Kit5 etc.; nor with 73. P—Kit5, RXKt; 74.
P—Kt6, R—Q8 etc.; nor with 73. Ki—K3, P—R4; 74.
PXP, P—Ki5; 75. P—Kt5, K—B4 ! 76. Kt—B2, P—K186:;
77. Kt—R3, K—K15; 78. Kt—Kt, R—Q8 etc.



186 CHESS FOR BLOOD

73. Kt—K3 R—K ch
74. K—Q4 R—Q ch
75. K—K4

K—B3 would have been less promising. I intended to
play P—R4; 76. PXP, K—B4 | 77. P—Kt5, P—Kt5 ch;
and if 78. K—B2, P—K16 ch; 79. K—Kt2, R—Q7 ch;
though it is doubtful whether I actually had a forced win

75. .... P—R4
76. PXP P—Ki5

DIAGRAM 84.

P—Xt5 would lose: P—Ki6; 78. Kt—B4, K—B4; 7.
Kt—Kt2, R—Q7; 80. Kt—Q3 ch, K—B5; 81. Kt—KS5 ch,
K—B6 etc.

7. ... K—B4

Had I realized that White had a chance to draw, as al-
luded to in the annotation of the 72nd move, I should
have looked very much more thoroughly into the varia-
tions resulting from P—K186. I only figured ahead as far
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as 78. Kt—B4, K—Kt4; 79. Kt—Kt2, K XP; 80. K—KS3 |,
K—Kt4; 81. P—Kt5, K—Kit5; 82. P—Kit6, K—B6; 83.
Kt—R4 ch, K—B7; 84. P—B5 and then abandon this line
in favor of K—B4 which seemed to force the win as far
as I could see.

However, the fact is that the other line of play would
actually have won in the following surprising manner,
which was also overlooked by Alekhine in his annotations
in the tournament book: R—K ch 1, 85. K—B3, (K—B2
would lose on account of R—KB; 86. K—Kt3, RXP ch;
87. K—Kt4, R—QR4 I; 88. Kt—Kt6, P—Kt7; 89. P—XKt7,
P—Kt8 (Q); 90. P—Kt8 (Q), Q—Kt8 ch) R—K4; if
White now plays 86. K—B4, or K—Kt4, he loses again
through R—QR4. For instance: 87. Ki—Kit6, P—Kt7;
88. P—Kt7, P—Kt8 (Q); 89. P—K18 (Q), O—KBS ch
(if the White King is on Kt4, the White Queen is lost
right away through Q—XKt8 ch); 90. K—K4, Q—Q6 ch;
91. K—B4, RXP ch and mate in two moves. Or: 87.
P—Kit7, R XKt ch; 88. K—Kt5, R—R; 89. P—B6, P—Kt7:
90. P—B7, P—Kt8 (Q); 91. P—B8 (Q), R—R4 ch;
92. K—Kt6, K—B6 ch: 93. K—B7, Q—B5 ch etc. Other
variations are similar.

For these reasons White would have had to play 85.
K—B4 right away. The continuation would then have
been R—QR; 86. Kt—Kt6, P—XKt7; 87. Kt XR, P—Kt8
(Q); 88. P—Kt7, Q—XKt ch; 89. K—Kt5, Q—Kit6 ch !;
90. K—B6, Q—R5 ch; 91. K—Kt6, Q—Kt5 ch; 92.
K—R6 !, K—Q6 !; 93. P—B6, K—K5; 94. K—R7,
Q—B5 ch etc., or 94. P—B7, Q—XKB8 etc.

After the move I actually made in the game, there
seems to be no way to avoid the draw.

78. P—R7 !
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Here is the surprise, which demonstrates how impor-
tant a difference the position of my Rook on the eighth
row constitutes. If the Rook had gone to Q2 on the 72nd
move, he could now simply capture the Pawn. As it is, he
must lose a move for this purpose, and that is enough to
secure a draw!

78. . ... P—Kit6
79. Kt—Q'! R—QR

The only chance to win. K—Kt3 would be answered
with 80. K-—K3, KXP; 81. Kt—K1t2, K—Kt3; 82. P—B5,

continuation.
80. P—Ki5 RXP
81. P—Kt8 R—Q2
82. Kti—Ki2 R—Q7

EE RN
‘mEEn
/@% %i%
%@ﬁ .

% %

s

DIAGRAM 85,

83. K—B3 ! R—Q

Obviously, I cannot take the Knight as White’s Knight's
Pawn would queen. But I can win both Pawns, and I
thought I still saw a possibility of winning the game.
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84. K—K4 R—Q7

This repetition of moves is merely a maneuver to gain
time for the ensuing difficult ending.

85. K—B3 R—Q
86. K—K4 K—Q3
87. K—0Q4 R—OQB
88. P—Kt7 |

In order to force the Rook to get off the Bishop file so
that the White King can approach my Pawn.

88. .... K—KX3
89. P—Kt8 (Q) RXQ
90. K—B4 R—Kt6 |

This is the move I had calculated would win my game
after all. The other contestants also believed I had now a
fairly easy win as White could not capture my Pawn.
I remember I left the room at this stage to stretch a little
and was congratulated upon my victory by Bogoljuboff
and others who were in the Press room and told me the
story of the game was ready to be released. However,
when I returned to the table, a rude shock awaited me.

91. Kt—R4 K—B4
92. K—Kt4 KXP

It would take White three more moves, I had calcu-
lated, to capture the Pawn: K—R3, Kt—B5 and KtXP.
But at that moment my King would reach the square QB5
and the Knight would be lost because the Rook pins it! It
never occurred to me that White need not capture the
Pawn at all and could still draw the game. Emanuel
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Lasker actually discovered a new end-game position in
which a Rook and a Pawn cannot win against the Knight,
and this position has since become a classic. By a strange
coincidence, the same ending occurred two or three years
later in a tournament in Chicago in a game between two
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DIAGRAM 86,

players one of whom happened to know this ending
between Emanuel Lasker and myself and who saved a
lost position because the other did not know Emanuel
Lasker’s discovery.

03. Kt—Kt2!

I was certainly surprised when I saw this move, Ex-
amining the position carefully, T soon realized that I had
no way of driving White's King away. And I could not
cross the sixth rank without exposing the Pawn to cap-
ture! The first thing I did was to rush back to the Press
room and tell the reporters that they should kill their
story. I was afraid they might have already released it,
tor everyone had been telling them I had an easy win.
Then I returned for another analysis of the position. If I
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could reach Q7 with the King by playing him in back of
my Rook, I could still win. And I made a last attempt:

93. ... K—K5
94. Kt—R4 K—Q5
05. Kt—Kit2 R—KB6
96. Kt—Rd4 R—K6
97. Kt—Kt2 K—K5
98. Kt—R4 K—B6
99. K—R3 |

This foils my plan. After K—K7 White would play
K—Kt2 and I could never approach.

99. .... K—K5
100. K—Kt4 K—Q5
101. Kt—Kt2, R—R6
102. Kt—R4 K—Q6
103. KXP K—Q5 ch

and we called the game a draw. It was generally consid-
ered the most exciting game of the tournament.

I felt quite discouraged, naturally, at seeing the win
slip through my hands after more than thirteen hours of
hard struggle. But when the excitement had subsided I
came to regard this game as one of my best efforts; and
whenever I think of it I smile, remembering the “equaliz-
ing injustice of Chess.”




& 21\ BT ONE TIME OR
“another almost every tournament player faces the moral
problem whether or not to do his best in a game the
outcome of which does not affect his own standing in
the tournament. As far as I am concerned, and, I am
sure, in the eyes of any impartial judge, such a problem
does not really exist. If the outcome affects the relative
standing of another competitor—as it almost always does
—it seems to me obviously unethical for a player not to
try his best. All the same, when a player is so far ahead
of the rest of the field that in the last round or two he
can be satisfied with a draw, he rarely puts up a real
fight but merely tries to get through the game as quickly
as possible without losing. That is why in some tourna-
ments a rule has been introduced that it is not permitted
to call a game a draw before at least thirty moves have
162
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been made. Unfortunately, such rules can, of course, be
circumvented by a repetition of moves on which the two
players agree. I recall an extraordinary case in this con-
nection which I must relate without mentioning the
names of the players concerned. These two contestants
had the same score in the international tournament in
question and both were sure of a prize if they drew their
game. Being a bit afraid of each other they arranged
beforehand that they would draw the game by seizing
the first opportunity of a plausible repetition of moves.
That opportunity occurred after about twenty moves,
and they began to repeat a series of Bishop moves in-
volving three different squares on either side. After these
moves had been repeated twice, one of the players no-
ticed that if he changed the order in which he occupied
the three different squares concerned, and if his op-
ponent did not change the order of his moves corre-
spondingly, he had a rather hidden winning maneuver.
The opponent did not change his order of moves because
it never occurred to him even to investigate whether that
order made any difference. And the reader may imagine
his feelings when he was suddenly confronted by a
move which did not belong in the series agreed upon and
which demolished his game in short order.

Naturally, he could not complain to the tournament
director that his adversary had broken an illegal agree-
ment. And I, for one, did not waste any sympathy on
- him when he told me the story.

The situation is somewhat similar, when a player who
has made a bad score plays one of the prospective prize-
winners, While his own score may not be hurt by another
loss, he would unfairly better the chances of his op-
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ponent if he did not try to win when the occasion offers
itself.

I found myself involved in such a situation on occasion
of the following game which was played in the U. S.
National Championship tournament at Chicago, 1926. On
its outcome depended the question whether or not my op-
ponent or Marshall would win first prize while I had
spoilt my own chances early in the tournament. I ad-
mired Torre’s style very much and it was almost pain-
tul for me to beat him, but of course, I felt I had no
choice but to play as well as I could. The game is very
instructive because it shows how throughout an almost
totally unexplored opening one can find his way by stead-
fastly adhering to the dictates of the general strategic
principles.

wHITE: Carlos Torre  BLack: Edward Lasker
1. Kt—KBS3 P—Q4
2. P—B4

These two opening moves characterize the Reti Gam-
bit. The reply P—Q5 is not likely to be good because
nothing is gained by it for the development of Black’s
pieces. P—B3 or P—K3 could lead the game into well
known paths of the Queen’s Pawn opening but I wanted
to avoid a closed game and preferred to test a new line
of play which had been introduced by Spielmann in
1925, in the tournament at Moscow, not the least for the
~ reason that Torre himself had participated in the Moscow
tournament. I did not consider it likely that he would
have expected me to choose this defense and presumed
that he had rather planned and studied other variations
in preparation for this game.
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2. .... PXP

With the intention of lodging this Knight in the centre
on K5 if possible. White could, instead, turn the opening
into an accepted Queen’s gambit by playing Q—R4 ch
and QXP.
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DIAGRAM &7.

This and the following three moves constitute the in-
teresting line of play Spielmann had chosen against
Tartakower in order to produce an open game. While it
is true that Black is giving up a centre Pawn and a Bishop
for a Knight and a Pawn on the wing, he obtains a more
rapid development and attacking chances on the Queen’s
side of the board. White cannot take the Bishop’s Pawn
because P—K5 would drive the King's Knight back
home. On K5 he would be lost through P—KB3.

4. KtxXKP - BXKt
5. Q—R4 ch

Of course not PXKt, on account of Q—Q5.
5. ... | P—QKi4 |
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The point of the combination. White cannot take this
Pawn, as Black would win a piece through P—QB3; 7.
KtXQBP, KtXKt; 8. QXKt ch, B—Q2; 9. Q—K4 ch,
B—KZ2.

DIAGRAM BB

A very tempting continuation, involving the sacrifice
of a Pawn, for a splendid advantage in development
would be 5. . ... , Kt—0Q2. Betore recapturing the Bishop
with the Queen White would then have to exchange
Knights, and after 6. KtXKt, BXKt; 7. QXB, Kt—K2;
8. Q—QB3, O—O; Q XBP all of Black’s minor pieces are
developed while White has only the Queen out and must
make two more Pawn moves to develop his Bishops.
Black might continue with Kt—B3 or R—K.

6. QXB B—Kt?

_To prevent Q—KB3. Tartakower in his game against

Spielmann now continued with 7. P—K3, Q—Q3; 8.
QXQ, PXQ; 9. Kt—B3, Kt—QB3S; 10. P—QKt3, P—0Q4;
11. PXP, QPXP; 12. P—QR4 and obtained the better
game through pressure on Black’s QKt4 which he later in-
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creased with P—Q3. My intention was to play 9. ... .,
Kt—Q2 instead of QB3 in order to support the Pawn on
B5 by Kt—K13 in case Torre should choose the same line
of play as Tartakower. But he deviated by attacking my
Bishop’s Pawn immediately.

7. P—QKit3 Q—Q3

If White now exchanges Queens, I can still lead into
the line I wanted to play. Torre pondered the position for
almost ten minutes and then made a move which, as
Marshall later pointed out, might have lost a piece tor
him against two Pawns. To be frank, Marshall's rejoinder
never occurred to me. But I am not sure whether it was
not just what Torre had hoped I would play.

4 B FrFN .
B4 DwiiAaE
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DIAGRAM 89.

8. B—Kt2 P! P—KB3

With P—B6 I would have won the Knight as after
9. QXQ, PXQ two white pieces are attacked. But White
would have obtained a very dangerous attack with 9.
PXP, QXKt; 10. P—QB4, Q—Kt4; 11. P—KR4 |,
Q—R3; 12. R—RS3 followed by R—K38 and Q—Bb5. I am
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almost glad I did not consider P—B6 in the game but
thought only of getting my pieces developed as fast as
possible. I might not have realized at the time how dan-
gerous White’s attack would have been for me. With the
text move I intended mainly to minimize the effective-
ness of White's Queen’s Bishop.

9. QXQ PXQ
10. Kt—B3 PXP

If in this position I had played the obvious move
Kt—Q2 which I had intended in conjunction with
Tartakower’s line of development, I would have run into
trouble through 11. Kt—Q4, P—QR3; 12. PXP, PXP;
13. Kt—BS5.

11. Kt—Q4 P—QR3

Now, however, I would answer Kt—B5 with K—Q2,
and Kt X KtP would then be very dangerous for White as
after exchanging Pawns on R7 I would remain with two
connected passed Pawns.

12. PXP K—Q2
To keep the Knight out of my X3.

13. Kt—B5 P—Kt3

14. Kt—K3

If we survey the position which has been reached after
the extended reconnoitering excursions of the white
“~ecavalry, we must come to the conclusion that the white
army is not in very good condition. White’s King’s wing
is still sadly undeveloped, and as long as I control the
long diagonal with my Bishop White will have to resort
to complicated maneuvers to get his King’s Bishop out.
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To develop my own King's wing I need only place my
King on K8 or K2, protecting my Bishop’s Pawn. It is
hard to decide which one of these two moves might prove

DIAGRAM 90.

more advantageous. I choose K3 because it leaves my
King’'s Knight the choice between two moves.

14. .... K—K3

Threatening to invade the seventh rank, the heaven of
Rooks.

15. .... Kt—QB3 ?

This gives White the opportunity for which he has
been praying, to develop his King’s Bishop and connect
his Rooks through castling. I should have kept my Bishop
unobstructed by playing Kt—Q2. There was no harm in
letting White’s Rook reach B7 because White could not
maintain him there, due to the inability of his King’s
Rook to reach the Queen’s Bishop’s file. After 15. ....
Kt—Q2; 16. R—B7, R—Kt; 17. P—B3, Kt—K2; 18.
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P—Kt3, KR—QB; 19. B—R3 ch, P—B4; 20. RXR, RXR;
21. K—B2 White’s King’s Bishop would still have been
out of play for quite a while, and I could have kept con-
trol of the Queen’s Bishop’s file with Kt—QB4, 22.
P—QKt4, Kt—Ki6.

16. P—Kt3 KKt—K2
17. B—R3 ch K—B2
18. O—0O P—KR4

The object of this move was to restrict the mobility of
White's Knight. Had I played R—Q immediately, White
might have annoyed me with 19. Kt—Kt4, P—B4; 20.
Kt—R6 ch, K—B; 21. B—B6, KR—B; 22. P—KA4.

19. R—B2 KR—Q
20. KR—B

White has now temporarily obtained control of the
Queen’s Bishop’s file. My aim will naturally be to oppose
my Rooks in that file and then to take advantage of my
extra Pawn on the Queen’s wing and of the weakness of
White’s Queen’s Knight's Pawn. I felt that White could
do very little to prevent this maneuver, and I thought I
might as well first restrict the mobility of White’s Queen’s

Bishop by advancing my Queen’s Pawn to the fifth.
/
/ 20. .... P—Q4
| 21. R—B5

_-.WEH__PH'I"Dbany he did not want to block his Bishop with
P—Q4 and would rather have a Pawn of mine on that

square, attacked by his Bishop.

2l .... | P—Q5
29. Kt—Kt2 B—B |
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Forcing the exchange of the white Bishop and thus
gaining the desired Queen’s Bishop’s square for the
Rooks.

23. BXB ~ QRXB
24. Kt—B4

The Knight must get back into play.
24, ... Kt—R4 |

White can now hold the Knight’s Pawn only at the ex-
pense of exchanging both Rooks, and the ending ensuing
after 25. P—QKt4, Kt—Kt86; 26. RXR, RXR; 27. RXR,
KtX R was distinctly unfavorable for him due to the con-
stant threat which the black Pawn majority on the
Queen’s wing constitutes. A very strong alternative I
had after 25. P—QKt4 was Kt—B5. White would have
had to exchange one Rook on B8 as otherwise I would
exchange myself and again emerge with the two con-
nected passed Pawns.

DIAGRAM 9.

The continuation might have been 26. RXR, KtXR;
27. R—B2, Kt—K2; 28. B—B, Kt—B3; 29. Kt—Q83,
R—OQR and P—RA4.
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I was just enjoying the prospects of all these possi-
bilities when Torre scared me for a moment with a move
I had not expected at all. He played

25. R—B7 |

which sacrifices the exchange for a dangerous attack
against my King. His threat is B—RS3 followed by RXKt
ch and KtXKtP. It occurred to me to play 25. ....,
P—Kt5 first, leaving White’s Knight's Pawn attacked.
But then he could exchange Rooks and play Kt—Q3
rather than BXP, and if I took the Knight's Pawn he
would take mine and I would not have the two con-
nected passed Pawns. For this reason I dropped the idea
again and concentrated upon analyzing the consequences
of accepting the sacrifice. After much hard work I saw
that with a counter-sacrifice I could stop the attack and
regain the initiative as follows:

25. .... KtXP
26. B—R3 KtXR
27. RXKtch K—Kt
28. Kt XKtP R—K !l

Giving up the Knight in view of the combination at my
disposal on the 30th move which keeps White's King
from the battle field and is thus sure to win through the
advance of the passed Pawns.

White threatened various very disagreeable maneu-
vers. For example, if I tried the advance of the Pawns im-

mediately, he might have played 29. R—QXKt7, and if
" P\—'—cKt& 30. Kt—XK7 ch. Now I would have had to give up
a whole Rook to avoid a draw, for K—B; 31. Kt——Kt6 ch,
K—K; 32. R—K7 would be checkmate. After 30. ....,
K—B2; 31. Kt XR ch, K—K3; 32, BXP,PXB;33. X—B |,
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RXKt; 34. RXP I could not see anything but an ex-
tremely difficult ending which I could probably not
have won. Neither did 29. ...., R—Kt, 30. R—QBY,
KtXP ch; 38l. K—B, P—Q6; 32. B—Kit2, threatening
BXP and R—Kt7 mate seem inviting,

After the text move White has nothing better than to
accept the proffered sacrifice

29. RXR ch RXR
30. BXKt P—Q6 |

The point of the combination. White cannot take on
account of R—K8 ch etc. The following ending had to
be calculated with precision.

31. P—K3 P—Ki5
32. Kt—B4
33. B—Kt2

DIAGRAM 92,

It was very important not to lose a tempo by protecting
the Bishop’s Pawn with K—B2. In answer White could
have played 34. B—Q4, P—R4; 35. KtXP, R—QKtS;
36. B—B5, P—Kt6; 87. B—RS or 86. ...., R—Q; 37.
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BXP, PXB; 38. KtXP, RXP; 39. Kt—B6 followed by
Kt—Q4 and I would not have been able to make any
headway.

With my Pawn on R4, however, White cannot play
B—Q4 because RXB would follow. After 35. PXR,
P—Kt6; 36. Kt XP, P—RS5 one of the two Pawns would
then force his way through.,

34. BXP R—Q2
35. P—K4

In order to be able to bring the Knight into play via
Q5. It would now be useless for me to play P—Ki6 as
White could stop the Pawns with B—Kt2; but the ad-
vance of Rook’s Pawn deprives the Bishop of this retreat.
White now plans to give up his two pieces for my three
Pawns on the Queen’s wing and then to play with four
Pawns against the Rook, which is often quite sufficient
compensation. I must therefore proceed with greatest
care.

35. .... P—OQR5
36. Kt—Q5 R—OQKt2
37. P—B3 P—R6

Now the Knight must sacrifice himself or P—Kt6 will
make a Queen.

38. KtXP RXKt
39. K—B2 K—B2
40). B—R8 R—Kt

The Bishop has to step very carefully. He cannot go to
R sq because R—K1t8 would win a tempo enabling him to
attack the white Pawns with R—KRS8. On B3 the Bishop
would not be well placed, as P—R7 would follow and
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White’s King cannot take the Queen’s Pawn before mov-
ing the Bishop again which I would otherwise pin with
K—XKt6 and capture. For the same reason the Bishop
would not be happy on Q4, where after KXP he could be

DIAGRAM 93,

- pinned through R—Q. That leaves only B—KS5. But even
the tempo gained by this move would not have saved the
game as P—R7, 42. K—K3, R—K18; 43. XXP, R—KR8
would have won two Pawns in short order.

41. B—Q4 P—R7
49, K—K3 K—Kit3
43. P—R4 R—Ki8
44. KXXP R—Ki8 |

This is perhaps the only move to force a clear win, a
fact which apparently escaped the annotators of this
game who at the time thought I was merely taking my
time to enjoy myself.

After44. ....,P—R8(Q);45. BXQ, RXB; 46. K—K3
I was unable to figure out a procedure which would per-
mit my King to get into cooperation with the Rook and
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thus win one or more white Pawns and the game. The
position is very difficult and requires an analysis of many
variations which I did not bother going into because after
my move it was practically all over.

45. K—K3 RXP
46. K—B4 R—R6
47. K—K5 RXBP
48. K—K6 R—Q6
49. Resigns.

If in the position of the Diagram White had played
K—B2, I would have won the Bishop by queening my
Pawn and then returned to KXt8 without White’s King
being able to defend the Knight's Pawn.
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I é@temational Chess Code

1. DEFINITION AND OBJECT

(a) Chess, a game in the play of which there is no element
of chance, is played by two persons on a square called the
Chess Board and divided into 64 squares colored light and
dark alternately. Each person shall play with a series of Six-
teen men, one series to be light colored and called White, and
the other series to be dark colored and called Black.

(b) The object of the play is to checkmate the Opponent’s
King and the FPlayer who checkmates thereby wins the game.

The meaning of the technical terms used in this law will be

found in 3,4 (d), 10 (a).

2. THE CHESS BOARD

(a) The Chess Board shall be so placed between the two
persons that the nearer corner square at their respective right
hands shall be light colored.

(b) Every vertical sequence of eight adjoining squares is
termed a file.

(¢) Every horizontal sequence of eight adjoining squares
is termed a rank.

The word “diagonal” in the following Laws means a
straight sequence of squares of the same color from edge to
edge of the chess board and touching at angles only.

207
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3. DESCRIPTION OF THE MEN

The men in each of the two series are:

Printed Symbols
Names WHITE BLACK

A KING @ @

LA

A QUEEN

TWO ROOKS

TWO KNIGHTS

S
B E
TWO BISHOPS ,@; ;ﬁ;
a4
5 4

EIGHT PAWNS

4. INITIAL POSITION OF THE MEN

(a) The men shall be arranged on the chess board before
the commencement of a game as shown in the diagram be-

low:

BLACK

(b) The first move in a game shall be made with a White

man.

(c) The persons shall play alternately, one move at a time.
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(d) The person whose turn it is to move is termed the
Player and the other is termed the Opponent.

The technical terms “Player” and “Opponent” come into
force as soon as the right to the first move has been de-
termined.

5. NOTATION

(a) Only the two most widely used systems of recording
chess moves, namely, the Descriptive and the Algebraic, are
recognized by the F. I. D. E.

(b) Affiliated Units can select either of these two systems
for their use.

(¢) The Descriptive System.

The men (except the Knight) are designated by their ini-
tials and the Knight by Kt. N, if preferred, will be accepted
as K.

The Bishop, Knight and Rook from the King’s side ot the
chess board are, if necessary, further designated by prefixing
the letter K and the corresponding men on the Queen’s side
by prefixing the letter Q.

The eight files counting consecutively from left to right on
the side of the chess board initially occupied by the White
men are designated the QR, QKt, OB, Q, K, KB, KKt and
KR files respectively.

The eight ranks are numbered for the White men 1 to 8
from the side of the chess board initially occupied by them,
and inversely for the Black men 1 to 8 from the side of the
chess board initially occupied by them.

A move shall be recorded by the letter designating the man
moved followed by the letter or letters and number designat-
ing the file and rank respectively of the square to which the
man has been moved. For instance, Q. KB4 means the Q is
moved to the fourth square of the file of the King’s Bishop.
When two men of the same series and denomination can be



210 INTERNATIONAL CHESS CODE

moved legally to the same square, the letter or letters and
number designating the file and number of the square which
the moved man occupied shall be added in brackets to the
letter designating the man moved. For instance R{KKt2)
Kt4 means the R on the second square of the KKt file is
moved to the fourth square of the same file.

If an opposing man occupy the square to which a man is
moved, the designation of such opposing man shall be sub-
stituted for the designation of the square, preceded by the
symbol for capture, but the latter designation, stated as from
the Player’s side of the chess board, shall be added in brack-
ets if otherwise the record could be interpreted as applying to
more than one opposing man.

Abbreviations

Castles KR or O—O = Castles with the KR (Short Castling).

Castles QR or O—0O—0 = Castles with the QR (Long Cas-
tling).

x = Captures.

Ch = Check.

Mate = Check and Mate.

(d) The Algebraic System.

The men (except the Pawns, which are not specially in-
dicated) are designated by the same letters as in the De-
scriptive System.

The eight files counting from the side of the board initially
occupied by the White men and from left to right are lettered
consecutively a to h.

The eight ranks counting from the same side of the board
are numbered consecutively 1 to 8.

Each square is therefore named by the combination in the
following order of the letter of the file and the number of the
rank in which it occurs.

A move shall be recorded by the designation of the man
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moved (not being a Pawn) followed by the designations
respectively of the square it occupied and then the square
to which it has been moved, but in abbreviated notation
mention of the first-named square may be omitted unless
thereby the record becomes capable of interpretation as
applying to more than one man. For instance, Bcl-f4 means
the Bishop on square ¢l is moved to square f4 and in ab-
breviated notation is recorded as Bf4. A move of a Pawn
shall be recorded by the combination in the following order
of the letter of the file and the number of the rank in which
the square to which it has been moved occurs. For instance,
e7-ed means the Pawn on square €7 is moved to square €5
and in abbreviated notation is recorded eb.

If either of two Pawns can be moved to the square named,
the designation of the square which the moved Pawn oc-
cupied shall precede in brackets that of the square to which

it has been moved.

Abbreviations
O—O = Castles with the KR (Short Castling)
O—O0—0 = Castles with the QR (Long Castling)

: or x = Captures.

+ — Check.

:+ = Captures and Checks.

X = Check and Mate.

: X = Captures and Checkmates.

Commentary Signs

! = Good move.
? = Inferior move.

6. CURRENT EXPRESSIONS

Man.—A term applicable to each King, Queen, Rook,
Bishop, Knight and Pawn.
Piece.—A term applicable to ecach man except a Pawn.
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Pinned Man—A man that occupies a square between the
King of the same color and an opposing piece that would
otherwise be giving check to the King, or a man the move-
ment of which would expose to capture a piece of a higher
value than the capturing man.

Discovered Check.—Check given to the Opponent’s King
when the line of action of the checking piece is opened by
the movement of another man of the same color.

Double Check.—Check given by the man moved in ad-
dition to the discovered check from another piece.

An Exchange.—The exchange by capture of identical men,
or of men of practically the same theoretical value.

Winning or Losing the Exchange—To exchange by cap-
ture a Bishop or Knight for a Rook is winning, and of a
Rook for Bishop or Knight is losing, the Exchange.

7. MOVEMENTS OF THE MEN IN GENERAL

(a) and (b) The move of a2 man shall be to an unoccu-
pied square or to a square occupied by an opposing man,

(¢} The move of a man shall not cause such man to pass
over any occupied square, except in the case of the move of
the Knight.

(d) A legal move of a man to a square occupied by an
opposing man requires the removal of that opposing man

by the Player from the chess board.

8. MOVEMENTS OF THE INDIVIDUAL MEN

The King can be moved to a square adjoining the square
he occupies except in the case of Castling, which is a com-
bined move of the K and the R, but counts as one move, in
which first the K, occupying his own square, is placed on one
of the two nearest squares of the same color as his own in
the same rank and then the R, towards which the K has been
moved, is placed on the next square on the further side of
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the moved K. Castling is not permitted (a) when either the
K or R has been moved previously; (b) when any square
between the K and the R is occupied by a man; (¢) if the K
be in check; or (d) if Castling would cause the K to pass -
over, or occupy any square on which he would be in check.
(See 9.)

The Queen can be moved to a square, being one of those
forming the file, or the rank, or the diagonals to all of which
the square the Queen occupies is common,

The Rook can be moved to a square, being one of those
forming the file, or the rank, to both of which the square the
R occupies is common.

The Bishop can be moved to a square, being one of those
forming the diagonals to which the square the B occupies is
common,

The Knight can be moved like a R one square and then
like a B one square, which final square must not adjoin the
square from which the Knight is moved, such movements
constituting one move.

A Pawn, when not making a capture, can be moved for-
ward on the file one or two squares on its first move, and
afterwards one square only at a time.

A capture with a Pawn can be made when the opposing
man occupies the nearest square forward of either of the
diagonals to which the square occupied by the capturing
pawn IS common.

En Passant.—A Pawn which has been moved two squares
on its first move is liable to be captured on the following
move by a Player’s Pawn that could have captured it if it had
moved only one square, precisely as though it had so moved.

Promotion.—Each Pawn that is moved to a square on the
eighth rank must be exchanged for a Q, R, B or Kt of the
same series without regard to the number of such pieces
already on the board.
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9, CHECK

(a) and (b) The King is in “check” if the square he oc-
cupies is commanded by an opposing man whether pinned
or not.

Note.—It is customary, but not obligatory, for the Player
to advise Opponent of this fact by saying “check.”

(¢) and (d) The K must not be moved to a square on
which he would be in “check” or to any one of the squares
adjacent to the square occupied by the opposing K.

(e) A checked K must be moved out of check, or the
checking man captured, or the check parried by the inter-
position of another man in the next move after the one giving
check. (See 10 (a).)

(f) A Player who makes a move which does not fulfil the
conditions in (e) must retract that move and make another
move which does so comply, and, if possible, with the man
he has touched in making the retracted move,

10. CHECKMATE

(a) Checkmate is a check from which the K cannot be
relieved by any of the moves prescribed in 9 (e¢) and ends
the game.

(b) The fact of having announced erroneously a check-
mate in an indefinite or stated number of moves shall not
affect the atter-course of the game.

11. THE MOVE

The choice of playing the first game with the White men
or the Black men shall be determined by lot, or by agreement,
and in a match of two or more games the two persons shall
play with the two series alternately, irrespective of the results
of the games, but games annulled according to 12 shall not be

reckoned in applying this rule.
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12, ANNULLED GAMES

(a) If in the course of or immediately after a game it be
proved that the initial position of the men on the board was
incorrect, or the chess board wrongly placed initially, the
game shall be annulled.

(D) 1f in the course of a game the number or position of
the men be altered illegally the position immediately before
the alteration occurred must be reinstated and the game

resumed therefrom.
(¢) If this position cannot be ascertained the game shall

be annulled and there shall be a re-play.

13, COMPLETION OF MOVE

A move is complete:

(a) In moving a man from one square to another, when
the Player has quitted the man.

(b) In capturing, when the captured man has been re-
moved from the board and the Player has quitted the man
making the capture.

(¢) In Castling, when the Player has quitted the Rook.

(d) In promoting a Pawn, when the Player has replaced
the Pawn by the selected piece and quitted the latter. For
sealed move see 21.

14. ADJUSTMENT OF THE MEN

(a) The Player may adjust one or more of his men on
their respective squares after giving previous notice of his
intention so to do. {Note—It is customary to use the ex-
pression “T adjust.”)

(b) The Player shall not adjust the Opponent’s men, or
the Opponent the Player's men. The Opponent, however,
shall adjust the position of his men on the board if requested
by the Player.
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(¢) If the men be disarranged accidentally, the timing
clocks, if in use (see 20), must be stopped immediately and
the position reinstated, and, if 2 Tournament game, under
the direction of the controlling official in charge thereof. If,
moreover, it be proved either in the course of the game, or
immediately after it is finished, that the position has been
incorrectly set-up, the game shall be resumed from the cor-
rect position.

15. TOUCHING MEN

If the Player touch

(a) One of his own men he must move it.

(b) One of the Opponent’s men he must take it.

(¢) One of his own men and one of the Opponent’s men,
he must take the latter with the former, if such capture be a
legal move. If not, the Opponent may require either that the
Player shall move his man touched, or take with any one of
his men at the Player’s option with which the capture can
be effected legally, the Opponent’s man touched.

If none of the moves indicated in a, b, ¢ can be made
legally, no penalty can be exacted.

(d) Several of his own men, the Opponent has the right
to name which of these men the Player shall move. If none
of these men can be moved legally no penalty can be exacted.

(e) Several of the Opponent’s men, the Opponent has
the right to name which man shall be taken. If none of these
men can be taken no penalty can be exacted.

16. DRAWN GAMES

The Game is drawn

(a) When the Player cannot make a legal move and the
King is not in check. This King is then said to be stalemated.

(b) If the Player prove he can subject the Opponent’s
King to an endless series of checks.
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(¢} By recurrence of position when the same position
occurs three times in the game, and the same person is
Player on each occasion, and if such Player claim the draw
before the position is altered by further play, otherwise no
claim can be sustained. { For the purpose of this Clause there
shall be no distinction between the King and Queen’s Rooks
and Knights, or between the original pieces and pieces of
the same denomination and color obtained through the pro-
motion of Pawns.)

(d) By Mutual agreement, but only after 30 moves have
been made with the Black men.

(e) The game shall be declared drawn if the Player prove
that 50 moves have been made on each side without check-
mate having been given and without any man having been
captured or Pawn moved.

(f) Either the Player or the Opponent may at any period
of the game demand that the other shall checkmate him in
50 moves (subject to the conditions attached in (e)). If
checkmate is not given in 50 moves, the game shall be de-
clared drawn. Nevertheless, the count of 50 moves shall be-
gin again after each capture of any man and after each move-
ment of a Pawn, Exception shall be made for certain positions
where theoretically more than 50 moves are necessary to
force a checkmate and in this case a number of moves double
the number established by theory as being necessary for this
object shall be allowed in lieu of the 50. The draw must be
claimed by either the Player or the Opponent immediately
the stipulated number of moves in Conditions (e) and/or
(f) of the particular case is completed without checkmate
being given, and not at any later period.

17. ILLEGAL MOVES

If a Player make an illegal move and the Opponent draw
attention to the fact before touching any of his own men, the
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illegal move must be retracted, and the game shall be con-
tinued as follows:

(a) When a capture has not been made, the Player shall
make a legal move with the man he moved illegally, but if
no such legal move can be made no penalty can be exacted.

(b) If a capture has been made, the Player must either
take the Opponent’s man by a legal move, or make a legal
move with his own man touched at the option of the Op-
ponent, but if no such legal move can be made no penalty
can be exacted.

(¢) When the illegal move is a sealed move and the
mistake cannot be rectified with absolute certainty by the
official in charge of the game, it shall be scored as lost by the
Player who sealed the illegal move.

(d) If in the course of a game it is proved that an illegal
move has been made and not retracted, the position existing
immediately before the illegal move was made shall be
reinstated and the game shall be continued from that posi-
tion. If the position cannot be reinstated the game shall be
annulled.

18. PENALTIES

(a) The Opponent can exact a penalty for an infraction
of these laws only if he has not touched one of his own men
atter the infraction occurred.

(b) Castling cannot be exacted as a penalty move.

(¢) If the Opponent names as penalty a move which is
illegal, his right to exact a penalty for the illegality committed
by the Player shall be abrogated.

(d) Before enforcing any penalty the position which
existed before the illegality occurred shall be reinstated.

19. GAMES FORFEITED

The game shall be declared forfeited by the Player or the
Opponent:
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(a) Who wilfully upsets the board or disarranges the men.

(b) Who refuses to resume an adjourned game within a
reasonable time and in accordance with the usual regulations
of Tournaments and matches.

(¢) Who refuses to comply with a legal requirement un-
der these laws.

(d) Who in the course of the game refuses to obey the
rules and conform to the arrangements made for the conduct
of the game.

(e) Who whether present or absent exceeds any time
limit fixed for the consideration of his moves.

Note.~Except when unavoidably prevented the com-
petitors in a Tournament shall conform to the directions of

the official in charge.

20. THE USE OF THE CLOCK

(a) If the game be played with a time limit, the follow-
ing rules shall apply:

1. Each competitor shall make at least 30 moves
in the first two hours of his own time, 45
moves by the end of the first three similar
hours, and a proportionate number of moves
by the end of each successive similar hour,

2. This time limit may be modified in the regula-
tions framed for any match or Tournament.

3. When it is proved there has been a mistake not
caused by negligence in the recording of the
time occupied, the mistake shall be rectified.

4. The Player is forbidden to stop his clock before
completing his move except in the cases de-
tailed in this Law.

5. When there are grounds for a claim under this
Law the two clocks shall be stopped and as
soon as the official in charge of the Tourna-
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ment has given his decision in respect to the
claim shall, if necessary, be set going again
by him.

(b) If the Player exceed the time allowed for the con-
sideration of his moves, the official in charge shall declare
without making any exception the game lost by the Player
(even if he and the Opponent object).

(c) If the Opponent’s clock be allowed to go on, the
person who notices the occurrence may not inform the
Player or the Opponent but shall inform the official in charge,
who shall take the necessary steps to deal with the occur-
rence.

(d) If a competitor in 2 match or a Tournament be absent
at the time fixed for commencement or resumption of play,
his clock shall be set going as soon as he becomes the Player,
and the time which elapses until he has made his move shall
count as time for the consideration of his move.

(e) The competitor who without valid reason arrives at
the place of meeting more than one hour late loses the game.

(f) I both competitors without valid reason arrive at
the place of meeting more than an hour late the game shall
be declared lost by both.

21. ADJOURNED GAMES

(a) When a game played with or without time limit is
adjourned the Player at the moment of adjournment has the
right to record his move in writing.

(b) The Player must record the move himself and place
it in an envelope, which he shall then seal. After affixing his
signature he shall hand the envelope at once to the official in
charge of the Tournament. The Player’s clock, if one be in
use, shall not be stopped until the record of the move is
sealed.

(¢) So long as the game stands adjourned neither the
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Player nor the Opponent shall be allowed access to the
envelope containing the sealed move.

(d) At the adjouwrnment it shall be the duty of the Player
and the Opponent to make sure that a correct record of the
position as well as the time indicated as elapsed by each of
the two clocks, if in use, has been recorded on the envelope.

(e) On resumption of the game it shall be the duty of
the Opponent to reinstate the position on the board, set the
clocks to the correct times, open the envelope, make the
sealed move on the board, and finally set the Player’s clock in
motion.

The Player is regarded as having completed his move by
sealing it and becomes the Opponent referred to in para-
graph (e)

(f) The envelope containing the sealed move shall not
be opened in the absence of the Player, but the official in
charge shall set the Player’s clock in motion at the time fixed
for resumption of the game.

In paragraph (f) the Player is he whose turn it is o move
after the execution of the sealed move.

(g) If the position or (in the case of a game played under
the time limit) the times that have elapsed at the adjourn-
ment cannot be correctly ascertained, the game shall be an-
nulled.

(h) If the position be reinstated incorrectly all the sub-
sequent moves, if any, shall be annulled and the game re-
sumed from the correct position. If the correct position can-
not be ascertained, the game shall be annulled.

22. GAMES AT ODDS

(a) In a set of games, a person may give odds in all the
games to the other person by giving up the right to move
first.

(b) The person who receives the odds of two or more
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moves must make them all at the beginning of a game in
his first turn to play.

(c) If the odds consist of several moves they shall count
for that number of moves in all calculation of time limit.
Similarly the first move of the person who gives the odds shall
count as the same number of moves as those made by the
receiver of the odds.

(d) The person who receives odds of two or more moves
must not move any man beyond his fourth rank until the
other person has made one move.

(e) The person who gives the odds of a man or men shall
have the right to move first unless such right to move is also
granted.

(f) If the odds of a Pawn be given, or of a Pawn and one
or more moves, the King’s Bishop’s Pawn shall be the Pawn
removed from the board.

(g) Atodds of a Rook, or a Bishop, or a Knight, the piece
given is usually, and in the absence of an agreement to the
contrary shall be, the Queen’s piece.

(h) The person who gives the odds of a Rook may Castle
as though this Rook were on the board, on the side from
which the Rook has been removed, subject to the condition
that this Rook’s square is not occupied by any other man of
either series.

23. RECORDING OF GAMES

(a) Each competitor in a match or Tournament shall
record all the moves in his games in a clear and intelligible
manner,

(b) In case of discrepancy between the number of moves
recorded in any game by the two competitors they may stop
the clocks while they are engaged in rectifying the mistake.
In order to avail themselves of this right each competitor
must have recorded his last move.
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(¢) The winner of a game shall give to the official in
charge a correct and legible record of the game immediately
on completion, and in the case of a drawn game, both players
shall give in such record.

24, SUBMISSION OF DISPUTES

(a) A dispute on a question of fact may be submitted by
agreement of the Player and Opponent to the decision of a
disinterested spectator, in which case his decision shall be
binding without right of appeal.

(b) Any question of a special nature in connection with
a game, and not provided for in these Laws, or any disagree-
ment between a Player and his Opponent as to the interpreta-
tion, or application of any of these Rules shall be submitted
without delay (a) to an Umpire whose decision shall be
given at once; (b) if the game is being played in a Tourna-
ment, to the governing Committee.

In both cases the game shall be adjourned until the de-
cision is given, which decision shall be binding without right
of appeal.

25. DECISION OF F. I. D. E.

The Bureau of the F. 1. D. E. shall have the right to give
an official, final and binding decision in any case referred to
it of general doubt as to the interpretation or application of
any of these Laws,

26. CONDUCT OF PLAYER AND OFPPONENT

(a) Written or printed notes (except the record of moves
made) dealing with or having any bearing on a game in
progress shall not be referred to or utilized by the Player or
his Opponent, and neither of them shall have recourse to any
extraneous advice or information.
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(b) No analysis of games shall be allowed in the Tourna-
ment Rooms.

(¢) Neither Player nor Opponent shall make any com-
ments on any of the moves in the game in progress between
them,

(d) Neither Player nor Opponent shall touch or point
to any square on the board for the purpose of facilitating
reckoning possible moves.

(e) A legal move shall not be retracted.

(f) A move shall be made by transferring the man
touched directly towards the square to be occupied, and the
man must be quitted immediately it has been placed on that
square.

In Castling the King shall first be moved and afterwards
the Rook.

In promoting a Pawn the Player shall immediately remove
the Pawn from the Board and place the substituted piece on
the vacated square.

In Capturing, the Player shall immediately remove the
captured man from the board.

(g} No comments of any kind, or suggestions as to draw-
ing or abandoning the game shall be added to a sealed move.

(A) The Player who perceives that his Opponent’s clock
is going should call his attention to the fact.

(i) Neither Player nor Opponent shall in any way what-
soever distract the attention of, or cause annoyance to, the

other.,



	Preface
	Contents
	Part 1 Chess For Fun
	Ch1 Chess Amenities
	Ch2 Chess Artist, Master & Scientist
	Ch3 Checkmating Combinations
	Ch4 Endgame Play
	Ch5 Strategic Principles
	Ch6 Practical Applications
	Ch7 The Chess Problem
	Part 2 Chess For Blood
	Ch8 Master Chess
	Ch9 Emanuel Lasker vs Edward Lasker
	Ch10 Tournament Ethics
	International Chess Code



