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Notation

The great majority of the countries of the world use algebraic notation for
their chess publications, and this has been an important factor in inter-
national chess communication. English- and Spanish-speaking countries
have hitherto clung to the descriptive system, but even in these countries
there is an increasing tendency for the leading players to prefer algebraic
notation, because it is more concise, and because it assists clear, logical
thought about the game.

For readers who are not familiar with the algebraic system we give below
a game (Charousek—Woliner) in full algebraic, condensed algebraic, and
descriptive notation. The main differences are that in algebraic all the
squares on the board are identified by a single map-reference system; that
pawns are not named, but understood when no piece is named; and that
in a capture the captured man is not identified. The system of notation
used in this book is condensed algebraic.

1 e2-e4 el-eb Tedeb 2d4dexdd4 3 ¢33 dxc3 1P-K4 P-K4

2 d2-dd eS5xdd 4 Bcd Nfo 5 Nf3 Beb 6 Nxc3 db 2 P-Q4 PxP
7 0-00-0 8 Ngb h6 9 Nxf7 Rxf7?

3 c2-¢3 dixc3 10 e5 Ng4 11 e6 Qhd 12 exf7+ 3 P-QB3 PxP

4 Bf1-c4 Ng8-16 Kf8 13 Bf4 Nxf2 14 Qe2 Ng4+ 4 B-0B4 N-KB3

5 Ng1-f3 Bf8-c5 15 Kh1 Bd7 16 Rae1l Nc¢b6 5 N-B3 B-B4

6 Nb1xc3 d7-d6 a b d 6 NxP P-Q3

7 0-0 0-0 2 7 0-0 0-0

8 Nf3-g5 h7-h6 a E% '| 8N-KN5 P-KR3

9 Ng5xf7 Rf8xf7 T\7% 1 Tl 9 NxP RxN
10 e4-e5 Nf6-g4 6 % 6| 10 P-K5 N-N5

Z ' { _
11 e5-¢6 Qd8-h4 : ,7///; .| 11P-K6 Q-R5
12 e6xf7+ Kg8-f8 ) %// 7 ) 12 PxRch K-B1
13 Bc1-f4 Ngaxf2 » 7 13 B-B4 NxBP
14 Qd1-e2 Nf3.ga+ 3|% _ 3| 14 Q-K2 N-N5ch
15 Kg1-h1 Bc8-d7 2 ﬁf: Z(,1 15 K-R1 B-Q2
- - /7 - -

e diweramy |V | "0 et dingram)
17 Qe2-e8+ Bxe8 —a_b ¢ 17 Q-K8ch RxQ
18 f7xe8(Q)+ Bd7xe8 17 Qe8+ Rxe8 18 fxe8=Q+ Bxe8 18 PxR(=Q)ch BxQ
19 Bfdxdb mate 19 Bxd6 mate 19 BxQP mate
| good move 't brilliant move + check ? bad move 2?7 howler

|7 double-edged but probably good move 2l double-edged but probably bad move
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1. Basics

UNIT1 MATERIAL VALUES
POINT COUNT

The ultimate aim in a chess game ic to checkmate your opponent, but only
a beginner will allow you to achieve this without a hard struggle. Winning
enemy pawns or pieces is an important step towards checkmate. Just as the
larger army usually has the advantage in a battle, so in chess the player with
extra material is more likely than his opponent to win the game. Although
much of the fun of chess lies in finding the exceptions to this rule, the con-
cept of material advantage is fundamental to any understanding of the logic
of the chess-board.

You are probably already familiar with the numerical scale of the average
values of the pieces. Taking 2 pawn as the unit, one often says that knights
and bishops (the ‘minor pieces’) are worth three pawns each, a rook five,
and the queen nine. The king can’t be given a value on this scale, because
vou can’t exchange him for other pieces.

No mechanical system can be of much help to you in evaluating the
subtler aspects of your position (much less, even, than point-count systems
for bidding in bridge). We'll see some of the exceptions in Unit 30; maybe
it would be more precise to call aroock 4% and a queen 8%.

Nevertheless this 1, 3, 5, 9 rule of thumb should help you avoid elemen-
tary errors when exchanging pieces, and at any time the material count will
give you some idea of how well or badly you stand. We shall see that many
other factors, especially the safety of your king, must be taken into account,
but other things being equal an advantage of two or three material points
means you should win with correct play. An advantage of one usually
means that your opponent has something to worry about, particularly as
the endgame draws near.

Why do the pieces have those values? The strength of a piece is a func-
tion of its mobility — its speed in crossing the board to the scene of battle,
or the number of squares it controls from a good central post. The bishop
and knight are considered to be about equal in value because the knight
can attack squares of either colour, and this often makes up for its relative
sluggishness — especially in blocked positions. However, the two bishops in
concert can usually dominate the opponent’s two knights — or often bishop
and knight; even sometimes rook and knight!

We shall see later on which types of position favour which pieces. For
the moment, the main point to bear in mind is that you should not exchange
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Material Values

one of your pieces for an opponent’s man of lesser value, uniess you have a

good specific reason for doing so.

SOME BAD EXCHANGES

By developing your minor pieces
before your rooks and queen, you
greatly decrease the risk that your
opponent may force an unfavour-
able exchange upon you, and in-
crease your chances of winning
material if he is too bold with his
major pieces.

Thus a familiar beginners’ error is

to try to develop the rook first:
1 h4? d5 (see diagram 1.1). Now

1.1 White to move

White cannot proceed with his in-
tended 2 Rh3, for Black would
reply 2... Bxh3 winning rook for
bishop (a gain of two points) and
retaining a supertor position. If you
are patient, good opportunities for
using the rook will arise later in the
game, when pawn exchanges have
opened a file or two and when some
of the minor pieces {the rooks’
natural enemies) may also be off the
hoard. By the way, taking a rook
for bishop or knight is called

Page 2

‘winning the exchange’. See Unit 13.

Early forays with the queen can
be still more hazardous. After 1 e4
eb 2 Bcd Bcb 3 Qhb is a very old-

fashioned move, hoping for 3. ..
Nc6?? 4 Qxf7 mate. Black has a
much better reply in 3 ... Qe7
defending the threatened pawns at

f7 and eb), perhaps continuing
4 Nf3 d6 5 Ngb Nf6 to reach
diagram 1.2.

A
//

%

I%
4

% 7 Y
Iﬁ/ ”é ”/’ff’*‘;

R LA, oA %
2] S, v . 7 - 7

a b c d f

1.2 White to move

Now 6 Qxf7+ Qxf7 7 Bxf7+ is best,
although after 7. .. Ke7 8 Bc4 h6
9 Nf3 Nxe4 Black regains his pawn
with a good position in the centre.
However, from diagram 1.2,
White might choose instead the ap-
parently more aggressive move
6 Bxf/7+, keeping the queen for an
attack that will never be born. This
ismetby 6...Kd8 7 Qh4 Rf8
8 Bc4 Ngd4! 9 0-0 and now White is
pole-axed by 9. .. Rxf2. If 10 Rx{2
Bxt2+ and White loses his queen.

Ll | -

A common error by novices is to
exchange bishop and knight for the
opponent’s rook and pawn by a
sequence such as this: 1 e4 eb
2 Nf3 Nc6 3 Bcd Be7 4 0-0 Nfo
5 Ngb? 0-0 6 Nxf7 Rxf7 7 Bxt7+
Kxf/.

1.3 White to move

Nominally the game is level, since
six points have been exchanged for
six, but this is one of the cases which
suggests that R=4"% rather than b. In
reality, Black has the advantage be-
cause he has three pieces in play,
whereas all White's developed pieces
have disappeared from the board.
The black king is not insecure be-
cause White has no pieces to attack
him with, and after the king has
retired to g8 Black can think about
bringing out his Q-side pieces and
going over to an attack, starting per-
haps with . .. db.

White's extra pawn in such a
middle-game situation means much
less than the fact that Black has two
independent attacking forces {bishop
and knight) against White’s one — the

Material Values

king’s rook. White should go in for
this sort of transaction only in des-
peration, or if there are definite
chances of exploiting the temporarily
exposed state of the enemy king.

DOUBLE ATTACKS

One attacked piece can usually be
moved or defended, but a double
attack may cost you material. Try,
so far as possible, to keep all your
pieces and pawns defended by one
another. Undefended or ‘loose’
pieces, even when they are not
directly threatened, provide chances
for your opponent to find a hidden
coup that wins material or inaugu-
rates an attack.

Thus after 1 ed eb 2 14 exf4
3 Nf3 Ne7 4 Bc4 d6? 5 0-0 Bg4?
the black bishop on g4 is not
guarded.

1.4 White to move

This factor enables White to win
a pawn by 6 Bxf7+! Kxf7 7 Ngb+
and 8 Qxg4, after which Black'’s
homeless king will soon be the source
of further agony to him.

Page 3




Material Values

White's trick in that example (b) 1ed4 eb 2 Nf3 Nfo 3 Nxeb
worked because after 7 Ngb+ Black Nxed4? 4 Qe2 Nd6?? 5 Ncb+
found himself under two simul- (diagram 1.6) 5...Qe7 6 Nxe7

taneous attacks — the king by White’'s or 5. .. Be7 6 Nxd8.
knight, and the bishop by the white
queen — which could not both be
parried. Most cases where material

Is won and lost exemplify this same
principle of double attack. We shall
look at some special kinds of double
attack in units 2 and 3, but here are
two more examples:

(a) 1ed cd5 2d4 cxd4 3 Nf3 eb

4 Nxeb?? Qab+ (diagram 1.b), and
5...Qxeb.

d e
2 :
I % . 1.6 Black to move
%/// 7// %/ . You can see from these that
Z 7 77
2 // 5 double attacks are very hard to get
%#x% éy// out of, especially where the king is
3 ﬁ/@ﬁ /A? Ik involved. But in each case, the attack
| % % ” % ” 3 was possible only because Black
i % 4 j; ﬁ ?jf ) made a mistake, a blunder, which
""""" 7 %%f ﬁy// gave the winner his opportunity.
s 2 %ﬁ | |
o d e { 4 h

1.6 White to move

HOW TO AVOID BLUNDERS

Blunders occur most often as a result of over-confidence — or its opposite.
nervousness, when you are faced with a particularly formidable adversary —
or when it is necessary to play very quickly. There is no gilt-edged formula
for eliminating blunders from your games: even grandmasters blunder
occasionally. But your results will improve, and vour enjoyment of the
game will grow, 1f you can cut oversights down to a minimum and so avoid
those disheartening days when you spoil a good struggle or have to suffer

Material Values

As vou develop your technical grasp and imagination (what strong
players call ‘sight of the board’) you will find you become less prone to
fall into double attacks or to leave pieces unprotected. With these begin-
ner's blunders eliminated, you should start thinking about the psycho-
logical origins of the real howlers.

It is always advisable to go through a mental checking procedure be-
tween deciding on your move and actually making it. ‘Sit on your hands!”’
is an ancient piece of advice, but still wise. We go into greater detail about
organizing your thinking in Unit 22.

You have to be particularly conscientious about the last look rouna
the board when you think you are doing well, for that is when over-
confidence strikes and error creeps in.

If you do make a blunder, don’t play your next move quickly. Rushing
will not fool your opponent into thinking that you had expected his move,
and you are likely to make the situation worse.

TRAPS

If you think that your opponent has made a mistake, ana that you can
win something for nothing — don’t be too hasty! Your eagerness to get
ahead on material may be your undoing.

Some players are adept at setting traps, playing apparently weak
moves that conceal a sting in the tail.

1ed chb 2 Nt3de 3 d4 cxdd This is not very constructive 1t
4 Nxd4 Nf6é 5 Nc3 ab 6 Bgd eb Black continues guietly, but if his
7 £4 Qb6 {(attacking the white suspicions are not aroused and he
b-pawn) 8 a3!? goes 8 ... Qxb2? then with 9 Nad

the jaws of the trap close around
h his queen. The lesson here is that
@ %Eﬁ 8 when a threat to take material 1s
4 apparently ignored by your op-
o~y t ponent, you should pay spectal at-

| ») tention to the meaning of his last
5 % % % .é 5 move. Here the unprepossessing

4 % Za ﬁgﬁ% %/// A 8 a3 took away the retreat squares a3

A . , '
A S % and b4 from Black’'s gqueen.
Z @ % //% B Some players take a delight in

%ﬁ % % ﬁ @ 2 preparing surprising tactical traps

a b ¢ d e f g
LIy

N
..&

o
"

'\\

Eﬁ %%ﬁ ,ﬁ%ﬁ | to win material. The danger in this
b c d

P . is that they may lose sight of the
overall plan of the game, or even

R

N

a

the cat-and-mouse tactics of an opponent who is two pawns or a piece up. 1.7 Black to move make an oversight or miscalculation,
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Material values

and throw away a perfectly good Now Black apparently thought:
position. The following example of  ‘If my knight were not on co, |
a tactician being hoist with his own  could win material by ... Rxc1;

petard actually occurred in the 1974 Qxc1 Qxad’.
East German Championship. The unfortunate man therefore
This position was reached by the hit on the idea of 13 . . . Nxd4,
apparently innocuous sequence 1 d4 meeting 14 Nxd4 by 14 . .. Rxc]
db 2c4c6 3 Nf3Nf6 4 cd cd 15 Qxc1 Qxa4d (gaining a pawn) and
o Nc3 Nc6 6 Bf4 g6 7 e3 Bg7 answering 14 Rxc8 by 14 ... Nxe2+
8 h30-0 9Be28Bf5 10 0-0 Ne4 15 Qxe2 Rxc8 again with the win of
11 Nad4 Qab 12 Rc2 Rac8 13 a3, a pawn. Can you see the flaw in his
reasoning? (The answer is in the
solutions at the back of the book.}

1.8 Black to move

SUMMARY

The final thing to be said at this stage about material advantage is that its
benefits are often like those of an insurance policy — only to be felt in the
long-term, or in indirect ways. An extra Q-side pawn is rarely of use in an
attack on the opponent’s king, until late in the ending when it can be
turned into a queen. But its existence can draw enemy pieces back into
passive defensive posts, or cause the opponent to expend valuable time in
capturing it — time which can be turned into an attack or other advantage
for you elsewhere on the board. On the other hand, there will be times
when you have an attack that is not strong enough to force checkmate, but
can be cashed in for an extra pawn or the exchange (rook against minor
piece). Sometimes this correct timing of the transformation of a dynamic

advantage into a material one (or vice versa) can make all the difference
between a draw and a win.

Page 6
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PUZZLES

Try to solve these puzzles before you go on to the next unit. The solutions
are at the back of the book.

a b c e f

g h_
K W Ee
|% » %tf/:t

| B A //%%ﬁ

L

g2 BNE
I c d e f

- - _— L

b

1.9 White to move: How can White 1.10 White to move: The same idea
win a piece here? in a more complex setting. White soon

wWins a plece.
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Forks, pins, and skewers

Diagram 2.4(a) shows a rook
forking knight and pawn; (b) has a

king forking two pawns; and (c)
but as the queen iIs the most valuable

shows a bishop forking king and
rook. Queen forks are also common,
piece, 1t can normally only be used
to capture unprotected pieces. So

Wy @ = "y

we only speak of a queen fork when

it actually leads to a gain of material.
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also possible.

FORKS, PINS, AND SKEWERS

o
.
et
(C
O
Ly
v
b
-
-
QO
L
-
L -
O
e
-~
-
{0
Q
-
O
-
g
O
QD
=
<
QL
L
O
et
L
S'.
Y
C
4
et
QL
W
O
-
O
-
-
-
e
e
-
0
O
C
(0
s
v

-
L
—
U
0
L
o
et
-
—
O
>
Q
e
L
-
@
L
-
(-
o
el
-
3
-
Q
C
2
@
L
o
Tl

There are a number of basic tactical devices which win games again and
again. To know them, and to recognize when you can use them in both

Forks, pins, and skewers

UNIT 2
FORKS

. Bb7 i1s

correct.) 15 Bxg7 Kxg7 (not 15 . ..

Nxqg7? 16 Qxh7 mate)

4
\ o
.
.
L5
———
<
L5
o
P
<
o
O
e

SKEWERS

This variety of chessic cutlery is also designed for winning enemy pieces.

One piece (often the king) is attacked on a diagonal, rank, or file, and is
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obliged to move out of the way; another piece standing behind is captured

Instead.
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Now White plays 16 Rxf7+! Rxf7
. Kg8 17 Rg7+! comes to the

2.2 Position after 15 ., . .

WY wF __.__._.___

(- +) s
//ﬁ
,,...

.

.

.
//%
7,

\

\
\

.
/

B

O
...r.
:

ﬁ_////// .
L

/4@
A

%

7//

AL T - M A

(b)

(a)

2.1

(16 . .

In a fork a piece or pawn attacks
two or more enemy pieces so that
one of them is lost. In 2.1(a) the
white pawn forks rook and knight.
Knight forks are the most com-
mon kind, probably because the

Wy == ™ —

same) 17 Neb+ forking king and
queen, and so obtains a decisive

material advantage.

knight's agility tends to be under-
estimated, even by the strongest

Wy W M

a0

o 3

LD
e

Hml

AN

/&7/ ﬁ

8 /.I%
) fal

L Gl

plavers at times. 2.1(b) is a ‘family

attacked at once {even two of them
The following little game, culmin-
ating in a fork, has been played
many times; even a grandmaster
once lost this way. After 1 e4 ¢b

where king, queen, and rook are all
would be bad enough).

fork’ — a particularly nasty atffair,
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2.6 Black to move
. Qd2? 2 Oxd2 Rxd2 3 Bxh8) 2 Bxh8

. Qg4 (1 ..

2.5
In 2.5(a) the queen skewers king and rook; in (b) the rook’s skewer

wins the white knight. In 2.6, White can win rook for bishop by the

skewer 1 Bb2;e.g9.1..

etc.

N
&=
\
\\
R
e
S
/Aﬁﬁ

" TR - S b |

.

2.3 Black to move

2 Nf3d6 3 d4 cxdd4 4 Nxd4 Nf6
b Nc3ab 6 f4 Qc7 7 Nf3 g6

8 Bd3 Bg7 9 0-0 Nbd7 10 Qe1 eb
11 Oh4 0-0 12 fxeb dxeb 13 Bho
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Forks, pins, and skewers

Forks, pins, and skewers

2 b’ c yd e IS not good enough, while If here the target is the king. The black 2 b f
E% ///ﬁ E 4 2 BXd4+ Kd3l dl‘aWS: The .DO.Iﬂt Of kn.lgh-t |S p‘nned’ lt Cannot move E%/ :*: A 7 % f;
%//_Q_f/ vy this is seen in the main vanatic;n. without exposing the king to check. Aoy . e » - =
//x?/%/,’,...;-:% 7 Whlte should play 1 Bxd4+!, In 2.10(b) the bishop is pinned by ?é} f“i% ,W/%,Ié,
6 ; .«:f%t%y /4‘//? forcing 1 ... Kxd4, and after the rook; it can only move at the 6 //aﬁz %
7 Z 7 . : : _ > - -
: %1% % ?/fé 2 b7 he will win. Whichever pawn cost of losing the queen. : /// //// /’/ A :
4 ﬁ wy W i Black queens will be lost rapidly to %7 /j% %% Y |
il ///ﬁﬁf‘f? ’ a skewer. ¢ ) //ﬁﬁ /ﬁ/ﬁ %7 |
.% g’f' 3 i é -f':; v v,

%’y Y% I? 7 /ﬁfy .@f Y ///éy fﬁ,‘ﬁ ,?yﬁ /%5}’ //’{{:y;y 3
| W R R D ... K@ R ) RA
l % é’ ﬁ/ % ( .-r’i l y ‘:;,. . ﬂ% - A% i ﬁ:..-‘,..{ ‘H:”....

. | b C d € f B h 7 % ? a b _.'E d e f £ h }

2.7 Black to move I
2.11T White to move

In this position White thought his 7/
b-pawn was safe, but he had not ///4

seen that Black was ready with a )
skewer. After 1 ... Nxb2 2 Rdb1 l
the knight looked to be lost — but ) _
2 ...Nd3! 3 Bxd3 Red8 and the ) W W .
skewer of the bishops regained the '1//4 /A % %
piece, leaving Black a pawn ahead. a b ¢ d e f &

White can attack the Nf6 for a
third time by 1 Ndb and so win at
least a pawn. Even if it is Black's
move, he cannot avoid material and
positional losses, because 1 ... hG
(to break the pin after 2 Bh4 gb) can
be met by 2 Bxfo gxfo 3 Ndb Kg7/

2.9 Position after 2 b7/ 2.10 4 Og4+.

Now 2 . ..g2 3b8=Q g1=Q fails | That this debacle was due almost
to 4 Qa7+ and 5 Qxg1l. Pins and skewers both involve entirely to the pin on the knight can
2 ... c2is more complicated. three pieces on a line. The difference be shown quite simply. In diagram

White again wins after 3 b8=Q ¢1=0Q is that in a skewer the one in the 2.11 place the black queen on d7/

4 Qd8+ Ked (4 ... Kcd 5 Qc8+ is middle has to move, whereas in a instead of d8. Now the knight is

another skewer) 5 Qd5+ Kf4 6 Qf5+ pin the one in the middle can’t. free, and after 1 ... Ne8 White

Ke3 7 Qg5+ etc. Pins win material immediately (though he retains a spatial advan-
only when the pinned piece iIs tage) has no obvious way to break

i_ 77" worth more than the pinning agent — through on the K-side.
| % PINS as when a bishop pins rook on to This game of Bronstein’s shows

king. Many pins {like the common
pin of a knight by a bishop) never 2 d4 exdd 3 Qxd4 Ncb6 4 Qad Nf6
lead directly to a win of material, b Nc¢3 db (imprudent, as it creates a
but the threat to win something and  self-pin on the Nc6) 6 Bgb (pins the
the immobilization can often be other knight, and threatens to win it
equally valuable. by 7 eb and 8 exf6) 6. .. dxed

This is because a pinned piece is See diagram 2.12.
extremely vulnerable. 1t can become Now came the first fruits of
the focus for the piling up of attacks White's pins: 7 Nxed! After 7 . ..
to breaking point. Nxed 8 Bxd8 Black would soon

how deadly pins can be: 1 e4 eb

A b C d e f _B

The pin is probably the most 1im-
portant of the three types of hard-
ware we are examining in this unit.
Every pin {see 2.10) involves three
Skewers are more common in end- essential pieces: the pinning agent,
games, especially where pawns are the pinned piece and the 'target’,
about to be promoted. Diagram 2.8 for the sake of which the pinned
is a study by Troitzky. White wants piece cannot move. In 2.10(a) the
to win, but 1 b7 ¢2 2 b8=0Q ¢1=0Q pinning agent is the white bishop;

2.8 White to move

Page 10
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2.12 Position after 6 . . . dxed

lose. So 7 Nxed4 was met by the
counter-pin 7 ... Qe7, and then

came 8 0-0-0! Qxe4.
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also played its part, by preventing
O ... NxdS8.

THE CROSS-PIN

Even more vicious than the pin is
the cross-pin: the case where the
focal piece is transfixed in more
than one direction. Diagram 2.14
shows a position from an Oxford

L eague game, in which Black set up
and exploited a cross-pin by a series
of strong moves.

d

%E/@/w
///% %//1/%‘

4 %.,_

2.15 Position after 2 ... Bh6

and5...Rxgd) 4. ..

Rxh3l

Hh Rxh3 Bxd2Z2+ Black would eventu-
ally win the game.

So White prefers to defend his
bishop by 3 Rd3 Nd4 4 Qf2?

(4 Qd2 would be better) 4 . .. Nxb3

5 Rxb3. White now threatens 6 Bxho,

but Black revived the cross-pin by
H...Rxe3! 6 Rxe3 Qb6, and the
build-up at the focus continued
with 7 Rhel Re8 8 Kd?2.

Forks, pins, and skewers

COMBINED THEMES

It Is not unusual for several tactical
themes to be involved in the same
material-winning operation. In the
next example, a strong pin is sup-
ported by the possibility of a fork.
Diagram 2.18 arises after 1 e4 eb
2 Nf3 Ncb6 3 Bbb ab 4 Bad Nfo6
50-0Be7 6 Rel b5 7 Bb3 0-0
8 c3db 9exdb Nxdb 10 Nxeb
Nxeb 11 Rxeb Bb7 12 d4 Qd7
13 Qh5 Nfo 14 Qfb Qx5 15 Rxfb
Bed4! 16 Rgb Bd6 (threatening to
win the rook with 17 .. . h6) 17 f4
Rfe8 18 Nd2 Bb7! 19 Nf1? (He
stands badly anyway.}
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2| T ;},/ Y T / v After 1. .. Nc6! the white queen /ﬁ E%@ = %
Wy s ) R is under attack from the Re8, and at % A Y % a_ b
% i the same time the Bd4 is attacked g g ///’1 7
a b - : : TN s ﬁ/// 7/// I H 2.17 Position after 19 Nf1?
by Black’s minor pieces. White's =, 4?’ /4? FFFFFFF - a _
2.13 Position after 8 .. . Qxed self-pinning reply 2 Bed is the only 5 % ///& /% //4 : Now Black plays 19 ... Re1!

Black must have thought his
opponent had blundered, but he had
overlooked a crushing move that ex-
ploited White's pins: 9 Rd8+!! Black

way to avoid immediate heavy
losses, but then comes 2 ... Bho,
pinning that white bishop against
the king as well as the queen. This
IS @ Cross-pin.

.....

o
SOS

N\
\

s
A
N

Such pins, which interfere with the
opponent’s development, can be
crippling. White's OB and QR are
trapped. The bishop cannot move

e
el A,
N

| because of the reply ... Rxal, and
the rook can’t get out at all. What is
more, the off-side position of White's
other rook on gb means that Black

IS probably winning already. 20 Reb,
giving up the exchange, is relatively

See diagram 2.15.
If White tries to force the issue
now by 3 dxc6, Black wins the

gueen for rook and bishop by 3. . .
Rxe3! After 4 Qd2 (if 4 Qg4 Red+

resigned, for after 9 ... Kxd8 (or
9...Ke7) the Nf6 1s pinned once
more, allowing 10 Qxed4 with no

chance of Black recapturing. Note
il that the pin on the queen’s knight

N

o

2.16 Position after 8 Kd?2

Now 8 ... Qd4+ forced the win
of a rook. White resigned.
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better than what White actually
played.

White played 20 Kf2?, which
allowed Black to win material by
means of an unusual fork: 20...
Rxc1! 21 Rxc1 Bxf4 (see diagram
2.18). Now Black picks up a whole
rook, which leaves him a piece
ahead.
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2.18 Position after 21 ... 8xf4

DEFENCE AGAINST PINS

Note that 20 Rg3 would have
saved the piece, because with the
rook protected Black does no more
than regain his pawn by 20 ... Rxc1?
21 Rxc1 Bxf4 22 Rel Bxg3
23 Nxg3 etc. However, Black can
exploit the pin on the QB to win
the exchange: 20 ... Bxf4! (instead
of ... Rxcl) 21 Bxf4 Rxa1l etc.

So Black’s rook was a killer here,
but note the supporting role played
in the coup by his dark-squared
bishop. Black’s pin would not have
been effective if there had been no
other attacking piece available to
exploit it. If the rook had been
obliged to retreat after Kf2 then the

. Re1 manceuvre would have been
a waste of time.

In games between masters, pins rarely have such dramatic consequences,
because strong players are usually quick to take defensive action. The main

defensive measures against a pin are:

(a) Interpose a defender between the pinned piece and the target.

(b) Lend additional protection to the pinned piece {without unpinning).

(c) Move the target.
(d} Attack the pinning agent.

Some well-known openings illustrate
pins and the appropriate defences.
In the Queen’s Gambit Declined, a
common position is reached after
1dd db 2c4eb6 3 Nc3 Nf6 4 Bgb,
pinning the Nf6.

See diagram 2.19.

Page 14

Black can use type a defence, with
4 ... Be7. He can also try type b
defence, with 4 . . . Nbd7. Note that
this type of defence is only partial,
since the KN is still pinned: i1t
would be disastrous i1f White could
get a pawn to eb, but he cannot do
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2.19 Black to move

so at present. The main point of

type b defence is 1o avoid doubled
pawns (or loss of material) when the
target subsequently moves away
(type c) as in the Cambridge Springs
Defence: b e3 ¢c6 6 Nf3 Qab. Note
also a famous trap: 4 . .. Nbd7

b cxdb exdd 6 Nxdb does not win

a pawn, because 6 . . . Nxdb! 7 Bxd8
Bd4+ 8 Qd2 Bxd2+ 9 Kxd2 Kxd8

leaves Black a piece for a pawn ahead.

2.20 Position after 8 Bgb

Type d defence is seen after 1 d4
Nfé 2cd4 g6 3 Nc3 Bg7 4e4db6

Forks, pins, and skewers

b Nf30-0 6 Be2eb 7 db Nbd7
8 Bgb (diagram 2.20).
This move of Petrosian’s can be met
by 8...h6 9 Bh4 g5; masters are
still arguing whether the freedom
Black gains by this type d unpinning
manceuvre is worth the weaknesses
thus incurred in front of his king.
One special version of type d is
worth noting. It 1s exemplified by
the MacCutcheon Variation of the
French Defence: 1e4 e6 2 d4 db
3 Nc3 Nf6 4 Bgb Bb4 5 e5 (diagram
2.21).

2.21 Black to move

You might think that Black must
lose his pinned knight because of the
pawn attack. The point of the
MacCutcheon, though, is that b . . .
hé (‘at the eleventh hour’) 6 exf6

(or 6 Bh4 g5) 6...hxgb 7 fxg7
Rg8 gives a complicated game
where Black does not stand badly.

WHEN ARE PINS USEFUL?

In view of these varied defensive
methods, when is it worth pinning
an opponent'’s piece? Where it
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leads to immediate tactical exploit-
ation, with win of material or
weakening of the kind seen in 2.11,
there is usually little doubt. How-
ever, some pins are valuable just
because they restrict the opponent’s
options or cause him to lose time.

In the popular modern opening
line 1 Nf3 Nf6é 2c4 cb 3 d4 ¢cxdd
4 Nxd4 e6 5 Nc3 Bb4 the pin en-
ables Black to develop rapidly while
White has to worry about his Q-side
pawns. The longer such pins endure
the better they are; Black would not
mind smashing the white Q-side
pawns, but otherwise is not really
keen to exchange his bishop for a
knight. When type d defence is
finally applied, the bishop will often
retreat — unless exchanging keeps
the initiative.

Another useful rule of thumb Is
that pins on unprotected pieces are
usually worthwhile — they win at
least one tempo — whereas pins on
well-defended pieces are rarely
worth the trouble, unless you par-
ticularly want to exchange off the
piece you are pinning. Then the
pin prevents it running away.

PUZZLES

Take a look at diagram 2.22.

White's gueen and KR are
skewered by Black’s bishop. So
although material is level at the
moment, it looks as if Black is
winning, but is he?

Note that Black’s Rg7 is pinned
by White's Rg3. Now try to see how
White can set up a fork, and end
two pawns ahead.
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2.22 White to move
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2.23 White to move

Diagram 2.23 was reached in a
Russian game after 1 e4 eb 2 Nf3
d6 3 Bcd h6? 4 Nc3 Nc6 5 d4b
Bg4 6 dxeb Nxeb? Black’s bth
move pinned the white KN, and now
by recapturing with the knight on
eb5 he thought he was increasing
the pressure against 3. How did
White escape the pin and show that
Black had blundered?

UNIT 3 CHECKS AND ZWISCHENZUGS

FORCING MOVES

The initiative is an important factor in most chess games. The player who

is able to keep up a pressure of threats against his opponent is more likely
to make progress with his long-range plans. A good defender will naturally
prefer to meet short-range threats with moves that fit into a deeper strategy
ot his own, but this 1s not always possible, especially when the threats are
strong or nuMerous.

A forcing move is one that restricts the opponent’s choice, because of
the threat it carries. Sometimes there will be only one legal reply; more
commonly there will be several available, but few of them particularly
attractive to the defender. Having such a choice often puts the defender
under a greater strain than if there were only one possibility, but moves
that leave no choice at all ease the attacker’s task of calculating ahead.

Forcing moves vary in their degree of compulsion. The moves having
the highest degree of compulsion are normally checks, because the require-
ment to defend the king against checkmate is absolute. A threat to win the
gueen, say, can in a particular case be more effective, but there is always a

possibility that the opponent might find a way of hitting back that enabled
him to ignore the threat to his queen.

TYPES OF CHECK

Many checks are after all quite innocuous, because perfectly adequate

replies are available. This is usually the case when there is a check in a

popular opening sequence, such as in the Sicilian (1 e4 ¢ 2 Nf3 d6

3 Bbb+) or Bogoljubow-Indian (1 d4 Nf6 2 c4 e6 3 Nf3 Bb4+).
Simple checks can be met in one of three ways:

(a) Capture the checking piece.
(b} Interpose a piece in front of the king.

(c) Move the king.

In the case of checks from a knight, only the first and third of these
apply, which means that knight checks tend to be more awkward than
others uniess a capture is possible. Any check which forces the enemy king
to relinquish his right to castle is worthy of close attention, as it may lead
to a strong attack or at least discoordination in the enemy ranks.

Checks which are combined with another threat can be very difficult to
cope with. The most common form is the discovered check, where one
ptece moves away to disclose a check from a rook, bishop, or gueen hidden
behind. At the same time, the piece that moves away often threatens a
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piece that cannot be guarded, or takes a pawn, or makes a nuisance of
itself in some other way. Diagram 1.6 was an example of a deadly dis-
covered check. Here are a couple more.
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3.1 White to move

In 3.1, White could take the
e-pawn with his bishop, giving
check, but after 1 Bxeb+ 6 there
would be no obvious way to con-
tinue the attack. Do not give check
just for the sake of it.

Given that capturing the e-pawn
wil open the long diagonal anyway,
the future of the Bb2 is assured.
One of the other pieces could bene-
fit by reaching the centre, and
create stronger threats there than
the bishop can.

The most forcing move is
T Nxeb! The knight threatens to
take the queen. Wherever she moves
to evade capture, the knight can
threaten her again next move, at
the same time checking from the
bishop. Thus 1...Qd6 2 Ncd+ or
1...Qe7{or1...Qd8) 2 Ncb6+
followed by taking the queen in
each case.
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3.2 White to move

Diagram 3.2 is more compli-
cated. Black seems to have a strong
attack, and would mate rapidly atter
tbxe3 Qa3+: so White must pull
something out of the bag with
forcing moves. No check is available
except for a sacrifice: 1 Qd8+!! Kxd8
2 Nxeb+.

d J h

3.3 Position after 2 Nxet+

White's second move is a special
kind of discovered check. As the
knight too threatens the king, we
call this a double check. The only
way to deal with a double check is
to move the king, which is why
double checks are especially to be
feared.

Of the three legal moves open to
Black, one is hopeless. If 2. .. Kc8
then 3 Rd8 is checkmate.

Black actually played 2 . . . Ke7,
but after 3 Bgb+ (clearing the file
and cutting off the retreat to 6)
3...f6 4 Nd8+ (controlling f7)
Black resigned. It is mate in two

moves after 4 ... Re3 b Rxe3+
Qeb 6 Rxeb.
2 ... Ke8 would have been a

more ingenious defence, as 3 Nc/7+?
Rxc7 and 3 Rd8+ Ke7 4 Bgb+ f6

b Nc7+ Kxd8 leaves White with
nothing. The solution is the other
check.

After 2... Ke8 3 Nxg7+! Ke7
(3...Bxg7 4 Bgb+ and 5 Rd8
mate) the double check 4 Bgb is
mate.

TO CHECK OR NOT TO CHECK?

We have seen that a check can be
essential when any other way of
seeking counter-play would be too
silow. Even then, it is important to

take the right check, as some are red

herrings.

Checks may be good even if they

do not lead to such obvious gains as
In the foregoing examples. There
may be subtler tactical reasons, or

just positional reasons, for taking a
check.

Checks and zwischenzugs

Diagram 3.4 was reached after
1d4 {5 2 Nc3 N6 3Bgbdbd 4e3
Nbd7 5 Bd3 g6 6 Nf3 Bg7 7 h4!?
when Black tried to qgo for counter-
play by 7 ...c¢b!? 8 hb Qb6? He

overlooked that White could prepare
a destructive check,

3.5 Position after 8 ... Qb6

White played 9 Bxf6! Nxf6
(otherwise 10 Nxdb follows)
10 Bbb+, reaching diagram 3.5.

3.5 Position atter 10 Bbb5+

Black has no good reply to this
check. Moving the king is disastrous
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(1 110N. 'éjfi 11 Fhﬁ or_10t-h- -dKf7 fi; agd h3 by forcing White to play 4 Kc2 Qf2+ 5 Kb3 Rc8 6 Rc2 Qxf4 INTERMEDIATE CHECKS
eo+}), but otherwise the d-pawn  g<-go. 7 Kb2 Nab 8 Kal. Now White h -
cannot be guarded. {f 10 ... Bd7 There are certainly many oc- a oW 'te nds Unexpected checks are sometimes

at last safeguarded his king, with the

11 Bxd7+ Nxd7 12 Nxdb OQxb?2 casions when it i1s a mif.take to give help of some gift tempi from Black. the key to tacti_cal resou‘rces which

(or 12 ...Qd6 13 dxcb} 12 Nc7+  a check. Arguably, White's 8 Bbb+ Black should still have been able to turr:a jthe tables in Compllcat?d

etc. in the last example was not a good draw, but in fact lost quickly, his positions. Wh.eﬂ one player is ob-
Some checks are played to in- move — 8 Nf3 would be a reason- own king being now comparaitively 5955_961 with his pian of atta§k,

duce a move from the opponent able alternative. Many ‘obvious’ the more vulnerable. which may appear to b_e going well,

which he would rather not make. checks can turn out to be howlers. he can overlook that his opponent

An amusing example is this line from A check may be bad because it can hit back. Suddenly, an ap-

the Modern Benoni Defence where  drives the enemy king {(or some a b c d e f g h parently strong threat of ’_ﬁS OWN s

first White a_nd then ?Iack ‘lose’ a other piece? wh.ere it wants to go, ” ?%' - % 7/4%?% lgntO!’rE‘_dr%H.S th; OED?_I;:JM mStEad

move for this reason: 1 d4 Nf6 or because it misplaces the check- %/_Q_;ﬁé % 7 1 7 PU.S iIm in c ec. . This may be a

2c4c5 3d5e6 4 Nc3 exds ing piece. Or a check may be mis- | %y =3 > spite check’, easily brushed off, or

b ecxdbd6 6ed4gb 714 Bg/ timed, or the wrong check may be > % //41 7 //,- //ﬁ it may be a killer.
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Z, ;’// w 7 Y % 3.8 White to move ., y% c y/
4 4 ﬁ{/’f . : : /
) f/% i _ ~ 7 This example is more cut-and- ﬁy% //éy
2 . . : : L 7 »
} 3 & . dried. White can win this position by Y ﬁ Y
oA v A

s % 2% Y 7
At J ﬁ// //@ o |
j/:j/? @ , gy % . /A ﬁ//g 2 1 g4+! Keb (1 ... Qxgd+ 2 Qxgd+ @E
S NG AR LB 2 Y S WY and 3 Rxb7) 2 Reb+ Kd6 3 Qf8+ '
% ﬁ";%; l 7 = Famny /ﬁ l . _ e f
: 2 - * f o eventually winning the bishop after
b c d a b c _d € | g a series of checks. 3.9 Position after 12 ...gb?

Instead, White played 1 Qxh7+?7?, Diagram 3.9 arose after 1 e4 ¢cb

3.6 Black to move 3.7 Btack to move
| o | o probably the worst check ever played 2 Nf3 Nc6 3 d4 cxd4 4 Nxd4 Nf6

White hopes to cut across o This incredible position occurred by a grandmaster! Presumably White 5 N¢3 e6 6 Bf4 Be7 7 Nxc6 bxc6
Black’s development by playing this In a master game pl_ayed in 1889. thought that next move he would 8 Bd3db 9 e5 Nd7 10 Qg4 BfS8
move rather than stmply 8 B_d3- 11 White's king on _d5 s not as easy 10 take bishop with rook and it would 11 0-0 h5 12 Qh3 g5? Black thought
8...Nbd7or 8...Bd7 White may C_hECkmate as might appear at first be all over. So it was, but not in the  he was driving back the white forces
build up an attack with the advance sight. Black should have played here way he intended. in confusion: if now 13 Bg3 Black
ed-eb. | 1... R‘?B and if 2 _KC4 g6 3 Kb3 Only after 1 Qxh7+ was met by wins material by either 13 ... h4

Black’s best reply is 8 ... Nfd /! Qxh2 with a material advantage, and 1...Kg4 did White see that either or 13 ...g4, while if the bishop
9 Bd3 (otherwise . . . a6 and . .. bb} the white king still fairly exposed. 2 Rxb7 or 2 Qg6+ would be simply retreats to d2, then 13 ... Nxe5 is
9...0Qh4+! 10 g3 Qe7. Rather than As the game went, Black hounded met by 2 ... Kh3 threatening un- good.
go immediately to e7, Black first his opponent with checks: 1. .. preventable mate by Qg2 or Qd1. So However, White played 13 Qxe6+!
induces a weakening of the squares  Qg2+? 2 Kc4 bb+ 3 Kd3 Qf3+ White had to resign. fxe6 14 Bg6+ Ke7 15 Bxg5+ N6
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16 Bxf6+ followed by 17 Bxd8,
with a winning material advantage.
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3.10 White to move

White’s problem in 3.10 is slightly

different. He has promising attack,
but 1 Nxh8 might allow perpetual
check after 1 ... Qxb4+ 2 Kd1 (or
2 Ke2 Qb2+) 2. .. Qb3+. At any
rate, White's exposed king would be
a serious liability. So White gave up
a bishop to give the king a flight
square at f1; because the sacrifice
was with check, White kept the
initiative.

Play went 1 Bbb+! Qxbb 2 Nxh8
Qxb4+ 3 Kf1 Qbb+ (3 ... Qb2
4 Qf7+ Be7 5 Rel) 4 Qe2 Qxe2+
5 Kxe2 Bxh8 6 Rxh7+ and White
won the game with no trouble at all.

INTERMEDIATE MOVES

Such moves do not always have to
be check to be effective. Inter-
mediate checks are only a special
case of the in-between move, or
zwischenzug.
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3.11 Black to move

In this complicated position,
Black played 1...Qc¢77?! and after
2 g3? Qd7 White's weakened K-side
was virtually impossible to defend.
Yet White could have seized the
advantage if he had seen he could
play an intermediate move.

After 1. .. Qc7 the correct move
was 2dblandif 2...Bxf3 3 do6!
cuts off the black queen, before re-
capturing the knight. White only
saw the variation 3 Rxf37?? Qh2+
4 Kf1 Qh1+ 5 Ng1 Bh2 which

would be a loss for him!

3.12 White to move

Here Black has just played .. . db,

assuming that the knight would have
to retreat leaving him with the initi-
ative. White surprised him with a
zwischenzug that had a neat tactical
justification.

White played 1 Bcb! (threatening
both Bxf8 and Nd6), with the point

that 1 ...dxed4 2 Bxf8 Qxf8 3 dxe4d

would end with White the exchange

ahead, thanks to the pin created on
the f-file.

Black met 1 Bcb by 1... Bxed
(relatively best} 2 dxed4 Rxf1+
3 Rxf1 dxed (since 4 OQxd8 Rxd8
5 Bxed4 Rd2 would not be bad for
him). Then 4 Qe3! gave White the
initiative.

The moral is that even if your
action seems to be forced, look out
for an intermediate move that might
upset your opponent’s plans.
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3.13 White to move

The corollary is that sometimes
your opponent’s moves aren’t as

Checks and zwischenzugs

forced as you think! This especially
applies when exchanges are being
made: there is a tendency to assume
that recaptures will automatically be
made. This can lead to fatal over-
sights. In diagram 3.13, White saw
that 1 Bc4 Kg7 2 a4 Kho 3 Bxf7/
would not be an easy win, because
of the opposite-coloured bishops, so
he looked for something better.
Play continued 1 hto?! fxeb
2 Ra8+ Kf7, reaching diagram 3.14.

a b c d g h
fﬁﬁ %y ﬁ%///ﬁf % %
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3.14 Position after 2 . . . Kf7

Now if 3 h7 Rxfb+ 4 Ked4 Rhb

b h8=Q Rxh8 6 Rxh8 Black
would probably draw. White
played 3 fxe6+?? {planned at move
one) assuming that 3. .. Kxeb6

4 h7 Rh 5 h8=Q Rxh8 6 Rxh8
would follow, with good winning
chances for him.

Instead, Black of course played
3...Kg6! {(a kind of intermediate
move) 4 h7 Kxh7 5 Ra7 Rxeb
6 Rxab Kgb and soon won.
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PUZZLES

Where should White move his king In
3.15 if he wants to avoid perpetual
check? Notice the possible pins and
counter-pins by the rooks, and try
to work out whether 1 Kf1 or 1 Kt2
IS correct.
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3.15 White to move
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3.16 Black to move

One of the uses of checks is to
forestall the opponent’s attack by

making h

im do something he would

rather not do. Diagram 3.16 is an
example of this. The position looks

rather wi
win. Can

ild, but Black has a forced

you see what it is?

UNIT 4 PAWN PLAY

THE SPECIAL NATURE OF PAWNS

Pawns play an essentially different role from all the other men in a chess
game. This is because of the following special characteristics ot pawns.

(a) They can never move backwards;

(b} They move slowly;

(c) They are easily blockaded;

(d) They are promoted if they reach the opponent’s back rank;
(e} There are more of them than there are ot the other men.

The dynamic value of pawns (particularly in the ending} follows chiefly
from the fourth of these: ‘Every corporal carries a marshal’s baton in his
knapsack’ as Napoleon said. In the opening and the middle-game, the other
factors are relatively more important.

STRUCTURE
You have to move some pawns early in the game, otherwise your pieces
(knights excepted) could not get into (a) (b)
| play. But once you move a pawn, it =5 < 4\ f =z T
. can never go back. This makes pawn Y 2 >
. | 8 7
moves more committal than most ///% ///’yﬁ/ﬁ ’
- piece moves. Furthermore, because T , 7 %iff? 7
. pawns capture in a different direc 6 ///§ A{, .

tion from the way they make their 2%
s

normal moves, their advance is easily - 23 ////i >
blocked. Mutual pawn blockades as Py %’ % 4

in 4.1(a) are a typical feature of 3 /// % y/// % 3
most games. 2| T ﬁ% % % 2
'% % @ =

f

&
%‘*
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4.1

Blockades of this kind, once they arise, are often a permanent feature
of the position. Other types of pawn formation are also important in giving
positions certain enduring characteristics. In 4.1(b) the white pawn at hb
prevents its opposite number moving, but also it discourages the black
g-pawn from going anywhere: . . . g/7-gb being met by hbxgo en passant.
This type of ‘one pawn holds two’ situation can be the basis of a positional
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advantage, as can the types of weakness in the pawn structure to be dis-
cussed In the next section of this unit.

The fundamental point is that within a dozen moves in most games the
pawns will become locked together to some degree — either loosely as In
4.1(a) where some pawns still have freedom to move, or like 4.2 in a tight

sated by the initiative or material
advantage), and certain types ot
weaknesses have to be particularly
guarded against.

These are: isolated pawns, doubled
pawns and backward pawns, all of
which are organic weaknesses In the
pawn structure because, once they
arise, they are very difficult to get
rd of. In the endgame they can
prove fatal. In the middle-game they
are a worry to the possessor, and a
target for the opponent. In 4.5,
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4 7/%ﬁ i W/A‘ V//ﬁ 4 %/4 %/ﬁ zi; % 4.4 A bad bishop
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| % {%/ﬁ % % ! V/A 7/4 % % pror{wises a vsay ofyacgess to the op- 7 f %-Q. J 1
a b c d e { g h a b ¢ d e f_ g h

ponent’s position, so it is almost 6
always good to double rooks on < |

such a file. Half-open files (ones W % %
D . _ where your opponent has a pawn i é _ %
scrummage which is very hard to dissolve. Even if the pawns have not been

. By &y B
. . | o but you do not} have a different B i //ﬁ AY) 3
locked in this way, the early pawn exchanges and advances lend a definite

. : 7 7
. meaning: they give you the chance 2
character to the game, in terms of local space advantages, weakened squares ///fﬁ s

, _ _ _ e ' of exerting pressure against the I y / V/
open and half-open files — as in the typical Scheveningen Sicilian structure enemy pawns. An important / / /

v 7 a7
B it

»
N

4.3
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1 :\%\%:

shom‘m " dilat:]ram 4.3 _ feature of position 4.3 is Black's .
Pieces fljc in between the pawns like m_uscles around a skeleton of bone. half-open c-file, the basis of his 4.5 Pawn weaknesses

The more _rl_g!d the pawn structure, especially _around the centre, the more counterplay, while White’s half-

the possﬂ?lltt:?s open to the pieces are determined by the skeleton. Each open d-file helps to maintain his Black's b-pawn is backward and his

type of piece is favoured by certain structures and hampered by others. space advantage in the centre. e-pawn is isolated. White suffers

A knight likes a fairly blocked position, particularly one that provides

: . _ | from an i1solated a-pawn, doubled
him with a supported point near the centre from which enemy pawns can-

c-pawns and a backward d-pawn.

not chase him away. A bishop prefers open games, or at least one or two ORGANIC WEAKNESSES
zﬁeﬁisd;?rzncifoifrtTEeCnOLZu;aosnl iﬁ?(;cth s DBWﬁS ore |ixec rawns are at- their st-rongest wher ISOLATED PAWNS
, o do and becomes what is known as a they stand side by side, or when they
‘bad bishop’. are in a chain protecting one another. lIsolated pawns are pawns which can-
The more they are advanced, the not be protected by other pawns,

In diagram 4.4, White's bishop is  the white one. There is a job for more there is a risk that they will because there are none left on the
very bad. There is very little for him him to do in defending his king become exposed to attack by enemy adjacent files. They usually come
to do, and little prospect of his be- (which is probably on g8}, or he pieces, or to undermining by enemy  into being after pawn exchanges in
ing exchanged. The black bishop is may be exchanged after ... Bho pawns. Weak pawns are often a the opening, though they can also
also rather bad, but not as bad as iIn some cases. serious liability {less so if compen- develop later on. Here are some
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typical openings that lead to 150-

lated pawns:
(a) 1ed4e6 2d4d5 3 Nd2chb

4 exdb exdbd when White will
eventually play dxcb, isolating the
black d-pawn.

(b) 1d4d5 2c4e6 3 Nc3ch

4 cxdb exdb 5 Nf3 Nf6é 6 g2 Ncb
7 Bg2 Be7 8 0-0 0-0 9 dxcb Bxcb.

g h

4.6 lIsolated gueen’s pawn

The isolated queen’s pawn that
arises in these two examples is guite
a controversial animal. In theory, it
should be weak but it IS compen-
sated for by the dynamic factors of
space advantage in the centre, ad-
jacent half-open files and support
squares for knights; an isolated
nawn on the wing would not give
so many active chances as one in the
centre.

(c) 1ed4e5 2 Nf3 Nc6 3 Bcd N6
4 d4 exdd4 5 eb Ned 6 Nxd4 d5
7 Bhb Bd7 8 Bxcb bxc6.

See diagram 4.7.
In position 4.7, Black’s a-pawn

is isolated, but not weak at the
moment: rook’s pawns are not so
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4.7 isolated a-pawn

easy to get at. But in the ending,
or if it were advanced to ab or
a4, then the weakness could become
serious. At the moment, the doubled
pawn on the c-file is at least as great
a liabtlity.

It is often a mistake to try to win

an isolated pawn. The square in front

of the pawn (d4 in diagram 4.6, for
example} can be a great asset as a
base for a knight (or sometimes a
bishop). There is no danger ot an
enemy pawn chasing it away, and
the isolated pawn prevents the op-
ponent exerting pressure down the
file. Only in the endgame does the
isolated pawn finally fall. Hence
grandmaster’s Nimzowitsch’s
formula for dealing with these

pawns: ‘Restrain, Blockade, Destroy’.

DOUBLED PAWNS

These only come into being as a

result of exchanges, as in 4.7. The
trouble with these pawns is chiefly
that for all practical purposes they
are devalued — Black is virtually a

pawn down as there is nothing for
the one on ¢/ to do. If the doubled
pawn Is isolated or on a half-open
file the weakness may be more
immediately serious. There are
times, though, when doubled pawns
may be welcomed for the open
lines they give to the pieces. An ex-

ample ot this is the Alekhine Defence

variation 1 e4 Nf6é 2 eb Nd5 3 Nc3
Nxc3 4 dxc3 where White obtains

a space advantage and open lines
with gain of time.
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4.8

Another case where the doubled
pawn 1S amply compensated for is

the Paulsen line of the Vienna Game.

After 1ed eb 2 Nc3 Nfe 3 g3 db
4 exdb Nxdb 5 BgZ2 Nxc3 6 bxc3

White has pressure against b7 (especi-

ally after Rb1) and will soon get a
pawn majority in the centre. See
diagram 4.9.

BACKWARD PAWNS

Backward pawns are a liability for
the same reason as isolated pawns,

Pawn play

4.9 Position after 6 bxc3

except that if they do not stand on
half-open files there is less to worry
about. Given time, the backward
pawn can usually be advanced. The
real danger is that the square in
front will be occupied by an enemy
piece.

Diagram 4.10 arose when after
Tedch 2 Nf3 Nc6 3 d4 cxd4
4 Nxd4 N6 5 Nc3 eb 6 Ndb5 hb6
7 Nd6+ Bxdo6 8 Oxd6 Qe7 Spassky
played 9 Nbb! Black’s backward

“
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4.10 Position after 9 Nbb5!
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d-pawn (he should have played 5. . .
d6 or at feast 6. .. d6.) means that
White has gained control of d6
(and has chances of controlling d5
soon). The pawn itself is not weak
at d/, but i1t gets in the way of the
bishop. White threatens to win a
rook with Nc7+, and if Black ex-
changes queens he loses all control
over db and d6;e.g. 9. .. Oxdb
10 Nxdb+ Ke7 11 Nfb+ and
12 Bc4.

Similar questions arise after
1e4 cb 2 Nf3 Nc6 3 d4 cxdd
4 Nxd4 Nfé 5 Nc3 d6 6 Be2 eb
7 Nb3 (see the next diagram).
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411 Black to move

Diagram 4.11 shows a position
from the Boleslavsky Variation ot
the Sicilian, which aims to show that
Black's backward pawn i1s compen-
sated for by the additional space and
dark-square control that derives from
the pawn at eb. The crux of the
Boleslavsky is the square db — if
White can establish a piece there,
then he gets the advantage. But if
a white pawn ends up at db, 1t is
not so clear, and if Black achieves
.. . db he usually frees his game.
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HANGING PAWNS

Black’'s pawns in diagram 4.12 are
known as ‘hanging pawns’. They are
in effect an isolated pair, which are
always liable to degenerate into a
true 1solated pawn although at
present they are not particularly
weak .

4.12 Hanging pawns

Hanging pawns on the fourth
rank, as in the diagram, control
quite a lot of space, including those
vital squares in front of them. if the
black pieces can mass behind the
pawns then White may become
cramped and get into difficulties.
Black could get pressure down the
b-file, or on the K-side, or obtain a

useful passed (albeit isolated) d-pawn.

On the other hand, the pawns
may come under fire before Black is
ready, e.q. 1 Bb5 Bb7 2 Qe2 d4?

3 Rd1 Re8 4 exd4 cxd4 5 Bxco, or
an injudicious advance of one of the
pawns may allow White to blockade
them. This is especially likely if the
hanging pawns do not get to their
optimum position in the first place.
Diagram 4.13 s typical of this.
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4.13 Biockades

White has two blockades (d4 and
ch) instead of just one. The black
Bb7 is very bad and the pressure on
his a-pawn and c-pawn can only in-
crease. In the long term the d-pawn
wil! be vulnerable.

CONCLUSION

The number and placing of the
pawns has a deep influence on the
game. In extreme cases, where there
are several weak pawns {(such as
4.13) the fight for the pawns and
assoclated weak squares determines
the players’ strategies completely.
Even in fairly simple situations
like 4.4 and 4.7 and 4.8, the pawn
structure provides the basis for an
understanding of the position. The
pawns help to determine which
pieces have good prospects and
which are restricted; their strength
or weakness provides the motive for
long-range plans and for various
tactical operations. The possibility

Pawn play

of promoting them in the endgame
has vartous influences culminating

in the endgame. This is why the 18th
Century master Andre Danican
Philidor wrote that ‘Pawns are the
soul of chess’.

QUESTIONS

Diagram 4.14 was reached by 1 d4
Nf6 2 c4 ¢cb 3 d5 eb (the Modern

Benoni Defence}, 4 Nc3 exdb
5 cxd5d6 6ed g6 7 Be2 Bg7

8 Bgb 0-0 9 Nf3 a6 10 a4 Qab

11 Bd2 Re8 12 0-0 Qc7 13 Qc2
Bgd 14 h3 Bxf3 15 Bxf3 Nbd7
16 ab. This 1Is common pawn struc-

ture in the Benoni defences. Why
does White play 10 a4 and 16 ab?
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4.14 Black to move

in the Queen’s Gambit Accepted,
after 1d4 db 2 ¢4 dxcd4 3 Nf3,
Black does not usually try to hold
his pawn, but has sometimes played
3...bbo?1 What is wrong with that
move?
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1. Attack

UNITS5 DEVELOPMENT

Most players like to take the initiative and attack their cpponent’s King.
Harry Hacker of the Midlington Chess Club is certainly no exception. He
loves open, fighting games almost as much as real draught ale, and his
fellow club-members are used to nearing him complain about the rarity of

both commodities nowadays.

‘Attack is all very well, Harry’ said team captain Tom Smith to him
after Midlington’'s latest match, ‘but it's no good playing with only one or
two pieces. You handicap yourself by not getting all your men out tirst.

That's why you're only rated 1560°.

The British Chess Federation grading list is a sore point with Harry.
Every season he plays some lovely attacking games {(which he remembers)
and some ghastly fosses {which he forgets) and never gets a good grading,
whereas other club members, like young Johnny Brain for example, play

mostly ‘boring’ games that are drawn on adjudication — but Johnny's
rating improves each year, and it's 1810 now.

Harry's latest game on board six
for Midlington was a case in point.
Although he had Biack, he attacked
like crazy from the start: 1 e4 eb
2 Nf3f5 3 Bc4d fxed 4 Nxeb Qgb.
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5.1 Position after 4 . .. Qgb
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This is one of the sharpest lines
of the Latvian Counter-Gambit, an
opening which suits Harry's style
but certainly has its darker side.
Harry is happy to get nhis queen
out early and go marauding on the
K-side, but his opponent already
has two well-placed minor pieces,
which are worth more than Harry’s
double threat (against the knight
and the g-pawn).

Harry's opponent was not
panicked into playing defensively,
and the game continued 5 d4 Qxg2
6 Ohb+ g6 7 Bf7+ Kd8 8 Bxgb
Oxh1+ 9 Ke2. Harry had still only
developed one piece — his queen —
but he was satisfied because he was
a rook up, and surely his queen was
making it hard for White to get the
Q-side pieces out?

5.2 Position after 9 Ke2

Harry thought about playing
9...Qxc1 but finally he decided
on the best move, 9. .. c6, because
he realized that his king needed a
safe square to run to in case White
gave check with the knight. After
9...¢6 10 Nc3 Harry played
10 ... e3, because he remembered
reading in a chess magazine that
this was the latest Russian improve-
ment. Tom Smith was very un-
happy to see Harry moving pawns
when all his pieces were stuck on
the back row, and his fears were
justified.

White thought for half an hour;
with four pieces in play against an
exposed king, he felt sure he must
be winning. Finally he played
11 Bed Qg1 12 Bxe3 Qxal 13 Nf7+
Kc7 14 Qgb! and went off to get a
cup of coffee. See diagram 5.3.

Harry was worried now. He was
two whole rooks ahead, it's true,
but the threat of Qd8 mate had to
be dealt with, and he had to watch
those white pieces hovering in the

Development

5.3 Position after 14 Qg5!

centre. If only there were time for
... Qxb2 so that he could get at
White's king!

But it was no good dreaming
about that. Tom and Johnny and
Mary Mashem were all looking at
his position, and he knew he had
to come up with a good idea, for
the team’s sake. 14 . .. Be7 looked
horrible because of 15 Bf4+; he
didn’t see that 15 ...d6 16 Bxd6+
Kd7 would have given him chances
of drawing — besides, Harry hates
draws. No, he wanted to escape with
his king and win on material. So it
had to be 14 ... b6. See diagram
5.4.

With a smile of satisfaction,
Harry got up from his chair and went
to look at the other games; ‘Dull
positional stuff’ he noticed. ‘What's
happening, Harry?’ asked Mary,
who had just made her move on
board two. Harry liked Mary; a
pretty girl in her twenties (Harry,
of course, is middle-aged and
married) and always very polite to
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