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INTRODUCTION

Have you ever played through the moves of a chess game i & book or
newspaper and come to a comment ending like this: ... and White,
with his excellent control of the centre and rook established on the
seventh rank, has a clear advantage” Or perhaps: °.. Black has
excellent compensaticn for the sacrificed pawn.’

Do you accept such assessments at face value, or do you esk yourself
just what is so good about controlling the centre, or having a rock on
the seventh? And how do you measure the right amount of
compensation to balance a pawn?

"'his book sets out to delve a little more deeply into the principles of
good chess. For every easy-io-follow rule, there is an underlying
meta-principle concerning the deeper laws of co-operation between
pieces, Many of those meta-principles are generally lumped together
under the illusive heading of ‘positional judgement’ or even ‘intuition’.
By explaining the ideas behind the elementary rules, and developing
themes through the three sections of this book - Basic, Advanced and
Mastery — | have tried to introduce the reader to the components that
meke up such judgement and intuition.

With concepis explained on left-hand pages and an example given on
each facing page, the book is essentially a series of two-page lessons.
While I have tried to arrange these roughly in order of increasing
difficulty, each two-page spread is designed to be complete in itself. In
other words, you may dip into it as you please, skipping secticns or
even jumping between the different levels of difficulty if you find it
helpful te do so. All the same, there's a lot to be said for starting at
the beginning and working through to the end.

Okay, that's enough introduction; let’s get on with the game.




BETTER CHESS

BASIC

The material in this book falls into three sections, Basic, Advanced
and Mastery, each comprising 26 lessons. Each section contains the
building blocks of chess understanding needed to take one's play into
higher reaches of comprehension and, with practice, effectiveness.

The base from which these lessons start, however, is not that of the
beginner. This is not basic chess - which is covered in the companion
volume Teach Yourself Chess ~ but basic better chess. You will recognise
many of the concepts under discussion, but I hope you will here find
them to be explored from a deeper perspective than before. Don't worry
if the ideas seem unusual or even paradoxical. If good chess did not con-
tain a wealth of logical paradoxes, then computers would have beaten
all of us at it long ago. As | said before, let’s get on with the game.

1. Thinking

Most players believe that all caleulation in chess is much the same,
It's T go there, and he goes there, and I take that, and he recaptures ...’
and so on. They don't realize it, but there are actually two distinet

types of thinking going on: precise thinking and fuzzy thinking.

When it's your move in any position, there are likely to be some
moves that just have to be calculated. Sequences of captures, or
checks, or threats of mate or attacks on undefended pieces have to be
worked out in detail. Once they have been worked out, and you have
identified the minefields and elephant trape lying in wait on the bat-
tlefield, then you can take time to enjoy the positional scenery and
fumble your way through a few sequenees of unforced moves to see
what takes your fancy. The technique of thinking is simple:

| First caiculate the calculable. I

Captures and heavy threats force the opponent’s reply. One must
develop the technique to calculate such sequences through to the end,
even if it is ten or twenty moves deep. Only when you've calculated
the calculable, and no clearly advantageous continuation emerges, is
it time to move into the fuzzy thought of looking for the most promising
path through the forest of incalculable possibilities.




THINKING

When you are still coming to terms with the complexities of the
game, the best. you can hope for is to recognise the forcing variations
and work them through as well as you can. With experience, howev-
er, caleulating the caleulable becomes an almost automatic part of
the technique of thinking. Then you can move on to the most fasci-
nating aspect of the game: the interplay of strategy (fuzzy thought)
and tactics (precise thought).

White to play and ... think! It's
your move in this position. Explain
your thoughts, both fuzzy and
precise. In furzy terms, you're a
pawn down, but with a beautifully
placed knight on d5. You'd have
good chances to draw the endgame
if the queens and rooks were
| exchanged. Meanwhile, the black
¢ rooks are annoyingly active down
the b-file and threatening to
invade with 1...Rb3.

If you're feeling timid, you might
consider 1.Ra3, then worry whether 1...Rb2 is a dangerous answer., If
you're feeling aggressive, you might think about doubling your own
rooks with 1.Rdz1 to create the threat of 2.Rab.

If you're properly in precise-thinking mode, however, you wilt find
1.Ra#! (a forcing move which has to be looked at) 1...Qxa8 2.Nc7+ (a
check to continue the forcing variation) 2...Rxe7 (otherwise 3. Nxab
leaves White queen for rook ahead) 3.@d5 mate. In practice, one
ghould get the idea of such a combination through a bit of wishful
thinking: ‘If my knight were not on d5, and his queen were away from
¢6, then 1 could play Qd5 mate.’ Combine that dream with the possibili-
ties of Ra6 and Nc7+, and the answer should jump out.

Note that 1.Nc7+ is considerably less efficient. After 1...Qxc7 2.Qd5
Biack iz mated again, and after 1...Rxc7 2.Ra6! Black loses his queen
for rook and knight, but after 1...Kf7! White has nothing to show for
his adventure.
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2. Calculation

It's very easy to miss 2 good move such as 1.Ra6 on the previous page.
If you find yourself thinking, ‘I can’t do that because he takes my
rook’, then you've fallen into a thought process that is fundamentally
lazy. What you should be thinking is: ‘I cant move my rook to a8,
hecause after he takes it with his queen, | have no good reply.”

The thoughts sound very similar, but there is a big difference; in the
first, fauity version, you stop thinking when the black queen ia still on
6. As soon as she glares at your rook, it is frightened off. In the sec-
ond version, you force yourself not only to think about the position
when the queen has arrived at a6, but you even cast your mind’s eye
around the board for a good move for White after that. The lesson is
simple, and an important part of mental discipline; -

IAIwayslnolmnemnvadeeperthan mmstuhemmm'

After any sequence of captures or checks, look for the sting in the tail.
Just when the forcing moves appear to have come to an end, there
may be a little piece of subtie violence that puts a completely different
complexion on the position. The tactics do not always end when the
captures and checks run out.

On a related point, you must also train yourself (and thig is far more
difficult) to look for winning combinations for your opponent too.
Playing on the white side of the previous diagram, you may congratu-
late yourself if you found 1.Ra6, but now turn the hoard round and
think of 1t from Black's point of view. Suppose, on the previous move,
Black had moved his rock from ¢8 to b8. A very plausible move — the
rook was doing nothing active on ¢8, and now it is helping its col-
league create threats on the b-file. Yet it loges, as we have seen, to the
combination with Ra8 and Ne7+. Would you have spoited it?
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CALCULATION

It's White to play in this position
and, with material level and his
d-pawn attacked, his hopes of win-
aing must lie in an attack on the

1.Ral or 1.Rel, threatening 2 fatal
check on the back rank; another
idea. could be 1.Rf4, intending to
bring the rook to h4 to chase the
black king into the open with
Rh8+.

But first there's something else
that needs to be analysed. White
can force the play with LR+ (without a cry of, ‘I can’t do that
because he'll take my rook’) Kxf8 2.Qh8+ Kf7 3.Rf1+ Kg6.

Is that t? It is not difficult to dispose of 4.Qe8+ Rxe8 or 4. Rf6+ gxfb
(Kxf6 ig also good) 5.Qg8+ Kib and the king runs away, go is it time to
go back to some fuzzy thinking beginning with 1.Rcl er LRal, or
have we gverlooked something?

Think again about the position afier 3...Kg6é. Black’s king is so
exposed that it ought to take only a small nudge to push it to its
doom. The important thing is that Black has no important threats -
not even a single check — which gives White a spare move.

The winning move is 4.g4! after which Black is helpless against the
threat of 5.Qh5 mate. In the position after 3...Kg6, all the signposts
are there; an exposed king, a queen and rook m fine attacking posi-
tions, and a small army of black pieces cut off from the defence of
their own king, yet it is surprisingly easy to stop analysing after
3...Kg6, simply becauge there is no forcing check or capture.

Such things are se much easier to see when they appear in diagrams
with the words “White to play and win’ beneath them. The art of good
tactics is t0 develop your own antennae which start twitching
automatically when such a pesition arrives en the board during a game.

black king. One idea might be .
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3. The Centre

The primary objective of the opening, you may have read, is to develop
your pieces and control the centre. But what does ‘control of the centre'
really mean, and why is it so important?

When the game begins, the two sides are in compact formations on
their back two ranks. The opening phase is a fight for terrain over the
four ranks separating the two armies. When your opponent advances
in one direction, you may either stand your ground and try to drive
him back (or at least prevent his further advance), or seize territory
on anciber part of the board. Seme games develop with White
advancing oo the K-side and Black on the Q-side; or ene player may
dominate the black squares and the other the white squares, While
the battle-lines are being drawn up, however, the centre is the sensi-
ble place to be. A piece — especially a knight - can influence play on
both wings from a central outpost, and the side that has use of the
central squares may most easily switch his forces from one wing to
another. The important thing is to maintain lines of commumication
between one's pieces, and the aide that has the use of the central
squares is more likely to be able to do so.

Later, when the time is right to attack the enemy king, or to push a
pawn majority, the centre may become less important, but in the early
stages of the game, the centre is the most important part of the board.

Control of the centre Is the key to flexibility. '

We shall return to the ides of control later. For the time being, it is
enough to bear in mind that there are two basic ways to gain control
of the centre:

® occupy the centre with pawns, and advance them aystematically
to enable pieces to occupy the squares behind them:

® tempt your opponent’s pawns forward in the centre, then snipe at
them from a distance to force them to advance, leaving
weaknesses behind them.

Some of the best strategic battles occur when the two strategies meet,



THE CENTRE

A clash of central strategies from
the game Gligoric-Smyslov, Kiev
1959, White has occupied the centre
-4 with his pawns at d4, e4 and 4,
Black has tried to confrol it from a
distance. With his last move,
15.Qf2, White has provided his
d-pawn with added support while
preparing to open lines for attack
with f5. Has White's central
strategy triumphed?

Loock at what happened next:
15...Naj (unveiling a threat to the
e-pawn as well as attacking the bishop} 16.Bd3 3! (putting more
pressure on the centre while also stopping the white f-pawn from
advancing) 17.e5 ¢4 18.B¢2 Nc8 (having done its job on ab, the knight
returns to the central arena) 19.g4 Ne7l 20.Eh2 Qc8 21.Ng8 bb.

The battle is enly just beginning, but Black has come off far better in
the battle for the centre. Hia knight is ready to occupy d5 and
influence the play on both wings, while his queen and bishop on the
long diagonal point menacingly from one comer of the hoard to the
other. White's pawns have advanced to occupy the centre, but he has
lost control of the squares behind them. Note how Black maintained
perfect communication between the two sides of the board despite his
madest initial stance in the centre,
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4. Exchanging Pieces

Fair exchange is no robbery - or is it? When you swap a knight for a
knight, or exchange rooks along an open file, or allow one bishop on
each gide to disappear from the board, the transaction may seem per-
fectly balanced, but even the most equitable-seeming exchange may
greatly favour one side or the other.

Consider, before consenting to any exchange, which of the men about
to be sent back to the box is doing a more effective job. In general it is
likely to be advantageous to exchange pieces when:

e you have more pawns than your opponent, but the pieces™ are
otherwise level — an extra pawn increases in value the fewer
pieces are on the board;

® you have a cramped position and the swapping off of one piece
cen creats much-needed manoeuvring space.

The most important thing, however, before consenting to an exchange
is to think about the pieces that will remain on the board. Are you
about to lose a crucial member of your army?

Weak players assess a paosition by counting the
captured men; strong players consider only the
men remaining on the board.

You can save yourself a great deal of effort, and avoid making poten-
tially costly mistakes, by simply looking at the respective roles of each
piece before agreeing to an exchange. Often, you ought not to be cal-
culating variations at all. When an exchange of pieces is offered, the
decision may often be made purely on static considerations. The ques-
tion to ask is: ‘Will he migs his piece more than T'll miss mine? It is
frequently said that exchanges ease the defender, yet many games

have been lost through permitting the exchange of a vita) defengive |

piece, or by allowing an attacker to simplify into a winning endgame.

*Throughout thia book, the term ‘piece’ ia used to mean queen, rook, knight or bishop.
Whore powns are included, the term ia ‘'man’.

e Y



EXCHANGING PIECES \ 1

3 A position spotted in an English
A county match some years ago.
! Black has just retreated his
A knight from f6 to g8, offering an
M ] cxchange of bishops. White now
sank into deep thought, then
4 retreated his bishop to f2. Was he
4 right to avaid the exchange?

v#%4 His reagoning must have gone like
Ftq this.

rid of the bishops. If that's what he wants, why should I let him?
e Anyway, my bishop’s going to be useful attacking his weak
black squares.
e IfItake on o7, his knight will recapture, and emerge from its

passive square on g8.

Faulty on all counts! The first point falls into the trap of assuming
that your opponent knows what he 18 doing - which is rarely the case;
the second point missed the fact that Black's own bishop is far more
essential to the defence of the black squares than White'’s is in attack-
ing them; the third point confuses short-term considerations with
long-term objectives.

With his pawns on 6, d5, f5 and g6, Black has undeniably been
neglecting his black squares. White has control of a splendid central
square at e5, and Black has no comiparable outpost. Black’s bishop on
e7 is his principal black-square draught excluder. When it is
exchanged, the battie for the black squares is over.

In fact, afier 1.Bxe7 Nxe7 2.h4! the threat of a disruptive hb is always
lurking over Black's position and White has a large advantage, but
that is not relevant to the decision to exchange bighops. Just think
‘His bishop is more useful to him than mine is to me’ and whip it off.
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— 5. Good Bishops and Bad Bishops —

The bad bishop is the most common cliché of positional chess. It is
also the most frequently misunderstood. A bad bishop, we are fold, is
one that is impeded by its own pawns. If your bishop is travelling on
the white squares and most of your pawns are also on white squares,
it stands to reason that the pawns are likely to get in the way of the
bishop, especially if the bishop finds itaelf locked in behind the pawns.

The real problem of the bad bishop, however, is not the bishop itself,
which may be perfectly effective defending some weak pawns, or as
an attacking piece, emphasising the while-square control that the
pawns bring. No, the real problem lies on the other half of the board.
When your pawns and your bishop are both on white squares, what is
going to look after the black ones?

Don’t blame the bad bishop; blame its colleague
who isn’t there to guard your weak squares.

Bad bishops are Lable to lose endgames against good bishopa or
knights, not because they are abnormally restricted, but because of
the absence of any defence to an invasion by the enemy king, or some
other piece, on the squares the bishop was not designed to control.
Your pawns on white squares, for example, can restrict your oppo-
nent's white-squared bishop as much as they hamper your own. It’s
the black squares you have to worry about.

The great 18th-century French player Philidor advised putting your
pawns on the same colour a8 your bishop on the flank where you are

defending, but on the opposite colour on the side where you plan to
attack. A bad bishop can be a good defender.




GOOD BISHOPS AND BAD BISHOPS

A classic case of a bad bishop,
from the game Henneberger-
| Nimzowitsch, 1931. It is Black to
play. White's bishop is completely
passive, but it is not clear how
Black can make progress. He
would like to chase the white king
away from e3, then advance with
his own king to e4, eventually
A squeezing in to f3 or d3 to join the

knight in a decisive attack on the
_ | g- or c-pawn. The trouble is that
~— erlilililimed the only ways to chagse the king
from e3 involve putting the black knight at d5 or e4, right in the
patch that Black's king wants to follow.

Now waich and see how Nimzowitsch accomplished the task:

1..Ned! 2.Ke2 (the bishop cannot move without losing either the
g-pawn or c-pawn) 2...Kd5 3.Ke3 Kd6! 4.Ke2 Kc6 5.Ke3 Hd5 6. Ke2
Nd@! (the knight frees e4 and comes round to attack the c-pawn from
a different direction) 7.Ke8 Nb5 8.Bd2 Na3! 8.Bel (There was no
choice: 3.Bel Ne2+ 10.Kd2 Nxel 11.Kxel Ked 12.Ke2 43! forces the
white king to step aside and allow Black to invade at d3 or f3.)
9..Nbl! 10.Bh2 a3! 11.Bal (11.Bcl Nxc3 12.Bxa3 Nxa2 wins for
Black without great difficulty).

Black has cornered the white bishop, but run his own knighi out of
moves. This is the position he has been aiming for all along, but how
does he now make progress? The answer is delightfud:

11...Kd6! 12.Ke2 (12.K£2 loses to 12... Nd2 13.Kg2 Nh3! 14,axb3 axb3)
12...Kc8! 13.Kd1 (the best chance, since 13.Ke3d Kdb 14.Ke2 Ke4 is
hopeless) 18...Kd5 14.Kc2 Ked 15.Kxb1 Kf3.

Black has achieved his objective and is now ready to capture an g3
and push his g-pawn home, but the game is not over yet:

18.Bb2! axb2! (after 16...Kxg3 17.Bxa3, the bad bishop joins in the
game after Bch and d5) 17.a4 Kxg3 18.85 Kh2! 19.a6 g8 20.a7 g2
21.a82Q gl=Q+ 22.Kxb2 Qg2+! (this explains why Black did not
play 18...Kxf4) 23.Qxgl+ Kxg2 24.Ka3 Kf3 25.Eb4 Kxf4 24.Kxc4
Ke3 27.45 exd5+ 28.Kxdb {4 and White resigned. He loses the
pawn race by a single move.
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——— 6. Bishops and Knights

We have just seen an extreme example of a truly awful bishop strug-
gling against a nimble kmight. The general question of the relative
strengths of hishop and knight is a complex one. Some say that bigh-
ops are better than knights in open positions, and knights are superior
in cloged ones. Others maintain that it's all a question of how many
pawns remain on the board. But open positions may become blacked;
closed positions may burst into life, and many pawns may become few
after same exchanges.

The truth is simpler and more obvious. Just lock at the way they
move: knights can get anywhere, given the time; bishops can move at
great speed — one move where the knight takes six to erosa the board
from corner to corner — but the bishop can only ever reach half the
squares on the board. The key point is that a bishop may simultan-
eously influence play on both sides of the board. If there are two
emergencies to attend to, the knight ean only offer 2 slow shuttle service.

i there is active play happening on both wings,
and no pawns are blocking the centre,
then a bishop Is stronger than a knight.

All this has two practical implications.

e If the central pawns are blocked and look like remaining so, you
should be happy to exchange yvour bishopa for knights.

e If you are playing with a bishop against a knight, try to exchange
central pawns, and create something to think about on both wings.

The bishop s most noticeably superior to a8 knight in an endgame
where the players have passed pawns on opposite sides of the board.
The bishep can then help shepherd its own pawn forwards, while also
looking in the other direction to prevent the opponent’s pawn from
rushing ahead. The knight has to choose whether to attack or defend.
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BISHOPS AND KNIGHTS

Santa Monicas 1966, provides as
good an example as one could
A want of the superiority of bishep
i over knight in an open position
with play en both wings. Black's
i knight must maintain its guard
duty, preventing the white h-pawn
from advancing. The knight is thus
4 unable to take part in the play on
game continued 1.KdS Keb 2.Ba8
e Wsa—= Kd6 3.Kc4 g4 4.a4 (White's plan
is to walk mtuaﬁwrth his king, then capture on a7. Before doing so,
however, he pushes his own a-pawn.) 4..Ng8 5.a6 Nh6 8.Bed g3
7.EbS NgB B.Bbl Nhé 9.Kaf Kc6 10.Ba2 resigns. After 10., . Ke7
11 Kxa? Kc6 12.Bed Ke7 13.Bd5, White can meet 13.. Kd6 with
14 Kb$ Kxd5 15.a6, when nothing can stop the a-pawn, while 13...Nf5
loses simply to 14.Ka6 followed by Kb5.

Despite the fact that there was nothing on a white square for the
bishop to atiack, its influence was enough {o lead to a win for White
despite the reduced material. With the h-pawn tying down the knight
in the diagram position, White is effectively playing with an extra
piece on the other wing and even though he has only one pawn over
there, it is enough to win.

This endgame should also serve 45 an examples of the subtlety some-
times needed to judge apparently simple endgames. Bishop and three
pawns against knight and three pawns hardly scunds very promising
in terms of winning potential, yet White won this position without
much difficulty.
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7. Pawn to Rook Three

In the days before women learnt to play chess, the Czech grandmasters
used to call them ‘little ears’ — the pawns that timid lady players used
to nudge to a3 and h3 as White, or a6 and h6 as Black*. After losing
games 88 Black to a quick attack with e4, Bed, Nf3 and Ngb, or being
inconvenienced by having a knight pinned by a bishop, it seems
sensible to deny your opponent a square in your half of the board by
playing a harmless pawn move. And it comes in useful later on to
avoid back-rank msates when you've castled. But how can you tell, so
early in the game, whether you really want your pawn on that square?

Pawn moves are the most difficult —
they cannot move backwards.

Every time you advance a pawn, it increases your control of certain
squares, but leaves permanent weaknesses behind it, however imper-
ceptible they may seem. When you find yourself thinking about play-
ing h6, or a similar defensive pawn nudpge, ask yourself whether there
isnt something mare ugeful for you to be doing. Here are the circum-
stances that justify predding a rook’s pawn one square forwards.

e In order to drive back an enemy piece that has already ventured
into your half of the board. Here the pawn move gains time rather
than lesing it.

® To prevent a bishop pinning a knight, when that bishop has no
other good square to develop to. The pawn move then hag a
valuable cramping effect.

e When the pawn move itself forma part of & grand strategic plan -
perhaps to support a later advance of its neighbour, or simply to
avoid the exchange of a valuable bishop by giving it a bolt hole.

o When it is essential, for tactical reasons, to deny a square to the
enemy knight or bishop.

*Timid men players do the same thing, but the grandmasters were rarely so rude about
them.

————————— T T e————
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PAWN TO ROOK THREE

This position, after the moves 1.e4
e5 2.Nf3 Nc6 3.Bb5 a6 (note the
justified pawn push to chase away
& piece that has already dared to
venture beyond the halfway line)
4Ba4 Nf§8 5.0-0 Be7 6.Rel bb
7Bb3 d6 8.¢3 0-0, is probably the
most frequently reached after
eight moves on each gide. And the
most common contimuation is 9.h3.
A Why this gratuitous waste of time?

| White's pawn on ¢3 is supporting

an advance of its neighbour to d4.
The rook on el is not only defending the e-pawn, but lurking, ready to
attack eb if Black should advance his own d-pawn and allow exd5. So
White is ready to gain the small advantage of pawns at d4 and e4
against pawna at d6 and e5.

After 9.d44 Bgd, however, it is difficult for White to hold his position in
the centre. The threat is 10...exd4 11.cxd4 Bxf3, winning a pawn
after 12.Qxf3 Nxd4, or causing weaknesses after 12.gxf3. Supporting
the centre with 10.Be3 also interferes with the rook’s action on the
e-file while also inviting Black's knight to hop to a5 and c4. Finally,
10.d5 ia not really in line with White's central strategy and encourages
Black to nibble away at the formation with 10.. Nab 11.Bc2 c6.

After 9.h3, however, the black bishop, thongh able to develop on d7,
b7 or e6 (but ask yourself, before playing the last of these, whether
you really want to exchange your white-squared bishop when your
central pawns are on black squares) cannot take such an active role in
the fight for the centre. White will, next move, secure his objective of
securing the perfect centre of pawns on d4 and e4.

Interestingly enough, the move 9...h6 used to be a popular reply to
9.h3, with Black planning to continue with ReB, Bf8, g6 and Bg7, but
fearing that 9. Re8 immediately would be met by 10.Ng5 with an
annoying attack on f7. More recently, Black's most popular continua-
tion has been 9...Bb7 10.d4 Re8, ready to meet 11.Ng5 with 11...RfB,
regaining the time lost by kiclking the knight away with ...h6 next

move.




BETTER CHESS
—— 8. Bishop to Knight's Five ——

To pin or not to pin? When a knight makes its first move to £3, c3, f6
or cf, as it does more often than not, and the neighbouring centre
pawn has also been moved, there is often the possibility to immobilise
the knight by pinning it to the king or queen with a bishop. It's
always pleasant to move into your opponent’s half of the hoard espe-
cially when you immediately cut down his options by doing so. Yet the
bishop-to-knight’s-five pinning move is not always a pood idea. For
simplicity of notation, we'll discuss the case of White's Bg5 pinning a
knight on f6 — though the comments apply equally to a black bishop
on g4 or bishops on the other side of the board on b5 or bd.

First of all, you must ask yourself: "‘What am I going to do if the bishop
is attacked by a pawn moving to h6? It's surprising how frequently
you see club players moving a bishop to g5 with little hesitation, then
ginking into deep thought when their opponent replies with hé. In
such circumstances you should always have your answer ready;
knowing what you are going to do after h6 must be part of the
decision to play Bgs.

Always know your own intentions before
your opponent forces you to reveal them.

There are several seis of circumstances that may make Bgh a good move.

® When your opponent has already castled and chasing your bishop
away with h6 and g5 would create too many weaknesses.

e When you have decided, in any case, that it is a good idea to
exchange your bishop for a knight.

® When you plan to meet h6 by retreating the bishop on the c1—g5
diagonal and the pawn on hb becomes a potential weakness later.

® When you still have a rook on hl, enabling hé io be met by h4,
when accepting the piece sacrifice would leave the king vulnerable
to a mating attack down the newly opened h-file.



BiISHOP TO KNIGHT'S FIYE

3 A cautionary tale of a blunt pin.
This position was reached in the
A | game Dubois-Steinitz, London
1861, after the moves l.ed eb
d 2Nf3 Nc6é 3.Bct Beb 4.0-0 NI -
! 5.d3 dB 6.Bg5.

If Black had already castled, the
pin might well be strong, but in
#%___} this pesition it is totally miscon-
48} ceived. Here's how it continued.

6...h6 7.Bhd g5! (Had Black cas-

i == fagri——| tled, this move could even be met
by 8.Nxgbh!? hxgs 9.Bxgh maintaining the pin and wrecking the black
king’s defences.) 8.Bg3 h5! 9.hd (After 9.Nxgh, Steinitz gives the fol-
lowing entertaining possibility: 9...b4! 10.Nxf7 hxg3 11.Nxd8 Bgd
12.Qd2 Ndd 13.Nc3 Ni3+! 14.gxf3 Bxf3 15.Rd1 gxh2+ 16.Kfl h1=Q
mate.) 9...Bg4 (Now here’s a pin with everything going for it — the
hishop cannot even be chased by h3.) 10.¢3 (10.hxgh is again strongly
met by hd.) 10...Qd7 11.d4 exd4 12.e5 dxeb 13.Bxe5 Nxel 14.Nxed
{White's imaginative central breakthrough has enabled him to escape
from the pin, but his troubles are not over.) 14...Qf6 15.Nxg4 hxg4
16.Bd3 Qd5 17.b4 0-0-0! (Confident that his attack must win the
game, Black gives up a piece to-get his king into safety.) 18.c4 Qeb
19.bxes Bxhd 203 RdhB 21.fxgd QeS 22.Qel Qed+! 23.Qxed
dxe3 24.g3 (The only defence to Rhl mate.) 24...Rhl+ 28.Kg2
REh2+ 26.Kf3 Rxfl+ 27.Bxfl Rf2+ 28Kze8 Rxfl 29.a4 Kd7
30.Kd3 Nxg4 31.Kc3 Ne3d 32.Ra2 (Desperation, but 32Kb3 g4
33.Kb2 Nxcd+ or 33.Ka2 Nc2 would have been no better.) 32...Rxbl
33.Rd2+ Kct 34.Re2 Rel+ 35.Kd2 Re2+ 38.Kxed Rxe2+ 37.Kxe2
5 38.Ke3 Kxcb 39.Kd3 f4 and White finally resigned!

Had White thought a little longer after 6...h6, he would surely have
captured the knight rather than retreat the bishop. Had he thought
at all before 6.Bg5, he would surely have played something else
entirely. After 6...h6 7.Bh4 g5 8.Bg3, Black does not even have in
play imaginatively to gain the advantage. A simple plan of Qe7, Beb
and 0-0-0 would leave him well placed for a K-side attack, with the
pawns well advanced on that wing and the bishop on g3 only getting
in White's way.
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9. Castling

Castle early to get your king into safety, they always tell us, but we've
just seen an example of how White ran into trouble precisely because
he had castled early. While it ig all {0 easy to run into trouble through
leaving your king in the centre too long, there is g good deal to be said
for delaying castling, if only to keep your opponent guessing and
make it more difficult for him to formulate a precise attacking plen.

There are two good reasons for castling:

® because lines in the centre are open, or likely to become go in the
near future, and the place is simply becoming too hot for & king;
® tg connect the rooks and bring one ready to occupy a central file.

But if your rock is deing a good job on ita original square — supporting
an advence of an edge pawn or glaring down an open file at the
enemy king — it may sometimes make more sense to leave it where it
is and not castle at all.

I Castiing 13 not just a king move. I

When the centre of the board is safe, it can be good strategy to leave
the king there antil the moment comes for the cornered rook to play a
part in the game, Some very strong players even show a marked
reluctance to castle, always looking, before doing so, to see if there is
a more active way to seize some advantage before tucking the king up
in bed. i you adopt such a strategy, however, you have to work a
little harder just to ensure that you are not taken by spurprise by a
sudden central breakthrough.




CASTLING

g From the game Kamsky—Karpov,
] Dortmund 1993. It is Black t
play. What should he be thinking
of doing with his king?
There seem to be two main options:
[ to castle K-side and brave the pos-
XA sible attack, or to prepare Q-side
9 castling with Qc7, b6 and Bb7.
Note, incidentally, how White
4 has kept his own options
o | of castling on either wing open.
i Particularly in the event of Black's
castling K-side, it could be tempt-
ing for White to play Bd2 and 0-0-0, then attack with g4 and g5 to
exploit the weakness caused by pushing the pawn to h6.

Black actually solved his problems in a surprising way. By playing
1...KeT! He rencunced the right to castle and pinned his own knight,
but the point of the move is that it provides his rook on h8 with a
defender — the queen — and thereby creates the threat of 2...g5! when
3.Qh3 will run into trouble after ...g4 or ...eb. Suddenly, the empha-
sis of the pogition shifta from the insecurity of Black’s king to the lack
of squares available to White's queen. Rather than let himself be
chased around after 2.Nd2 g5 3.Qh3 e5 4.Qe3d Nd5, Kamsky sacrificed
s pawn with 2.NeS!? Bxel 3.dxel Qab+ 4.c3 Qxed+ 5.Bed, but
Black defended himself well and eventually won the game,

To advance boldly with 1...Ke7 in such a position is an extremely
vnusuzal idea, but worth remembering for two reasons: firstly, as a
striking example of the fact that you do not always have to castle -
just moving the king may occasionally be better; secondly, to remind
yourself that the same applies to your opponent.

Finally, we should not leave this position before thinking about what
would have happened had Black meekly castled. After 1...0-0, we
have already mentioned the idea of Bd2, 0-0-0, g4 and g5. White has
an even more dangerous possibility, however, in 2.Bxh6 gxh6 3.Qxh6.
The threats of Bgb or Ngb followed by Bh7+ give every prospect of a
quick mating attack. Another example of the dangers of an early ...h6
— if you don’t follow it up correctly.

A deeper discussion of this position will be found in Section 62
Crime and Punishment.
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——— 10. Knights before Bishops ——

It sounds like 2 rule of etiquette for royal processions — and it's about
as much practical use. You'll find this rule in many old beginners’
books ae & piece of advice on the order in which you should bring out
your pieces in the opening. It made some sense in the days when most
games began 1.e4 e5 — you knew that the knights were going fo end
up on f3, 8, ¢3 and c6, but it made sense to delay development of the
hishops. Where, for example, will Black’s f8-bishop ga? If White con-
tents himself with a later d3, it should be looking for an active posting
on cb; if White plays Ne3 and d4 too quickly, it might well venture to
b4, but if White slowly prepares ¢3 and d4, perhaps the bishop should
stay out of the way on e7 or g7.

The ‘knights before bishops’ nonsense is a specific case of a much
more sensible piece of advice on development:

| Play the obvious before the optional. I

In other words, keep your options open by playing the moves that
have & eertain place in your development scheme before taking deci-
gions between the optional extras. Any decent development plan is
bound to have a certain amount of inbuilt flexibility, to cope with various
possibilities of the opponent. By maintaining that flexibility for as
lang as possible, you make it more difficult for your opponent to find
the best squares for his pieces.

In many modern openings, that may even lead to a reversal of the
‘knights before bishops' principle, even as early as the second move,
For example, after the opening moved 1.c4 eb, White may opt for a
plan of dominating the central white squares. For this, he will need
his bishop on g2, which is a far higher prierity than deciding where
the knight on gl will go. So 2.g3 Nc6 3.Bg2 is a logical continuation,
leaving until later the decision whether to play Ni3, or €3 and NeZ2, or
even Nhi.




KNIGHTS BEFORE BISHOFPS

¥ White to play — how should he
§ plan to complete his development?

The great Estonian grandmaster

3| The main question is: where should
White move his bl-knight?

! Think first about what is going to
A4 happen in the centre. White is
unlikely to want to play cxd5,

faieed herauge that would bring a black
knight to a powerful central square and leave White with an isolated
d-pawn. That leaves two possibilities: Black will play dxed — in which
case White will recapture with the pawn, leaving his pawns mobile
(though the pawn on ¢4 may require some extra protection) — or
White will eventually push ¢,

Now leok at the position from Black’s point of view. He doesn't want
to play dxed too soon, because afier bxed he'll always have to worry
about White's d5 advance, opening the long diagonal for the bishop on
b2. But if he leaves the pawns as they are, he will have to keep an eye
on White's plan of advancing ¢5, then continuing with b4 and a gener-

al Q-side advance. He can hold up cb by putting the knight on d7, but
there’s a good deal to be said for having the knight on 6 in order to
play Re8, dxed and Na5 with good pressure against White's c-pawn.

All that explains why Keres always played 1.Qe2! in this position,
meeting 1...Ncb with 2.Nbd2!, giving an extra guard to ¢4 and plan-
ning to push Q-side pawns later with Racl, ¢5, a3 and b4; while if
Black played 1...Nbd7, he would continue 2.Nc3!, continuing with
Radl, Rfei, Neb and f4, planning an attack in the centre and on the
K-side. White's queen on e2 fits in well with either plan, so is the
most flexible move in the position.




BETYER CHESS
—— 11. Developing Your Pieces ——

First they tell you not to move each piece more than once in the open-
ing, then they introduce you to the main line of the Ruy Lopez, in
which White moves his bishop four times, ending up with it tucked
away on ¢2, doing nothing active at all. What's it all about?

Your aim in the opening should be to get your pieces into play as
quickly as possible, so that they can co-operate with one another,
rather than getting in each other’s way, and assist the more impor-
tant plan of conquering territory and gaining space. If a piece takes
more than one move to reach its most effective square, then go be it.
What is important is to avoid wasting time. Don't move a piece to one
square then change your mind next move and put it on another.
While it is generally inadvisable to let your opponent gain time by
chasing your pieces around the board, there is nothing wrong with
letting them be chased if the chasing moves are non-developing ones.
The important thing is this:

‘ Nothing wastes time like time-wasting. I

What is a waste of time is to spend two moves doing something that
could have been accomplished in one, while your opponent has made
two useful moves in reply. Every move in the opening ghould play its
part in a grand design. Some cof those moves will be positive — getting
on with the task of bringing the pieces into play; some will be nega-
tive — solely designed to frustrate the opponent's aims; and some will
be provocative — designed to tempt a weakening reply. But when the
middlegame is reached, everything should be seen to have fitted
together in a co-ordinated way. Nothing pointless and no waste of
time.




DEVELOPING YOUR PIECES

A You have probably seen this posi-
tion before. Its what happens
when the most common White
opening — the Ruy Lopez — is met
by the standard reply 3...a6. Most
players will now continue by rote
gither with 4.Bxc6 or 4.Bad. Now
is your chance actually to think
| about the position. What are the
suAd relative merits of the following
4 continuations:

a) 4.Bxc6 dxct 5.0-0; b) 4.Ba4 b5
5.Bb3; c) 4.Bcd?

The last of these can probaebly be dismissed as a waste of time. The
word ‘probably’ has to qualify our assessment, however, because we
ought to ask ourselves what difference it makes for the black pawn to
be on a6 rather than a7. From Black's point of view it may be an
advantage, since it could support a later advance of the b-pawn to b5,
while any prospect that the pawn could be a weakness on a6 seems
too distant to be worth taking into consideration.

4 BxcS dxc6 5.0-0 exchanges Black’s sole developed piece, doubles his
c-pavwns and leaves White with a lead in development. The question 18
whether White is going to be able to do anything usefal in the three
moves it takes Black to castle. The exchange also leaves Black with a
pair of bishops in the sort of open position in which bishops could well
turn out to be better than knights. A lead in development can dis-
appear, but a pair of bishops may be forever.

Finslly, we come to 4.Ba4 b5 5.Bb3. White’s bishop on b3 looks at first
sight no better placed than it would have been on ¢4 at move three.
There are, however, two very subtle points to appreciate. First, the
bishop is actually more cosy on b3 than 4, because it is not liabie to
sudden attack by d5. Secondly, the pawn at b5 may become the target
of attack by ad. If it then advances to b4, it leaves a nice square on cd
for White’s pieces; if it captures on a4, it leaves an isolated a-pawn; if
it stands its ground and allows axb5 to be played, it still leaves a vul-
nerable pawn on b5 as well as possibly ceding control of the a-file,
White's bishop has indeed spent three moves getting to b3 instead of
just two, but his intention is to prove that the pawn simply does not
belonsg on bb.




BETTER CHESS
— 12. The Fianchetto (1): Bishops —

Imagine showing the rules of chess to a hyper-intelligent android.
What would he/she/fit make of the bishops? One possible hyper-intelli-
gent line of thought might be as follows; bishops operate on diagonals.
Every square on the board has two diaganals going through it, so
every bishop is simultaneously operating in two mutually orthogonal
directions. One of those directions ig bound to be more important than
the other. Every hishop, therefore, has one major diagonal and one
minor one, and it makes sense to ensure that the major one is a5 long
as posgible. Conclusion: every bishop is best deployed on the longest
diagonals - the ones from corner to corner.

‘ Bishops are happiest on the long diagonais. I

So after thinking for a long time over its first move, the android proud-
ly plays 1.g3! just to make sure it gets its bishop to g2 before the
opponent's hishop lands on b7. Having decided on 1.g3, it will also, no
doubt, appreciate the defensive value of the formation with king
castled behind a bishop on g2 and knight on 3, and it will also surely
see the benefit of playing a pawn to ¢4, and perhaps even formulate
the plan of advancing its neighbour to b4 and b5, just to enhance the
bishop's influence on the long diagonal. No minor piece can bring as
much influence to bear on the enemy position as & bishop in fianchetto.

With one piece of logical thought, our android has invented the Réti
Opening and laid the foundations for hypermodernism.

Soroe players have a straight up-and-down attacking style. Others
take a sideways approach of cautious shuffling and probing. The diag-
onal players seek the best of both worlds: their bighops look forwards
in attack, while glancing backwards in defence; instead of seeking
eve-to-eye confrontation down open files, they peer askance down the
diagonals, edging forwards and sideways, square by square, with the
fianchettoed* bishop marshalling the troops from the rear.

*Strictly speaking, fionchetto is a noun - a diminutive of an Italien word meaniog wing
or flank - but the English have long misused it es & verb. The true pedant, however,
will alwayns refer to a ‘hishop in fianchetts’, and never a ‘Ranchattoad bichop'.



THE FIANCHETTO (1): BISHOPS

4 The Danish grandmaster Bent
| Larsen had great success in the
early 1970s with the opening move
1.b3. Thir position was reached
after four moves of his game
against Brian Eley at Hastings
gl 19712-3. How should White plan

4 his next few moves to give his
fianchettoed bishop the life it
deserves?

‘ The way Larsen chose was admirably
logical: with the bishop on b2 at
present limited in action by the
black e-pawn, his first priority was to remove the blockage on its diag-
onal. He continued 5.Ne2 Bd7 6.0-0 Be7 7.14! e4. The next task is to
give it some support: 8.Ng8 (In place to support a later attack on g7
with Nf5 or Nh5.) 8...0-0 9.Bxc6 bxcé 10.c4 db 11.Nc3 (Don’t worry
that the bishop's view ia impeded. It's only temporary.) 11...Re8
12.Rcl Bg4 13.Nce2 Nd7 (Black has the sensible aim of challenging
White’s long diagonal control with Bfé. Somehow, though, he never
gets round to it.) 14.h3 Bxe2 15.Qxe2 Neb? (Succumbing to a tempt-
ing beckon from the d3 square, but this was his last chance to play
Bf6.) 16.Qg4 g6 1745! Nd3 18.fxg6 hxg8 (The power of the bishop is
perfectly demonstrated after 18...fxg6 19.Qef mate.) 19.Rxf7! Exf7
(19...Nxcl or Nxb2 would have allowed mate in two with Qxgh+.)
20.811+ B8 (or 20.. Xg8 21.Qxpg6 mate) 21.Bxf8 resigns. The final
position is worse than it looks: 21...Ge8 22.Beb+ Ke7 23.Qg5+ leads to
& quick mate (23.. . Ke6 24 Qxg6+ Kxeb 25.Qf6+ is one pretty line),
while 21...Qxf6 22.Qd7+! Re7 23.Rxf6+ Kxft 24 Qxc6+ picks off the
rook in the corner. Eley resigned at the correct moment: it was appro-
priate that the white bishop should have the last word.
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13. Planning

Probably more nonsense has been written about planning in chess
than any other aspect of the game. Those who like to imagme 2 moral
dimension to chess strategy tell us that the game is won by the player
who formulates a plan and carries it through properly. The worst sin,
they say, is not to have a plan at all, but simply to lurch from move to
mave, reacling o circumstances rather than dictating events.

In fact, as many games are lost through pursuing bad plans as are
won by pursuing pood ones. One of the most effective strategies —
especially at club level - i8 to wait for the opponent to have an idea,
then show him what is wrong with it. In most positions, there is no
such thing as a correct plan, only a flexible set of options ready to put
into operation according to the options selected by the opponent.

The nearest you can come to the formulation of the plan is to ask
yourself one simple question:

Where would | like to see my pleces
in five or six moves' time?

When youn have calculated all the threats and captures in a pesition,
and satisfied yourself that there is nothing you can do to win the
game immediately, nor any defensive task that demands immediate
attention, that’s the question to ask. You then play a move that takes
you nearer your ideal, half-a-dozen moves hence, position.

Your opponent’s reply may put a spanner in the works and make you
redesign your ideal formation, but twe players impeding each other’s
plans is what good cheas is all about. And the first time you actually
succeed in carrying out all the moves of your blueprint, and then win
the game by direct attack shortly after, you will feel a mixture of
astonishment that your opponent didn't see it coming and pride that
you have finally carried out a plan in the manner expected of you.




PLANNING

| White to play; what's the plan?

The position comes from the first
| game of the 1992 remaich between
‘ Bobby Fischer (White) and Boris
Spassky It was PFischer's first
gerious game for 20 years, but his

| on the a-file, it is clearly White’s
79 | intention to unieash their power
ok ] with axh5, but it pays to delay
such a move, After all, Black is hardly going to play bxa4 willingly,
since it will disrupt his own pawn formation and leave his pawns on
c4 and a6 difficult to defend. With an exchange on b5 in the air, how-
ever, Black needs three men defending the rook on a8, so his bishop is
tied to b7 and his queen to the back rank.

Fischer decided that what the position called for was a white piece
poised to attack b5 after the pawn exchange on that square.
Reasoning that his knight on g3 was not doing much at present, he
formulated the plan of trotting it over towards a3. From the diagram,
play continued: LNT1! Be7 2.N1d2 Kg7 3.Nbl1! and Black is-sudden-
ly in real difficulties. The threat is 4.axb5 axb5 6.Rxa8 Bxa8 6.Rxa8
Qxa8 7.Qxa8 Bxa8 8.Na3 and the b-pawn cannot be defended. In
other variations, a white rook or queen may come tc &5 to help the
attack against bS. Rather than wait passively, Spassky gave up a
piece with 3...Nxe4 4.Bxed f6 5.Bc2 BxdS, but still did not succeed
in saving the game.

Fischer's play from the diagram was surprising, but very legical. All
White has to do is ask himself: “Where would I like my pieces tobe in
a few moves time? The single factor that would most improve White's
game is to have a piece capable of attacking b5. Omnee you've had that
idea, and realised that there’s not much Black can do to improve his
., OWD game, the plan of Nfl, Nd2 and Nb1 ought not to be toa difficult
¥ to formulate.




BETTER CHESS
—— 14, Gentlemen, the Queen! ——

Don't bring your queen out early in the game, they tell us, as though
it were a crime against good etiguette. Yet the queen is the strongest
piece, and from & central square can influence more of the board than
any other. So what's wrong with putting her there?

The trouble is that a queen, when attacked by a lesger man - which,
of course, covers everything other than another queen - has to run
away. That’s not just a problem for queens: no piece dare stand its
ground when prodded by a man of lower value. Paradoxically a pawn
controls territory better than any other man: when a pawn attacks a
square, nothing dare tread there; if a queen attacks a square, any-
thing except a king can happily stand there as long as it is protected.

The power of any plece 1o gain control
of a square is inversely proportional to
its value as a fighting plece.

That's what Philidor was driving at when he descnbed the pawn as
‘the soul of chess’. It's the pawns, not the queens, that play the most
important role in the fight for space on the board. Every beginner
finds it tempting to rush out with the queen and use her powers to
attack in every direction, but if such attacks can be met by developing
— or &t least non-weakening — moves, then the queen’s adventurous-
ness is bound to end in loss of time when she is chazed back.



GENTLEMEN, THE QUEEN!

A surprisingly interesting position.
After the moves l.ed eb, what is
the difference between 2.d4 exdd
3.Qxd4 and 2.Nf3 Nc6 3.d4 exdd
i 4 Nxd4d Nxdd4 5.Qxd4? If you
appreciate the answer to that, you
understand all you need to know
about premature queen develop-
ment.

The point is that after 2.d4 exd4
1 3.Qxd4, White's queen is exposed
| to attack by 3...Ne6 — a natural

developing move, completely in
keeping with Black's developing plan. After 4.Qed or 4.Qa4, there is
nothing much wrong with White's game,; he did, after all, move first,
50 he can afford to lose a move, but Black already leads the develop-
ment race.

In the second continuation from the diagram, however, after 2.Nf3
Ne6 3.d4 exd4 4.Nxd4, Black’s 4...Nzd4 is frequently criticised for
‘bringing White's queen to a powerful pest in the centre’. After
5.Qxd4, Black can attack the queen with 5...¢5, but that is not only &
non-developing move, it even loses control for ever over the d5 square.
5...Ne7 followed by 6...Nc6 would be a rather better way of annoying
her majesty, but that takes two moves to get the knight developed
when it really ought to find a decent square in one.

In the first variation, after 3.Qxd4, White’s queen is exposed to attack
on d4 and immediately forced to waste time; in the second variation,
her influence from the central square is a genuine irritant to Black’s
smooth development. Her attack on g7 makes it difficult for the bishop
to move from 8, and she can only be chased from d4 at the cost of
time-wasting or creating weaknesses. For a queen, the difference
between premature development and powerful centralisation can be
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15. Pawn Takes Pawn

When two pawns of different colours glare at each other on neigh-
bouring diagonal squares, each knowing the other may capture it at
any moment, that situation, considered purely locally, is rarely an
equal relstionship. The tension created by the possibility of an
exchange of pawns tends to favour one side or the other. Usually the
decision to resolve that tension by playing pawn takes pawn rests
predominantly with one player. And that player can best exploit the
situation by keeping the tension as long as possible.

‘ Pawn takes pawn is never a fair exchange. I

Two examples should make everything clear. First, imagine the cen-
tral pawn position that arises in many king’s pawn openings with
white pawns at c3, d4 and e4 against black pawns at ¢7, d6§ and e5.
There are three ways the situation can be resolved: (1} Black plays
exd4; (2) White plays dxe5; (3) White pushes forwards with 4b.

In the firgt case, White most naturaily responda with cxdd, leaving
him with pawns at e4 and d4 against a pawn at d6. All other things
being equal (which, of course, they never are), this will convey a large
advantage through better central control.

In the second case, Black may recapture with dxed, leaving an almost
symmetrical pawn position. In the third, the nature of the position is
changed radically, turning from a dynamic potentiafly open game into
a relatively blocked one with & closed centre.

Since Black's exd4 is a concession, it pays White to keep the tension in
the centre so that he may choose whether to exchange or block.

The next example is just as common and happens when one side is
trying to open a reok’s file againast a king castled behind a fianchetto.
Typically, Black plays ¢€, Bg7 and 0-0; White barges ahead with hd
and h5. Again, since Biack will be unlikely to risk wrecking his king’s
protective pawn shield by playing gxh5, White hes the choice of
when to relax the tension with hxgé or even h6. The only advantage
of playing hxg6 quickly is to force Black to decide whether he wants to
recapture with f-pawn or h-pawn.
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PAWN TAKES PAWN

4 This iz one of the main line posi-
4 tions in the King's Indian Defence
{reached after the moves 1.d4 N6
4 2.c4 g6 3.Ne3 Bg7 4.e4 d6 5.Be2
4 0-0 6.Nf3 &5 7.0-0 Nbd7). How will
the central tension reaplve itaelf?

Black plays exdd, White plays
| dxeb, and White plays dE and

1 types of game. If Black plays exd4,

13X | he cedes ground in the centre in

exchange for an open diagonal for

his bishop on g7, possible pressure on the e-file against the pawn on
ed, and pood squares at ¢5 and eb for his knights.

If White plays dxeb, it leaves him with a weak square at d4, but some
prospects of advancing on the Q-side with b4 and c¢5. If he plays d5, he
must again look to advancing bd and ¢b, with pressure against the Q-
side. Black, meanwhile, will try to organise an advance on the oppo-
site wing by moving his knight from 6 and playing f5.

In the early 19505, several grandmaster games continued instructively
with 8.Rel (keeping all options open and ensuring that the rook can
defend e4 if Black plays exd4 and Re8) 8...c6 9.Bf1 Re8 10.d5.

Black has tried not to give away his plan too quickly, saving exd4 for
the moment when he will be ahle to seize the initiative to compensate
for his giving ground in the centre. White, however, has been wailing
for the rock to move from f8 before pushing his pawn to d5. With the
centre hlocked, Black wants to play f5, which requires the support of
a rook on (8.

After 10.d5, play would often continue 10...05 (though there is also a
good deal to be said for Qe7 or Qc7, defending d6é and keeping open
Black’s option of cxd5 or c5) 11.a3 (prepering ancther favourable
pawn confrontation with b4) 11... R8T putting the rook back where it
now belongs.

White may claim to have tricked Black into losing two moves by his
clever timing of d5. Black will stoutly maintain that his clever Re8
lured White into closing the centre, which is just the pre-condition
needed for him to prepare to launch his K-side advance with f5.
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16. Pushing Pawns

Pawns are insecure little creatures. They are at their happiest and
most efficient only when they have another pawn of the same colour
standing next to them. That simple truth lies at the basis of a vast
amount of strategic play. Once you have opening I.e4 as White, your
principal sim is to find a way for the neighbouring pawn to move
alongride it {o d4, or if that proves impossible, then f4.

It's ell very logical. Just look at the squares covered by a couple of
pawns abreast: two pawns at d4 and e4 cover all of ¢5, d5, eb and 5.
If your opponent is denied the use of all those squares for his pieces, it
can have serious consequences. Compare this with, for example,
pawns at d4 and e5, which control ¢5, dé and {8, and you will see the
difference. The first creates a major obstacle for the opponent in the
centre of the board; the second is merely a small collection of minor
irritations.

When you have your pawns in the ideal, side-by-side formation, never
push one without thinking about the friend it leaves behind.

Especially in endgames, you should always be reluctant to advance
such a pawn until you have & good idea of how its colleague will catch up.

I In endgames, advance your pawns two at a time. '

Any pawn that advances leaves behind it squares that it will never
again to able to contrel. And that, in all phases of the game, is the
principle vnderlying any plan fo increase one’s control of space on the
board.
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PUSHING PAWNS

White to play and push his pawns.
From the game Nimzowitsch-Michel,
Semmenng 1926, this is a remark-
able example of a game won by 2
stampede of pawns. :

With a pair of bishops and no obvi-
ous weaknesses, Black appears to
stand well, yet White exposed the
&= | limitations of his pesition dramati-
, £ €} cally, winning the game in just
.| eight more moves, of which seven
]| were made with pawns.

The only problem with Black's position is a lack of good pawn moves.
He does not want to play e5, because it gives away the do5 square to
White's knight; he does not want to play {5, because it enhances the
power of the bishop on b2. White can exploit this by pushing his own
paWNS:

144! Qe7 2.e4!

Creating a huge weakness on d4 — but with no black knight to exploit
it, the square is not weak at all.
2...Bcé 3.g4!

With three pawns abreast, White is now ready for anything. He may
pian a later g5, to open the long diagonal for his bishap, or 15, to gain
the 45 square for his Enight, or 5 to push Black further backwards,
Faced with this advancing army of pawns, Black decided to challenge
them at once. I was a poor decision.

3...55? 4.gxf5 exi5 5.e5 Be7 6.Nd5! BxdSs 7.cxdb

With two pawns reunited side-by-side at the front of his formation,
White threatens 46, winning a piece. ..

7...Qd7 B.e6

...or @6 winning the game. When Black’s queen moves, White will
play 9.Qc3, leaving Black helpless against the threat of mate on the
long diagonal.

Black resigned.
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!

—17. When You Find a Good Move ...—

We have already seen that our thoughts on a position cen be divided
into the fuzzy and the precise, Fuzzy thought is the fumbling process
of petting acquainted with the potential of a position by trying out
likely looking possibilities; precise thought, is the calculation of essen-
tial variations.

But when you've fumbled and analysed, and all the signposts poini to
one particular move, when, is the moment {o sign contracts and play
it? The great German player Dr Siegbert Tarrasch advised: “When
you've found a good move, look for a better one.” What nonsense!
When you've found a good move, play it! Good moves are few and far
between. Don't talk yourself out of them. But make sure they are as
good as you think.

There is a very useful rule for deciding en a restaurant in Paris: wan-
der the streets until you find one restaurant you like; then go to the
first one you see that is better, But it only works in Paris, or another
city where there are many good restaurants. When looking for a goed
move in a chess position, it's like searching for a restaurant in some
run-down holiday resort in England. Hence the practical rule for good

moves:
' When you've found a good move, savour jt! I

Strong players always think a good deal before playing ‘obvious’ win-
ning moves, If it's really a winning meve, you can even spare the time
to look at every legal reply your opponent has at his disposal. And
having tied up every loophole, you play the move with calmness and
confidence.




WHEN YOU FIND GOOD MOVE ..

A complex tactical decision: Black
threatens 1...Nxd4. Would you
play: (a} 1.Qb5, preventing Nxd4
| and threatening Qxb2; (b) 1.d5,
% intending to meet 1..Nxeb with
92.Bd4; ar (¢) something else?
A This position, from Gipslis-
4 Botvinnik, Mescow 1965, is a
highly complex example of the
L hazards of imprecise calculation.
] White's best move, according to
Botvinnik, was 1.Qb5, bunting
down the knight on b2. (Note that
1.Qh?2 is met by RhS!) Instead, the game continued {(with How-Not-To-
Think comments In italics) as follows:

1.45

(This must be good: he must move the attacked knight, and after
1.. Nxeb 2.Bd4, I calciudate Fil win either the knight on eh or the one
cn b2.)

... Rxeb!

Now 2.dxc6 Qxc6 attacks both the rook on hl and knight on ¢3. The
only move to defend both is 3.K42 when 3...Ned+ wins the bishop.

2.Bd4

He probably overlocked this. Now I stand much better. 2...Nxd4 loses
to 3.Quve5+, so he must defend his rook with 2...Qd6, when 3.Bxed+
leaves White on top.

2...Ned!

Apparently impossible, because the white queen controls that square.
Note how the queen is pinned by a pinned rook. Such circumstances
can easily create optical illusions in one's mential image of the position.

The game then continued 3.BxeS+ N(3}xeb 4.Rh4 Rh8 b5.Rxh8
Kxh8 when Black’s active queen and beautifully positioned knights
made White's game untenable. Botvinnik won after nine MOre IMoves.
1.d5 was not such a good move after all.
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18. Isolated Pawns

As the great Aaron Nimzowitsch said, the weakness of an isolated
pawn lies not in the vulnerability of the pawn itself, but in the weak-
ness of the square in front of it. Well that's what he’s often quoted ag
having said, but what he actually said was: '... it is not only the
isolani itself that tends to become a weakness, but also the complex of
Equares surrounding it.”

An isolated pawn, should you need reminding, is one without a pawn
of the same colour on a neighbouring file. So, unless a pawn capture
is made, the isolated pawn cannot be defended by another pawn. In
an endgame, 8 single isolated pawn may be a decisive weakness, By
attacking it from all sides, the opponent may force a small army of
pieces to be dedicated to its defence. Then, even if the pawn itself does
not fall, a switch of direction by the aitacking pieces may pose
insoluble problems.

I An Isolated pawn demands an aggressive strategy. '

For an isolated pawn and a defensive frame of mind add up only to
trouble. S0 why do people willingly accept isolated pawns in the
opening? The answer is usually 2 combination of space and freedom.
To take an instant ezample: after the moves 1.d4 d5 2.c4 dxcd 3.e3 ¢5
4.Bxc4 cxd4 5.exd4, White has an isolated d-pawn. He hopes that its
contyol of the eb square will enable a knight to settle there and menace
the opponent’s K-side. Meanwhile, Black puts his faith in the d5
square, a safe central outpost for his own minor pieces. In the middie-
game, White will have the initiative, thanks to the presence of hig
pawn on d4. His outpost square on e5 is, after all, in his opponent’s
half of the board. But if play reaches an endgame, when attacks on
the king become less of a threat, the advantages of the isolated pawn
may disappear, leaving it a weakness in need of constant defence.




[SOLATED PAWNS

A Black to play in Fuchs—Bronstein,
East Berlin 1968. The battle here
is over White's doubled, isolated
4 d-pawns. Black, who iz a pawn
4 behind, plans to attack d§ with
everything at his disposal, win
2o back the pawn, and leave himself
%774 with & piece firmly entrenched on
| the square in front of White's re-
4 maining isclated pawn. White, in
~4 the meantime, must find something
to do while Black is distracted by

= the task of regaining the pawn.

Black began with the natural 1...Rad8 which was met by 2.d6! Now
2...exd6 would firstly give Black an isolated pawn of his own, second-
ly block the file on which Black wants to attack White's d-pawn, and
thirdly imvite the reply 3.a5, chasing the knight away and winning
the b-pawn. Bronstein, however, was ready for this and played
2...Qxd6! 3.Nb5 (3.Bxh7 Rb8 gives Biack plenty of activity) 3...Qd7
(far better than 3...Qb8 4.Bf4 when Black is in a terrible mess)
4.Nxa7 Nbd5 5.Nb5 Bed

What has Black got for his pawn? A fine square in front of an isolated
pawn i¢ the answer. White should now play 6.3, preserving his
white-squared bishop even if it is rather boxed in. Instead White, in
the knowledge that he was & pawn ahead, felt that he should not be
averse to exchanging pieces. There followed 6.Nf4 Bxg2 7.Kxg2 b6
8.Qf3 (8.Nxd5 would have been more congistent} 8...Nbd! 9.Re2 Rfe8
10.Be3?7 (2 splendid blunder, completely missing the point of Black’s
play) 10...g5! 11.Nh3 (with the bishop in the way, d3 is no longer
available) 11...pg4! 12.Nxf8+ exf® 13.Qf4 NdB! And White resigned;
his queen is trapped in mid-board. Never can the square in front of an
isolated pawn have been 80 polent.
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19. Backward Pawns :

When a pawn is left behind its colleagues as they rush forward to
attack, the poor laggard iz called backward - yet it's the other pawns
who have done the damage. If, for example, you play ¢4 and e4 as
White, the d-pawn may be called backward. If it cannot catch up with
the others because Black har a firm hold on the d4 aquare, then it suf-
fers from the ssme vulnerability as an isolated pawn, since it will
never be able to rely an ita collesgues to defend it. Again, like an iso-
lated pawn, it has one or more weak squares in front of it, but that is
where the similarity ends. While its weaknesses may be similar to
those of an isclated pawn, the potential strengths of a backward pawn
are quite diffevent.

A backward pawn is a Lability when:

{a) it is vulnerable to attack; or
(b) an enemy piece may settle unmolested om the square in front of it.

A backward pawn is not a problem when:

{a) it can catch np with its colleagues; or
(b) the square in front of it can be adequately controlled.

A backward pawn may be an asset when;
{a) it controls an important central square; or

{b) it acts as a back sapport for an aggressively advancing phalanx
of pawns.

A backward pawn may act as a
nurse to its companions.

S, in the example of White's playing e4 and o4, the backward d-pawn
may sit on d3, like the fat man at the back of a tug-of-war team, as
his colleagues expand with f4 and 5.




BACKWARDS PAWNS

] This position was reached in one
] of the games of the Morphy-
Anderssen match in Paris in 1858
after the moves 1.e4 ¢ 2.d4 cxd4
3.Nf3 Nc6 4.Nxdd o8 (creating -a
backward pawn on d7) 5.NBS
(attracted like a moth to the glaning
weakness on d6) 5...d6 6.Bf4 eb
7.Be3.

¢7] White's play has been remarkably
74 gophisticated for a game from the
| mid-19th century. He has lost a

move with his bishop, and moved
his knight three times already (and will have to move it again if Black
plays ... 26), ali to create a firmly backward black d-pawn. But it will
all he worthwhile if White can secure the unmolested use of the d5
square. The entire fight now should be over that square. Black should
be thinking of moves such as Nf6 and BeS, ready to exchange any-
thing that moves to d5; White will want a knight on ¢3 and, if given
the opportunity, his bishop on c4. The other hishop may well move to
g5 to exchange a knight on f6, thus increasing White’s influence over
d5 again. Anderssen, however, misunderstood the position and con-
tinued 7... 457 8.N1c3 f4? (Fearing 8...a6 9.Nd5! axbb 10.Bh6 with
Nel+ to follow, he allows something far worse. The right move was
8. Nf6.) B.Nd5! fxeS 10.NbeT7+ Kf7 (or 10...Kd7 11.Ggé mate)
11.Qf3+ Nf8 12.Bc4 Nd4 13.Nxfé+ d5 14.Bxdb+ Kg8? (Rather than
enter an endgame a pawn behind with 14...Qxd5 15.Nxzdb+ Nxf3+
1423, he plays a move that loses immediately.) 15.Qh5+ Kxf8
18.£xe3! (avoiding the little trap of 16.NeS+? Qze8 17.Qxed Bb4+)
18..Nxc2+ (16..Qxc7 17.exdd4 leaves Black’s king hopeleasly
exposed.) 17.Ke2 Black resigned. (17...Nzal 18.Ne8+ 18 a simple
enough win for White, while 17...Qxc7 18.Rfl+ Ke7 13.Rf7+ Kd6
20.Rxe7 Kxe7 21.Rel is also hopeless for Black.)
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20. Doubled Pawns '

In the mathematics of geometrical solids, Euler’s theorem connects
the number of vertices, faces and edges of a sohid by 2 simple formula:
V + F-E =2. 8o, for a cube, for example, there are eight vertices and
gix faces, 80 the number of edges, E, must equal 8 + 6 — 2, which is 12.
Absolutely correct. What has all this to do with doubled pawns? il
tell you: P+ 0-D =8

[ Pawns plus Open Files minus
Doubled Pawns equais Eight.

{Counting one for each pair of doubled pawns, or two for tripled
pawns and so on.} Every doubled pawn gives you an extra open file for
your rooks to play on. Not enly that, but the pawns themselves, since
they stand en the file adjacent to the cpen one, add to your ahility to
conitrol the squares on the file.

That was the good news. The side-effects, however, are less desirable.
There are three main defects of doubled pawns.

1 When you have two pawns on the same file, not only does the
front one impede the advance of its colleague, but the pair, as
they advance, control identical squares. The result must be an
equivalent loes of control aver other squares.

2 Doubled pawns can cripple a pawn majority. if you have more
pawns an one wing that your opperent, you will normally be able
to create a passed pawn. This may no longer be the case if your
formation includes doubled pawns,

3 Doubled pawns cannot defend each other. This weakness is
particalarly accentuated in the case of doubled, isolated pawns.

As for tripled pawns and quadrupled pawns, all the above applies,
only more s0. There ia, however, one last, totally unimportant point to
be made sbout pawns stacked vertically: a player with sextupled
pawns on the a-file or h-file can never lose. Why? Because it takes
15 captures to get them there, so the opponent can have only his
king left.




il

DOUBLED PAWNS

A tricky doubled-pawn problem for
Black. Which way to recapture?

In this position from the Ruy
Lopez, reached after the moves
ed e6 2Nf3 Nc6 3.BbS ab
4 Bxe6, most Black players take
the bishop with the d-pawn with-
out thinking. Yet few could pro-
7 i ] vide any convincing justification
3 “] for preferning dxc6 to bxcb.
A Indeed, it is almost easier to think
of reasons for preferring the recap-
ture with the b-pawn.

e [t is generally better to capture towards the centre than away
from it: 4...bxc6 leaves more black pawns able to fight for contrel
of the central squares.

e Admittedly, after 4...dxc6 5.Nxe5 Black regsins the pawn easily
with 5...Qd4, but 4...bxe6 5.Nxeb also looks not at all bad for
Black after either 5...Qe7 or even 5...Qgb 6.Ng4 d5.

® After 4...dxc6, it is the easiest thing in the world for White to
gain a structural advantage for the endgame: 5.d4 exd4 6.Qxd4
Qxd4 7.Nxd4 leaves White with a workable E-side pawn majority,
while Black's majority on the other wing is crippled by the
doubled pawns. Indeed, if all the pieces were then to be
exchanged, Black’s doubled pawns would lose the game for him.

Yet there are other factors to take into account, not least Black’s bishop
pair, which has more scope after 4..dxc6. Also, precise analysis
shows that Black's game is not easy after 4...bxc6 5.Nc3 d6 6.d4 exd4
7.Qxd4. Whatever formation Black then adopts for his d-pawn and
two c-pawns, he is liable to be left with wealmesses.

There is, however, one neat trap involving 4...bxc6 which has caught
several players. After 5.d4 exd4 6.Qxd4 Qf6 7.5 Qg6 8.0-0 (where
muost standard textbooks break off with the essy conclusion: ‘White
has a clear advantage’), Black plays 8...Bb7! If Black also puts on just
the right expression of suppressed panic, White may be tempted into
9 06 fxet 10.Ne5, when his dreams of a quick victory are quashed by
10...Qxg2+! 11.Kxg2 c5+ with a winning position for Black.
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21. Weak Squares

We have already talked a good deal about weak squares; it’s time we
defined them. A weak square (also often called a ‘hole’) is a square on
your third or fourth rank which can never again be defended by one of
your pawns. So if you play o4 and ed as White, you are creating weak
squares at both d3 and d4. Now you can zee that a backward pawn is
only a perfectly ordinary pawn sitting on a weak square. Only it’s
much easier to grasp the significance of & weak pawn than to under-
stand the relevance of a weak square. When a pawn is weak, your
opponent may attack it, win it and he’s a pawn shead. But what’s so
bad about losing 2 square?

The trouble is, when your opponent gains control of a square in your
half of the board and has the opportunity to establish one of his pieces
on it, the influence of that piece may be enough to ceuse the defences
o crumble. The crucial element, however, is establishing a piece on
the weak square. Any square that cannot be defended by a pawn may
be said to be weak, but the weakness is only a defect if it provides an
cutpost that the opponent can use.

A weakness that cannot be exploited
I8 not a weakness at all.

As pawns advance, they can hardly help but leave weak squares in
their wake, Even the move l.e4 leaves d3, d4, f3 and f4 a little less
secure than they were. The whole art of pawn play lies in ensuring
that no true weaknesses develop on the squares the pawns abandon,
Ideally the pawns will move steadily forward, conquering space in a
manner that does not aliow the outflanking needed to get tg the
squares behind them. When this is not possible, one should at least
ensure that important squares deprived of their pawn defenders are
still capable of being defended by pieces.




WEAK SQUARES

White to play and lose a square.
This pesition from the Kings
Indian Defence is reached after
the moves 1.d4 Nf6é 2.0 g6 3.¢3
Bg7 4.Bg2 0.0 5.Ne3 d6 -6.Nf3
Nbd7? 7.00 o5 8e4 c6. Three
things can now happen to resolve
the central tension: White may, at
some stage, block the pesition by
4 advancing d5; or Black may, at
A some moment, open the game with
s exd4; or White may exchange

—— i3 ncawns himself with dxe5. One of
these is inherently unfaveurable to White. Which one?

Structurally speaking, White must, above all else, avoid the tempta-
tion to capture on e5. After 9.dxe5 dxe5, just look at the d4 square.
There is no black piece within a mile of it at the moment, but once the
exchange has been made, Black knows what he has to do and ideas
such as Re8, Bf8 and Be§, or Neb and Ne§, or Red, Nf® and Neb6 rush
automatically to the front of the strategic brain. Eventually, a black
bishop or knight established at d4 will create threats on both wings,
or in the endgame a rook on d4 will give Black a commanding control
of the d-file, or even, in a king and pawn endgame, a black king pene-
trating to d4 will win the game. White's best hope may be to capture
any piece that arrives at d4, but even that will leave Black with a
nicely supported passed pawn after the e-pawn recaptures.

The only thing that can justify White’s dxe5 capture would be if he
could himself quickly play ¢5, Nd2, Nc4 and Nd6, exploiting Black’s
own hole at d6, but even that is, on its own, an inferior option. After
all, d4, being right in the centre, is a better square than d6 anyway.

Finally, look at the difference if White closes the centre with d5
instead of dxef. He still has a weak square at d4 but, denied the use
of c6 and e6, Black's knights will be hard pressed to get there. And his
black-squared bishop is locked behind his pawns, and the d-file is
closed. so the weak d4 square is not a weakness at all. On the other
hand, the d5 advance also, by blocking the position, shields the weak
pawn at d6 from attack after Black plays c5 in reply. In practice,
therefore, White usually keeps his options open, playing neither do
nor dxe5, but a developing move such as 9.Rel, awaiting events.
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— 22. Rook on the Seventh ——

The ‘rook on the seventh’ is one of those handy catch-phrases - like
‘close to local amenities’ in an estate agent’s catalogue — that brings
an automatic smile to the face of the prospective purchaser. The
seventh rank is the Mecca for rvoks: in the middlegrme, the rook on
the seventh is the precursor to a mating attack; in the endgame it
pronuses & rich harvest of pawns.

Yet while a rook on the seventh is certainly a good thing more often
than not, countless games have heen logt through an unsupported
rook’s barging through to that destination, only to be chased away a
few moves later with a ruinous less of time. Those handy local ameni-
ties suddenly prove to be rather hostile after all.

There are twao good things about a rook on the seventh: it may restrict
the enemy king - either for attacking purposes or simply to prevent
him taking an active role in the endgame — and it is best placed there
to molest enemy pawns, either directly, because they have not yet
moved, or by sneaking up behind them if they have. But in either
case, there is little point in galloping all that way down the board if
the rook is only going to be chased back again.

| A rook needs room to stretch its wings. I

Sometimes, you can slide your rook down to the seventh almost with-
out thinking. Usually, however, it is worth pausing to ask yourself
whether the rock can fulfil its mission, whether your other pieces can
suppert its efforts, or whether it will be chased back before it has

done any damage.

Those pawns that you thought your rook was attacking may alse
serve to deny it the room it needa to maintain its position on the
seventh rank. And sometimes, when your apponent's king has left the
back rank and his pawns have mostly moved from their original
squares, it's the rock on the sixth that will do the damage, not on the
seventh at all.



ROCOK ON THE SEVENTH \ ‘

Botvinnik-Portisch, Monte Carlo
1968. This position, with Black to
. play, was the prelude to one of the
s greatest of all rooks on the seventh.
As White's rocks on the cfile
clearly signel, his plan is to put
pressure on the knight on ¢, then
break through te the seventh
| rank. Portisch found a clever idea
to try to negate the whole concept.
4 He played 1...Nb8. If White then
takes on ¢7, Black cuts off the
B lines of communication with Beb
and traps the rook on ¢7. If White does not take an 7, then Black
gimply plays ¢6, leaving the rooks biting on granite. Now look what
happened after 1,. Nb&:

2.RxcT! B 3.R1xch! bxet 4. Rxf7ll

The rook spreads its wings and nearly knocks Black’s king over, After
4. Kt 5.Qcd+ Kgb (Ke7 or Kf6 lose to Bgh+) 6.Qud+ Ki7 T.Ngh+
avery line leads to mate or win of the black queen. Portiech’s next
move denies g5 to the white knight and makes real the thresat to take
the rook.

4...h8 5. RH7 QB 6.Qc4+ Kh8 7.Nh4!

The rook on the seventh has done its job and now gives its life.
7...Qxh7 8.Ngé+ Kh7 0.Bed! Bd6

The threat was 10.Ne7+ Kh8 11.Qg8 mate.
10.Nxeb+ g6 11.Bxg6+ Kg7 12.Bxhb+! resigns.

After 12.. Kxh6 13.0hd+ Kg7 14.Qh7+ K% 15.Ng4+ Keb (or 15.. Kg5
16.Qh5 mate) 16.Qxb7, White wins comfertably.
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23. Sacrifices

“..and then I sacrificed my queen and forced mate in three’ How
often have you heard a player praise his own play in such a manner?
Well I'm happy to disillusion him. That’s not a sacrifice. How can giving
up & mere queen in order to gain a king be called a sacrifice? It's not
even an investment. Indeed, if you're certain to gain more than you
put in, it might even be called insider dealing,

The sacrificial combination that leads to a forred win — or at least a
forced advantage - shoild be part of any players tactical technique.
It's just a question of teaching yourself to overcome the mental blocks
that exist against eéven considering any move that appears to lose
material. We explained all that in 2. Calculation.

The true sacrifice is a far nobler venture. It involves surrendering
material for some long-term positional advantage. In practice, most
genuine sacrifices fall into one of two categories:

1 A pawn sacrifice (known 28 a gambit) in the opening to gain time
or central control.

2 The exchange sacrifice in the middlegame - giving up rook for
knight or bishop - in order to weaken the opponent’s defences, or
crumple his pawns and create strong squares for your own minor
pieces while the enemy rooks can play no effective role.

Sacrificing anything more than the exchange in return for intangible
benefits is rare, except where there is a direct weakening of the oppo-
nent's king in a manner that promises a successful mating attack. In
such cases, Capablanca’s Rule may apply:

i the potential attacking forces outnumber the
available defenders, then the attack will win.

Like all rules of thumb, however, it's rarely as straiphtforward as it
sounds. The questions are: how long will the attackers need to take
up their aggressive positions, how long will it take them to carry out
their mission after that, and will all that give the defence enough
time to muster its reserves?




BACRIFICES

A genuine sacrifice from the final
game of a world title qualifying
match, Mikhail Tal, playing White
against Bent Larsen in 1965,
played LNd5! exd5 2.exdS. -

| Tal's commentary to the game
‘ explains everything: ‘Black’s pieces
%4 are grouped on the Q-side (Ra8,
Qb8 and BeB) and it i8 by no
means easy for them to come to
the aid of their king. The open
|| e-file is & barrier” He weni on to

explain that White already has a
threat of launching a standard mating attack with 3.Bxh7+ Kxh7
4.Qh5+ Kg8 5.Bxg7 Kxg7 6.Qh6+ Kg8 7.g6 and Black must make
further concessions to avoid this. Playing 2...26 would invite 3.h4
followed by h5, when every white piece joins the attack. Larsen chose
the other defence:

2...f5 3.Rdel RfY 4.h4 Bb7 5.Bxf5 Rxf5 6.Rxe7?

Now if Black defends with 6...Rf7, he is quickly ripped apart by
7 Rxf7 Kxi7 8.g6+! hxgh 9.h5 when the attacking forces rush in with
nothing to fight them off. Larsen decided to give back the piece to
gain some activity.

6...Neb 7.Qed QI8! B.Ixel R4 8.Qel

Now Black should play 9...Bxd5 when after 10.exd6! Rxd4 11.Qxd4
Bxh1 12.b3 all is still unclear, Instead, there followed 9...RE3 10.Qe2
Qxe7 11.Qxf3 dxe5 12.Rel Rd8 13.Rze5 Qd5 14.Qf4! and White had
recouped his investment with interest. Little of this, of course, could
be seen when playing 1 Nd5, but the two white bishops peinting at
the enemy king, the open e-file making it so difficult for Black to
bring his pieces over to defend, and White's chance to open further
lines for his rooks by advancing the h-pawn all added up to the
ingredients for a successful attack.
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— 24, Hierarchies of Thought ——

We have already (in Sections 1, 2 and 13) touched on the distinctiona
between precise calculation and fuzzy thought, and the interplay
between strategy and tactics. But there is another level of thought
that is the key to understanding the true nature of good chess.

The best way to explain it is by considering our thoughts to be
arranged in a hierarchical structure. At level zero, we have precise
caiculation. Has the opponent’s iast move left him open to a killer
punch? If not, does it threaten anything that demands immediate
action? At level two, we browse the static features of the position —
the pawn formations, the weak squares, the safety of the kings, the
potential endgame advantages and other such elements that lead to
the formation of a general strategy. But the real hard work goes on at
the mtermediate level one, where tactics and strategy play equal
roles. Here's roughly how it works.

You start at level zero, Borting out the immediate tactics of the posi-
tion, If that reveals no clearly best move, you move up to level two,
where some fuzzy thought suggest moves that may help with strate-
gic objectives. Those moves are sent to level zero for a tactical health
check and any passed fit move to level one to be looked at in more
detail. For it is here that we assess the strategic gains that may be
made by tactical means. And when those are established, they must
be referred back to level two, because such discoveries may lead to a
maodification of our entire strategy,

This constant interplay between strategy and tactics is an essential, if
sometimes confusing, part of good thinking. Like a good novelist’s two
modes of creating (when the ideas are left to flow) and editing (when
precise words and expreasions are chosen), vague strategic planning
(creative) and precise tactics (editing) seem to require different levels
of concentration. Here's a practical tip:

Think sirategies when it’s your apponent’s
turn to move; sort out the tactics while
your own clock Is running.




HIERARCHIES OF THOUGHT

White to play. Our strategic judge-
ment suggests 1.gd, but how do
the tactics work out?

Here's an example of the hier-
archical thought process. )

Level ¢ 1..Nxe4 isnt =
threat, because the pawn is
defended; 1..Nxd4 is ne worry,
! beczuse it only brings my bishop
4 or rook to d4. 1.Nxc6 bxeb is good

for Black, because it strengthens
4 his centre and opens the b-file.

Level2  With the kings castled on opposite wings, I should
advance my K-side pawns to breach his defences and open lines for
my rooks. The obvious plan is g4, g5, h4, hb and g6.

Level § 1.g4 Nxdd4 2.Bxd4 (or Rxd4} 5 creates a double attack
on d4 {(with the pawn) and g4 (with bishop and knight). I could save
the g-pawn with 2.Rxd4 eb 3.Re4, but it leaves my rook looking rather
stupid on c4.

levell  But if Black does play Nxd4 and e5, his ...e5 loses him
control of d5 and makes my bishop on b3 much more powerful. Also,
when he takes the pawn on g4, it opens the g-file for my rook.

Level 2 If ke is going to weaken his white squares hy playing
65, it could be a considerable advantage to me to eliminate his white-
squared bishop ...

Level 1 .. 0 | might even consider 1.g4 Nxd4 2.Rxd4 e 3.Red
{3d8 4.Rxc8!? RxcB 5.g5 with h4, hb and g6 to follow.

fevel0 ... or I could avoid all that trouble by preparing g4
with 1 Rgl.

Level 2  So there are three possible plans: 1.g4 Nxd4 2.Bxd4 eb
3.Be3, giving up the g-pawn and relying on control of d5 and the open
g-file for compensation; or 1.g4 Nxd4 2.Rxd4 e5 3.Rod Qd8 4.Rxcl,

5

giving up the exchange and relying on the K-side pawn storm; or
3.Rgl, not giving up anything.

And deciding among those takes us to level three in the hierarchy,
which is, at present, out of cur depth.
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— 25. 1 Go Here, He Goes There ... —

One of the best excuses | ever heard was from a man who had just
lost to a femele opponent. ‘She completely disrupted my thought
processes,” he complained. ‘Every time I tried to calculate something,
I'd begin: *I go here, he goes there,” and then I'd have to correct
myself: "N, it's I go here, she goes there”.'

Quite apart from providing a ready-made excuse in such circumstances,
the ‘I go here, he goes there' method is a good habit to get into - for it
is surprisingly easy to forget that little rule about White and Black
making alternate moves. There are two circumstances where such a
fault often occurs.

1 When both sides have clear plans that appear to have no point of
interaction, trying to analyse them properly can seem like trying
to sing two different songs at the same time, alternating the notes
of one with those of the other.

2 When you have followed a forcing variation for several moves, but
can’t quite see what your oppenent’s next move is likely to be.

Sometimes, when you can't find a move for
your opponent, it's because he hasn't got one.

It is surprisingly easy to reject a very strong move because you cannot
see how your opponent defends against it. When your opponent has
only one defence to your threats, you will certainly continue your
analysis, but when he has no defence at all, there is the temptation to
reject the whole line and look at something different simply because
you cannot see how to continue the analysis. ‘1 go here, he poes
nowhere at all’ may be the real signpost to victory.




| GO HERE, HE GODES THERE

| From Fischer—Reshevsky, US
Championship 1962-63. White to
play; he's a pawn op and has the
position under firm contrel. The
great Bobby Fischer played 1.Kd3,
| correctly analysing that 1. .Rd8+
| 2.Ked RA1 fails to give Black the
desired counterplay because 3.Rh7
| will only force the rook back to d8
i to defend the hishop.

{ What was the stronger move that
Figcher overlooked? Indeed, it is
so strong that it leaves almost
nothing to analyse at all.

The answer is 1.Kf1! taking the g2-square away from Black’s king,
and thereby threatening 2.Bf2+ Kh3 3.Rh7 mate, a threat so strong
that White's mind wandered off to look at something else instead.
Since 1...Khd 2.Kg2 or 1...Khd 3.Bf2 closes the net, again threatening
3.Rh7 mate in either case, Black has nothing better than to jettison

his bishop with 1...Bg7 to stave off the mate threat.

To some extent 1.Kfl is an unnatural move to consgider, since it ig a
retreating move when the centralising Kd3 and Ked is beckoning. Yet
with Black's king so short of squares, it should be quite natural to
look at the move that cuts its options down further. The trouble is, 1t
is gimply too strong. Biack has no reply at &ll, so there is nothing to
analyse.

I play 1.Kf1, he goes nowhere. End of game.
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ADVANCED

The philosopher Ludwig Wittgenstein likened the process of increasing
one’s conceptual understanding of a topic to that of climbing a ladder
to a higher plane. The ladder serves to lift you from one level to
another, but ence you have succeeded in climbing it, you may kick it
away, because you will never need it again. Any rule of thumb may be
a rung on such a ladder. The rock on the seventh rank, pawns on the
appesite colour square to one's bishop, weak squares, bad bishops and
most of the other handy clichés we embrace to save us from positional
howlers are all specific examples of far more general rules of piece
co-ordination that one can learn only through experience.

When a poor player asks a stronger one why one move is better than
another in a particular position, and no convincing tactical reason is
available, the stronger player may select a handful of appropriate
slogans from his collection that appear to justify it, but it is very
unlikely that such rules formed part of his reasoning in selecting the
move in the first place. He didn’t put his pawn on a black square
because he had a white-squared bishop; he played the pawn move
because it felt the right thing to do. That particular ladder, of rules
relating to pawns and bigshops, has been kicked away and replaced by
a higher level of understanding.

Try these two typical conversations between Mr Black (2 good player)
and Mr White {2 better one).

Conversation One

B When you needed to give your king an escape square, why did you
play h3 instead of g3?

W With a black-squared bishap, it's more logical to play h3. If I'd
played g3, my entire position would have been riddled with
white-sguare weaknesses.

B I understand now. Thank you for explaining it.

Conversation Two

B When you needed to give your king an escape square, why did you
play g3 instead of h3?
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W With the endgame approaching, I want my king nearer the centre,
80 g3 is more logical to let the king move te g2 rather than h2.

Anyway, with a black-squared bishop, it's better to play g3 to
strengthen the black squares still further. The king can lodk a.ﬂ'.er
the white ones from g2.

B Now I understand. Thank you for explaining it.

The furiny thing ia that both players are quite likely to be taken in by
what they said on each occasion. The principles of positional chess are
by no means as absolute as we are led to believe.

The preat Latvian warld champion Mikhail Tal ance told of his bemuze-
mont when his opponent in a world title match, Mikhail Botvinnik,
sfler very little thought exchanged a pair of rooks on an open file,
then moved his second rook away from the zame file. After the game
Tel confessed his surprise at the decision. “This type of position,’
Botvinnik explained to him, ‘one must play not with two pairs of
rocks, nor with no rooks at all, but only with one pair of rooks.” Tal
went home and spent many hours analysing the various endgames
with two rooks, one rook and no rooks each, finally cencluding that
Botvinnik’s position could be saved only in the case of the single rook.
His analyses, in fact, taught him so much about such endgames that
ha was able, with confidence, to say from that moment on that ‘such
positions' should be played with just one rook. Neither Botvinnik nor
"Tal, however, would have been able to explain precisely what they
meant by ‘such positions’.

In this second section of the book, we shall re-examine some of the
principles enunciated in the earlier pages and {ry to meve towards an
understanding of the meta-principles behind them. You may, like
Mikhail Tal, find it heavy going and confusing at first, but confusion
is often an essential part of the learning process, especially in chess
where most players find, as they propress, that the game alternates
between phases of seeming quite easy, then impossibly difficult.

The ideas I have tried to explain in the earlier pages are the ones
most players stick at for the majority of their chess lives. Some play-
grs are even quite happy to continue making the same meta-errors for
maost of their careers. They just reach a plateau of understanding that
lets them play decent enough chess, without really trying to move to a
higher level. The sections that follow are the next 26 ladders to be
climbed and kicked away.
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—— 26. The Good ‘Bad Bishop’ ——

Like church dignitaries, from an archbishop down to the humbiest
deacen, there is a notional pecking order of bishops on the chesshoard.
At the highest level, we have the good, indeed almost saintly bishop,
with unimpeded access to squares of one colour, and its pawns standing
on the opposite colour, letting its influence be felt in sll four corners of
the board simultaneously.

Next, you might have thought, should come the not-quite-so-good
bishop, largely unimpeded but with local difficulties in one small
area. But you would be wrong. For only just behind the extremely
good bishop comes the good ‘bad bishop'.

A good 'bad bishop' is better than a
bhad ‘good bishop'.

Think back to why a ‘bad bishep’ is bad. It is bad becanse of the weak-
neases on the squares it does not control. Looking at that more opti-
mistically, however, just think of the squares it does control. With
pawns and bishop controlling the same colour squares, they may
bring unrivalied power to bear over half the board. When a ‘bad
bishop’ is not blocked in behind its own pawns, it can be a formidable
attacking piece.

So continuing with our classification of clergy, we follow the saintly
bishop with the good ‘bad bishop’' - the bishop that is existentially
bad, but for that very reason becomes a powerful attacking piece.
Then comes the mostly good bishop - serving a positive bad bishop's
defensive function on one wing, while able to attack (in the style of a
good bishop) on the other. Only just behind him comes the not-so-bad
bizhop, which performs the important function of defending 2 weak
pawn (we'll meet a good example of him in Section 67). And finally
the utterly bad bishop, who can only lock on blindly while its position
is being invaded on squares of the opposite colonr.




THE GOOD 'BADR BISHOP'

This position was reached after
4 ten moves of the game Tal-Donner,
Wijk aan Zee 1968. After the cen-
tral pawns became locked togeth-

er, Black exchanged his good
{hlack-squared} bishop for the
knight on ¢3, then played b6 and
Ba6 to rid himself of his bad
bishop. Now, if White does not
pley actively enough, he can easily
drift into a bad bishop versus pood
knight endgame, with the additional

- = ' problem of doubled c-pawns and
Black baving the chance of invading with his rooks down the c-file.
Now watch how Tal handled the white pieces,

1.a5! bxa5 2.Ba3! Nd7 3.dxcb6 Ne7 4.cé!

Everything is done to enhance the effect of the bishop: a5 removed a
defender from ¢5 to make the a3-f8 diagonal more difficult to keep
closed; 4.6 jettisoned a pawn to open the diagonal.

4...Qxc6 5.0-0 Qxc3
Not so much greed as the need to prevent Nd4, NbG and Nd6+.
8.Rfd1 Nc6 7.BdE Qc4 8.Qe3 Qed 9.Qb3 Nb6 10.04! Qued
10...Nxcd would have loet immediately to 11.Qb7
11.Qa3 Qa6 12.Racl RcB 13.Nd2! f6

Otherwise 14.Qg3 is hard to meet — thanks to the influence of the bad
bishep on d6.

14.exf6 gxf6 15.Qf3 Kd7 16.Qxf6! Rhes

16.. Kxd6 would have led to mate after 17.Ned+ Ke7 18.Neb! Qe2
19.Qg7+ Kd6 20.Nb7 mate.

17.Ned Ne7 18.NcS+ Rxed 19.Bxe5 Ned 20.Bxe?
The bad bishop has the last word. After 20.,.Rxe7, 21 Rxd5+! is decisive.

Black resigned.




BETTER CMHESS

— 27. Opposite-coloured Bishops —

One of the first things we learn about endgames is that bishops of
opposite colour have strong drawing tendencies. And most players
spend the rest of their lives believing it te be true. Yet half the time,
the exact opposite is the case,

What is certainly true is that in endgames in which each side has
only one bishop and a handful of pawns left, and the bishops travel on
opposite-coloured squares, an advantage of one pawn is, more often
than not, insufficient to win. Even a two-pawn advantage often leads
only to & draw. If the defender can blockade the extra pawns on
rquares their hishop cannot emmtrol, all attempts o advance them
may come to a complete halt,

Yet when other pieces, particularly rooks, also remain on the board,
the presence of bishops of opposite colour tend to increase the winning
prospects of the side with the initiative. The reason is simple: if your
bishop can find something to attack, it can tie a larger piece down to a
passive defensive role, since anything one bishop can attack, the other
cannot defend.

Once such a concession has been foreed, the way is clear to advance a
passed pawn, if you have one, or improve the position of your king, or
initiate a4 general pawn advance te stifle your opponent further. As
long as you can prevent your opponent from finding a way to ligui-
date, even at the coet of a pawn, into a pure bishop endgame, such
positions can offer good winning chances.

In the middlegame, all of the above is even more valid. When opposite-
coloured bishops are on the hoard, it can even seem as though the
attacker iz playing with an extra piece. A black-squared bishop is not
much use in defending against a white-squared attack.




QPPOSITE-COLOURED BISHOPS

2 A classic opposite-coloured bishops
game from the 1928 world
championship match between
s 7gen Bogolyubov (White) and Alekhine.
%Y 1t s White's move and since
| 1.Bxb7 lets Black regain the pawn
with 1..Rb8, the most natural
continuation seems to be 1.Racl
: A | RacB, some friendly exchanges on
O RAAT 74 the cfile, and a quick draw.
{ %74 Now watch how Bogolyubov
7 squeezed something out of the
B ettt poRition.

1.Rad1! Rac8 2.Rd3! Re7 3.b3 b5 4.R13 Qbb 6.a4 bxad 6.bxad
7.Qa2 Qh2 8.Qxb2 Bxb2 9.Rb1 Bd4
10.RbS Ra7 11.h4 hb 12Rb7! Rxb7 13.Bxb7 Rd8 14.Bd5 Rd7

The rook has escaped from {8, but it is still doomed to passivity.

15.RbS K8 18.Rb5 Ra7 17.Bb7 Ke7 1B.g3 Kd6 19.Kg2 Kc7
. 20.Bd5 Kd6 21.£4 16 22.Bb3!

Preparing to slide back with Bdl and win the h-pawn (since g6 may
always be met by 5).

22...Ra6 23.Bf7 Re6 24 Rd5+ Ke7 25.Bxh5 Red 28.£xel fxel
27.B£3! Kft

Afer 27.. Rxd5 28.exd5, Black’s e-pawn is irrelovant and White is
effectively two pawns abead.

p { 28.Rd6+ Ke7 29.Rg6 KfS 30.Bh5! BeS 31.Kf3 Re3 32.Ke2 Beb
33.Red! g6

A desperate remedy against the threat of Re8 mats, but now the game

| is effectively over. The remaining moves were 34.Bxg6 Red+ 35.Kdl
Rxg8 36125 Kg7 (the main threat was 37.46 and 38.Re8 mate} 37.Rxed
Bb4 38 Ke2 Ra3 39.Be8 Rha 40 Bd7 Re3 41.Reb Bf8 42.Ra6 Bb4 43.hé+
KIT 44 BeS+ K 45.Bf5+ KI7 46.Ra7+ Be7 47 Rxa5 Rc2+ 48 Kd3 Rb2
40 17 BI6 50.¢5 BT 51.Ra7+ KI8 52.06 Beb 53.¢7+ resigns.

Black’s 11...h5 {played to prevent White's threat of h5) and his 21...16
may be apen to criticism, but the whole endgame is a fine example of
the pressure that can be created with hishaps of opposite colours.
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28. The Fianchetto (2): The Pawn Move

We met, in Section 12, the idea of the fianchetto: you push a knight's
pawn one square forwards with the intention of getting your hishop
onto the long diagonal. Now we'll tell you what the fianchetto is really
all about. Don't think about the bishop move; think about the pawn
move. Bishops, after all, can move backwards; pawns cannot. So the
more significant move is that of the pawn.

In any strategy, the pawns come first. They define each player’s terri-
tory and determine the middlegame plans, Sometimes, admittedly,
the main objective of a fianchetto is to get the bishop on the long diag-
onal, but just as often, the pawn move is the essential part of the
strategy and the bishop only follows behind it to protect the weak
squares it leaves behind. Nowhere is this more clear than in the
King’s Indian Defence.

When Mikhail Chigorin first experimented with the idea of playing
for ...e5 againat White’s 1.d4, his systemn began with 1.d4 N6 2.c4 d6
2.Nf3 Nbd7 4.Nc3 e5 5.e4 Be?7. Then it might continue 6.Be2 0-0 7.0-0
ReB 8.d5 BiB, after which Black's natural plan is to prepare f5 by
playing g6, Bg7, perbape even Rf8 and retreating the knight from f6.

Out of that system grew the king’s Indian Defence: 1.d4 Nf6 2.4 g6
3.Nc3 Bg7 4.4 d6. Black’s idea in to play for e5, when White’s d5 may
be met by NeB {(or Nfd7 or Nh5) and f5, with the g-pawn ready to
recapture on f5 after exf5. The whole thing makes sense because if
White does play d5, then the g-pawn is in the right place to support
f5, while if the d-pawn stays on d4, Black has the option of playing
exd4, leaving the bishop on g7 with a nice open diagonal.

It looks highly suspicious playing 2...g6 in the expectation that a
later ...e6 will be met by d5, when the need to fight for space will
demand a pawn on g6 {0 support the 5 advance - it all seems like
putting up the decorations before the walls have been plastered, but
modern refined opening systems are full of such clever ideas.

Looked at the other way round, it seems curious to put a bishop on g7,
then block its diagonal with e5. It only makes sense when you realise
that e5 was the main idea all along, the pawn went to g6 to be ready
with f5 when the e-pawn needed a neighbour to join it on the fourth
rank, and the bishep went to g7 to plug the black-squared holes.




THE FIANCHETTO (2): THE PAWN MOVE

This position in the Queen's
Gambit Declined is reached after
the moves 1.d4 db 2.c4 ef 3.Nc3
Nf6 4.Bp5 Be7 5.e3 h6 6.Bh4 0-0
7.Nf3 when one of Biack's most

popular responses is 7...b6.

Well obviously, with his pawn on
ef, Black iz playing the move in
order to give his white-squared
bishop something to look forward
to. With its natural line of devel-
} opment blocked, it leoks forward
to a new life on the long diagonal.

But that’s only half the story. Look at the central pawns. What hap-
pans if White exchanges pawns on d5? If cxd5 is met by exdf, Black
will want to advance cb and recapture with a pawn after dxe5 to keep
hls centre pawns together. So the pawn on b6 has another important
function besides just letting the bishop develop.

The moet common continuation after 7...b6 used to be 8.cxd5 Nxdb
$.Bxe? Qze7 10.Nxd5 exds 11.Rc1 when, for many years, Black players
would automatically continue 11...Bb7. Once you have played bé, it is
only good sense to put the bishop on b7. That's what the move was
for. As soon as somebody had the original idea of playing 11...Beé
ingtead, however, everyone realised that it was obviously much
better. Next move, or theé move after, Black will play ¢6 and hope to
gain counterplay later by advancing his Q-side pawns further. The
bishop is far hetter placed on 86 to counter any White plans for a
K-gide attack than it would be if it were buried on b7.

In this case, 7...b6 is a pawn move in its own right, not just half a
bishop move.
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29. The Wrong Rook

A well-trained rook will froth at the mouth as soon as it sees an open
file and fly directly onto it — correct? Well, not entirely. A good deal of
the time, an open file is indeed the right place for a rock. When the
file offers the rook a chance to advance and attack enemy weaknesses,
or when conceding the file to the opponent's rooks would let him do
the gsame thing, it may be the correct and obvious thing to do, but
sometimes a rock does better lurking on a not-yet-open file, in prepa-
ration for a predictable opening of the position.

Remember too that a pawn with a rook behind it is one of the happi-
est combinations of pieces. The rook supports the pawn's advance,
and the advancing pawn creates more space for the rook.

Rooks are the moat efficient power
behind advancing pawns.

When you bave decided which file needs a rook, there is still the ques-
tion of which rook. If you know where both of your rooks are heading,
there is no problem, but more often than not, you must take a deci-
sion before you know what future demands will be placed on your
rook. If the c-file offers good prospects for one white rook, do you play
Racl, leaving the other rook free for later action in the centre, or
Rfcl, enabling its colleague to join in the Q-side action from al or b1?

Whichever you choose, it is likely to turn out to be the wrong rook. A
small part of the art of good strategy is to keep one’s options open
until the opponent has committed his rooks. Then take the decisions
that leave his rooks tripping over each other’s feet.

The late Dutch grandmaster Jan Hein Donner once pointed out how
effective it can be - both strategically and peychologically ~ to respond
immediately to a long-deliberated rook move with a reply that makes
it seem ill-judged. If White chooses Racl, then Black opens the a- or
b-file; if he plays Rfcl, he opens the e- or d-file. And the longer White
thought about his rook move, the greater the impact of proving to him
that it was the wrong roak.




THE WAONG ROOK

g A standard position (after eleven
X 57, moves with Black to play) from the
o Sicilian Defence. Where should he
#A place his rooks?

1 In the near fature, Black would
like to expand on the Q-side by
playing b5, which makes b8 an
attractive square for a rook, but if
hﬁiﬂmethyanexchﬂngﬂof
4 pawns, then the a-file will become
: open and a rook may be useful on
| 28. The c-file is half-open, which
makes ¢8 an obvious candidate
tno, while d8 looks useful, to be ready for an opening of the d-file after
aither ¢5 or ...d5, and e8 is also attractive in case of 6 or ...ebh.
Finally, there’s a case to be made for leaving & rook on {8, so that
White's attacking plan of advancing g4 and gb may be met by an
oventua! ... 8. Now look how Garry Kasparov handled his rooks from
this position in the final, world-title winning game against Karpov in
1985.

11...Re8 (ready for central action when necessary) 12.B£3 RbB (off
the bishop's diagonal and supporting a later advance of the b-pawn)
13.Qd2 Bd7 14Nb3 b6 15.g4 Bes 16.g5 Nd7 17.Qf2 Bf8 18.Bg2
Bb7 18.Radl g6 20.Bc1 RbeS (on to the half-open file - but not for
long) 21.RA3 Nb4 22.Rh3 Bg7 25.Bed Re7! 24.Kgl Ree8l!

Since Qh4 can always be met by NiB, White’s attack can only make
progress by playing 5. (24.Kg1 was also preparation for this move,
getting his king off the long white diagonal which will be opened if {5
ia met by exf5.) Black therefore doubles rooks on the closed file to
snsure that they will rage into action if White dares play fb. Let's sce
85.Rd} 5! 26.gx16 (26.exf5 exfb again leaves the black reoks looking
besutiful) 26..Nxf6 27.Rg8 Rf7! {on a half-open file at last!)
WWHMMNMNﬁmdnuwinateadufgiﬁng
away his title by conceding a draw after 31.Rg3 Nhj, Karpov went
down in flames afer 31.Rh4? gh! 32.fxg5 Ngd 33.Qd2 Nxe3
$4.Qxe8 Nxc2 35.Qb6 BaB 36.Rxd67 (36.Qxb8 Rxb8 is better for
Biack but not as bad as this) 36...RbT! And Black won a piece, the
game, and the world championship.

_33_
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—— 30. The Centre of Gravity ——

The importance of ‘the centre’ is siressed in every beginner's manual,
yet the centre of the board takes precedence early in the game only
because we don't yet know where our pieces will be needed. Control of
the centre may be needed to maintain communications between the
two wings, but as the game develops, local battlefields develop else-
where on the board, each demanding the attention of various pieces,
in attack or defence.

When the central pawns have become locked together, the centre
itself may become of relatively minor importance. Even when the
centre i1s open, it may atill have little effect on the real battle. Like
Clapham Junction or Crewe atations on the British rail network, the
centre can be a useful place to change from one destination to another,
but a rather dull location at which to apend much time.

When the important action is concentrated in various different loca-
tions ~ perhaps around the two kings as the players attack on oppo-
site wings, or at the various positional weaknesses that both players
are trying to exploit — communication becomes all-important. When
the time is not yet ripe to launch a final attack, everything is in 2
state of dynamic equilibrium, with the weights of various different
centres of action all combining to give the position an ever-changing
centre of gravity.

A body will toppie # its centre of gravity
Is supported only by thin air.

In the previous section, we saw Karpov’s pesition disintegrate as his
K-side attacking pieces lost touch with their colleagues on the other
wing. Communications fell apart as his men drifted right and left, but
lost touch with the true centre of gravity of the game, somewhere in
the middle of the board.




THE CENTRE OF GRAVITY

White to play (from Capablanca-
Lasker, 11th game, 1921 World
Championship). Black threatens
t to move the game’s centre.of gravity.
#1 What are the important features
of the position and how should
White react?
The position is packed with little
| centres of activity: the isolated
i pawn on d4, potentially vainera-
] ble; the relatively exposed black
} king; the black pawns at e6 and
f5, both needing protection; the
;mdpawnunbﬁneedjngtohekeptmdermstmint.lﬁtwere
's move, he would play 1...f5! chasing the knight from e4. He
eould then continue with Re3, cutting the white queen from the K-side,
and QfS, attacking d4. All these moves improve Black's co-ordination.

Ospablanca continued with the surprising 1.h4] The point is that
.. {5 can now be met by 2.Qg3+ Kh8 (2. Ng6 is met by 3.h5) 3.Qe5+
Kg8 4.Bbb Bc7 5.Ng5! with a strong attack. Note how the pawn on b4
borvee the double function of controlling g6 and threatening to
advance to h5.

The game continued 1...Re7 2.Qb3 Rg7 3.43 Ba7 4.Bc4 Rab 8.Nc3d
Nxod 6.Qxe8 Kf7 7.Qe3! (A perfect centralising move — combining

esigns on b6, e6 and h6) 7...Qd6 B.Qed (now eyeing b7 and h7)
8. 7 (A miscalculation, but the move ought to feel wrong. The
rock influences only the Q-side here. It had to retreat to a7 to stay in
touck with defensive operations on the other wing.) 8.Qb7+ EKgé
{9...Kg8 10.Qc8 is jusi as bhad). 10.Qc8 Qb4 11.Rel Qe7 12843+
Kh8 13.Rc7 Ral+ 14.Kg2 Qd6 15.QxfB+! resigns. The white
h-pawn has the last laugh: 15...Qxf8 16.Rxh7 is checkmate.
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31. Critical Moments

Most decisions you take in a game are not crucial. Whether to
exchange pieces or not; whether to block the position or leave it fluid,
whether to improve the position of a bishop or a knight. Such deci-
gions may lead to small advantages and disadvantages, which may
make your task later in the game easier or more onergus. Just a few
times in every game, however - it may be only once, or it may be four
or five times - it really matters what you play.

The ability to spot such critical moments
is what separates genuinely strong players
from mere imitations.

The ability to recognise a crisis is something that only comes with
experience, but there are several warning signs to watch out for.
Perhapa the most common is when & player who has had the initia-
tive for some time begins to lose it. We saw a good example of this in
the previous diagram. White, with his safer king and good bishop, has
been manoeuvring against Black's weaknesses for most of the game,
but natural moves fail to maintain the advantage. The move played
would almost certainly not have been the first one to occur to
Capablanca. It is when the natural moves fail to achieve their expect-
ed aims that you may suspect that a critical mement has been
reached.

This, above all, is why a long think by a strong player is usually fol-

lowed by a very precise move, while a long think by a weak player is
followed by an error.

Strong players stop to think when a crigis arrives;
weak players think when they don't know what to do.

And there ig a world of difference between knowing (in general terms)
what to do but having to work out how to do it, and not knowing what
to do in the first place.



CRITICAL MOMENT

White to play, in Karpov—Vaganyan,
A Skopje 1976. White has sueceeded .
in disrupting the pawn shelter
et around his opponent’s king, buf

needed.

. &% 23 1t would be nice to bring the rook

' to g3 quickly, but 1.Rd3? just loses

. to 1...Qbl+. The two moat obvious

> moves are grabbing pawns with

ARed5 or 1.Qxh8. The first only encourages Black's 1...Qua2, but

‘therv is a strong temptation to play 1.Qzh6, further increasing the

_:m against the black king, and think again after 1...Qxal.
| ; 2.Rdd followed by Rhd will be the way to do it.

-Mshppythinking,huwever,wouldmisaﬂwm'iﬁcal nature of the

Whits must think not only of Black's counterplay with Qxa2,

wit his possible methods of defending his king. After 1.Qxhé, Black

 1.._Ra6! followed by bringing the rook to p6. The king is then

' 'andWhite’aattackhmnuwaythmngh.Nuwmhﬂwthe

pume went,

§.Ret! (stopping Raé because of the check on e8) 1...@xa2 2.Qxh6
“MMLW&B{thQhB mate) 5.Qxf8 Qd2 (wilt-
{ng under the strain; 5. .d4 was the best chance to put up a fight)
Re7 MTMHTMWEMW@MEWM-M&E
it is not difficalt: 9...Ra8 10.Qf5+ Kg7 11.Rxhé Kxh€ 12.Qf6+ Kh7
Qf7+ Kh8 14.Qxb7 resigns.

Pinally, to appreciate White's play fully, we should ask why, after
| Qxa2, Karpov did not play 2 Re3, The answer shows a surpris-
g resource for Black: 2...f4 3.Qxf4 Qbl+ 4Kh2 a3! 5.Rg3+ Qg6
R Rxpt ﬁgﬁandthepuwerﬁﬂpasaeda-pawnanaurmthati'i’hibehas
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—— 32. Improving Your Position —

The first thing to sort out when it's your turn to move is the immediate
tactics. Has your opponent overlocked something and left himself
open to a damaging piece of violence? What, in turn, is he threatening
that demands instant action? When you've sorted out the tactics, you
remind yourself of your general strategy: what you were planning last
move and what’s the most useful way to move closer to the fulfilment
of that plan. But what if you have no clearly formulated plan - for
example when the position is too fluid for things to have settled down
to enable a precise plan to be formulated? What do you do then?

A good policy is frequently to look at all your pieces and ask yourself
what useful functions each is performing. Then improve the effective-
ness of your most dysfunctional piece.

Ask not what your pieces can do for you,
ask what you can do for your pleces.

Such a policy can even lead you to find the right overall plan. Finding
a useful function for one piece may eagily lead o a better understand.
ing of what the other men should be doing as well.

And when you can't quite decide which piece is not pulling its weight,
there’s another rather dubious maxim that may nevertheless help
towards a better understanding of the position. It goes like this: when
you dont't kmow what to do, move & piece that you haven't moved for a
long time. Sometimes a piece stays on the same square for so long that
you think of it as a fixture. Yet it may have long outlived its original
purpose on that square,




IMPROVING YOUR POSITION

White to play, in Karpov-Spassky,
A1 Candidates Semi-Final 1974. Which
white piece is not working hard
4 enough and how can we improv
A its prospects? .
Look at the white pieces one by
4 one: the king is safe, which is as
1 much as can reasonably be asked
1 of it at this stage in the game; the
%21 rock on f1 is nicely placed attacking
' f7: the other rook is happy enough
: on the open file; the queen is

beautifully situated, tying picces
,hﬂ!adeﬁneaofcﬁandﬂ;thehiahopmaaiﬁpeﬁecﬂypuiﬁadto
witack the K-side from h6 or the Q-side from c5 or b6.

But what about the kmight on ¢3? It looks fine, but it's not reaily doing
much. The black c-pawn stifles any hope it might have of advancing to
b5 or 45, while its only other function is to defend the pawns on a4 and
a4, neither of which is remotely in need of protection.

Earpov played the excellent move 1.Nb1!l both setting the knight on
mmjuintheK-aideatt&ckviadﬂandfa,andfmeingthecE
lquorapawn.TheimmediatethreatisE.cafomingtheknight
sway from its defence of c6.

Thare followed 1...Qb7 (defending c6) 2Kh3! (threstening to cause
the bishop fata] embarrassment with 3.¢3) 2..KgT7 3.c3 Na§ 4.Re2!
{freeing d2 for the knight while aaving the white rook for later action)
ﬂ.ﬁMB&B&Nﬁﬁ?MBe?&MMMBﬂB
j10Rd1 Nb8 11.Bc5 Rh8 12.RxdS! resigns. (12...Rxd8 loses to

18 Be7 ReS 14.Qxf6+ Kh7 15.Qf7+ and mate next move.)

Pote how it was the knight's manceuvre to f3 that induced the
ine ... f6 which let the white gueen invade on e6. Finally, it is
worth pointing out that White'’s knight on €3 in the diagram position
had been sitting there since 18 moves earlier, patiently waiting to be

Fiven something useful to do.
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33. Defending

Perhaps the most consistent of all errors perpetrated by club players
is to overestimate the value of the initiative. Everyone likes to attack
and to fee] the joy of dictating the course of events, yet it is, in practice,
Just as easy to win games hy good défence as by attacking well. A
slightly passive or cramped position need not be disadvantageous in
itself. As long as it contains no structural weaknesses, your position
should be defensible — and when the attacking forces eventually have
to retreat, it is highly probable that the attacker will, in his haste to
advance, have created his own weakneases,

’ The art of good defence Is patience. I

The attacker feels he is doing well because he limits his opponent's
choice of move, yet by doing 50, he may also limit his opponent’s
chance of making a mistake. A series of direct threats may help to
wear down the opponent's resistance, but defending accurately
againgt such threats may also cause the attacker to lose faith. Like a
good baseline player in tennis, the good defender on a chessboard
may, after a long period under pressure, finally catch his opponent
with a good pasaing shot.

The point of greatest psychological vulnerability for both players is
when the initial wave of an attack has been beaten back. The poor
defender will then breathe a sigh of relief and make s fatal mistake
instantly; the poor attacker will continue playing apgressively and
teave himeelf open to a decisive counter-attack.

For many players, the most difficult aspect of the game is maintaining
emotional equilibrium as the position changes from good to bad
Keeping calm under pressure is the essence of good defensive play.




DEFENDING

e : The first official world champion,
#% 3| Wilhelm Steinitz, made a practice
. & | of defending the most ewiul-

s looking positions. He must have
known that some of the positions
he willingly adopted were objec-
tively almoat as bad as they
looked, but he also understood the
curigns tensions that may be cre-
ated in the mind of the player on
the other side of the board.

&
. The disgram position was reached
after Mikhail Chigorin's 15th
fiove as White against Steinitz in the 156th game of their world title
satch in 1889. With his entire Q-side locked out of the game, Black’s
B iition looks — and objectively is — & disaster. Yet Steinitz willingly
gitered such a position many times. The continuation of this game
| why: 15...08 16.Nf3 Beb 17,51 (a correct sacrifice of a piece)
#7...66 18.Bxb§ cxb 19.Nxbs Nes! (keeping the white knight out of
¢ and queen away from fd) 30.exfé gxf6 21.Qh4 K7 (21...Qxbb
would have lost to 22.Qxf6+ Kgb 29 Nef with a devastating attuack}
$8.Qh8+ KgB? 28.Qg4+? Ef7 24.Qhb+ KgT!

.W, bioth players had noticed that White should have met 22... Kg8
With 23 QeB+ Kg7 24.Qe7+ KgB 25.Neb! fre5 26.Rd3 with a winning
Rttock. Now, after 24.. Kg7, what is White to do? He can draw with
. #8.Qgé+, but that would be letting Black get away with his terrible
tlay sarlier in the game. Chigorin decided to.continue the attack with
. JB.N mmmummﬁmmmmmﬂmm
dxe8 39.RhS Bed 30.Qg4+ By his pawns were no match for Black's
Lgstrs piece. The game concluded 31.Qxe8 Qb6 32.Qd5 Rad8 33.Rdl
L8006 54.04 Rxdi6! 35,063 RA3! 36.Qg4 Re4 White resigned.
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34. Playing in Blinkers

The Finnish peychologist Pertti Saarilooma has identified a remarkably
common source of error in chess thought. In gimple terms, it happens
when you become so fixated on one move or variation that it produces
an inhibiting effect on all other thoughts. You start thinking ahout a
tempting rook move advancing down a file, and you overiook a more
powerful sideways move of the same rook; you think so long about
prospects of moving your knight forwards that you never consider a
powerful retreat; you are so proud of one piece powerfully established
on a strong square that you miss the chance to force a simple win
with a sequence beginning with its exchange for a passively placed
ENEmMy piece.

These common errors are all connected with the way we perceive
chess positons. With up to 32 pieces scattered over 64 squares, and
our poor brains generally incapable of juggling more than seven items
at the same time, we need to codify the pieces inte meaningful subsets.
We don't think in terms of diserete pieces on their individual squares,
but instead understand a position in terms of the relationships
between groups of pieces. The trouble is that such a process is liahle
to lock us into particular mind-sets. When, for example, we have a
queen and bighop on the same diagonal, their relationship exerts such
a pull on gur thoughts that it can blind us to possible moves of the
queen or bishop on their other diagonals.

| Good ideas Interfere with better ones. I

The only solution — though difficult to put into practice — is to train
yourself to look again at each move of a variation in a fresh and naive
manner. Sernehow, you have to put your previous thoughts aside and
clear a path in your mind to let radically new ideas come through.




PLAYING IN BLINKERS

77 White to play. Mate in how many?

“H Pasitions such as this were used in
the experiments that led Saariluomi
to his conclusions about interference
conversation between experimenter
| (£) and subject (S) usually went
¢ o | on these lines.

E White to play; how many
moves does it take him to
) force mate?

_ | § (after a brief thought) Five.
¥ Ls thereany way of forcing mate in fewer than five moves?
4 Only if Black makes a mistake.

B Butif Black plays correctly, are you sure White cannot force mate
. jnunder five moves?

- (after peering suspiciously around the board and counting on his
fingern) I'm sure.
g J£71 told you there was a mate in four, would you believe me?

" {moresuspicious peering) No.

N
mmﬁeﬁ has spotted immediately good old Philidor's mate: 1.Qe6+
X8 2 N7+ Kg8 3.Nh6+ Kh8 4.QgB+ Rxg8 5.N{7 mate, which is such
itrang piece of routine in such positions that it makes it very diffi-
g.&vm soe 1.Qe6+ KhS 2.NfT+ Kg8 3.Nd8+! Kh8 (or 3..KM8 4.Qf7
mate) 4.Qe8 mate. Once you have set the mental mechenism in
motion with Qe+ and Nf7+, it gets carried along on the current of

| ---.; '.;a CEY, miﬂﬁiﬂg ﬂl!e short cut.
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35. One Move ata Time ———

There is a considerable paradox in the way we all think about chess.
Every move we pause to reassess the pogition, modify our plan, and
select the move that appears to fit in best with our objectives and
frustrate those of our opponent. We think in terms of plans and for-
mations and the flow of a strategic path. Yet on the other hand, we
are making a set of discrete moves, each time seeking the single move
that is best in this particular pesition; with past history having
nothing to do with it. Long-term plans are merely a set of devices that
steer us towards individual moves,

| History is all l_n the past. I

The strongest players have the ability - and the considerable mental
energy needed - to approach each poeition on its own meriis irrespective
of what went before. Countless opportunities are missed by players
who blindly pursue last move’s plan without taking sccount of a crucial
change of circumatances.

One of the great advantages that computer chess programs have over
human players is their ability to treat each position as a new problem.
Humans find good moves by thinking in terms of thematic moves and
positional concepts; machines look at everything and censequently
stumble across unthematic, anti-positional but nonetheless powerful
ideas that would be ali {00 easy for a human to reject on principle.
There can be considerable advantages in taking things one move at
a time.




ONE MOVE AT A TIME

_ Confessions of a misspent youth,
__ No. I: from Hartston-Gligoric,
& Hastings 1964-5. White to play.

21 Black has just advanced his pawn
from c6 to ¢5 in order to provide
hia queen with a path to retreat {o
o8 to aid the defence. If he had
played ...fxed instead, he would
__ havehamqmcﬂymatedbyllg&

After ...¢5, however, my thoughts
—a4 were still 2 meve or two behind
) game White can win immedistely with 1L.Rg8+ Kh8 (1., K7

mlmmedmtemate}!.Qcalwhenthamlsnottlwghmmerofa
Bidence to the threat of Qxeb+. Instead I played 1.Qh6? R 2.Rg3+
eertamthai:hﬁandgawerewhmthaquaenandmkbelmged.

Bwo moves before the diagram, the black fpawn had been on
geurely defending ef. At that stage, any idea of Q3 would have heen
1 poh:ﬂess,sulhadmenﬂﬂybookedthequmnarﬁetohﬁanﬂ
S tnushwtauhang%thehchet

taie,however had a happy ending: after 1.Qh6. Rf7 2Rg3+ Kh8

folluwed 3Bh5 Qe8 (forced) 4.Rxf5!! exf5 5.Nd6! Bxd6 6 Bxf/

. After 6...Qx17 7.Qxd6, Black cannot defend all of dB, e5, 6

ol ﬂﬁﬂmthewhtaqueenandeven’f 15, to give the king an

anh? upennthewayFMSQh&Qh79Qﬁ+ By migsing the
i mlﬁmdmyselftuﬁndmethmgfarmumelegant




BETTER CHESS

36. ...With a Small Advantage to White

Can a position turn from ‘better for White' to ‘better for Black’ with-
out anyone making a mistake? That ig a fundamental guestion of the
philosaphy of positional assessment and nobody, as far as I ean tel),
kas ever even addressed it. The game of chess, though undeniably
offering more possibilities than anyone can ever hope }o calculate, is
undeniably finite. Any position therefore must, in theory, be objectively
solvable as a win for White, win for Black or draw. The phrase better
for White’ can have only a subjective meaning.

In practice, it means one of two things:

1 in my opinion, this position is a draw or a win for White, but I'm
not sure which; or

2 over the next few moves, Black is going to have far more practical
oppertunities to gn wrong than White.

There seems no convincing reason that the second of these should not
turn into a ‘better for Black’ some moves later, without a mistake on
White’s part. As a simple example, one may take a position in which
one side has a promising attack to compensate for a structural weak-
ness. The defender may have to play extremely accurately for a long
period just to survive, but when he emerges unacathed, the advantage
has passed to his side, though still perhaps not enough te farce victory.

Stronger piayers think In terms of strengths
and weaknesses rather than overall
advantage and disadvantage.

A club player, sighting a promising attack, will think: ‘White is winning’
A club champion will think: "White has a clear advantage.’ A master
will think: ‘Now Black must start to work a little”



... WITH A SMALL ADVANTAGE TO WHITE

This position was reached twice in
| early games of the 1996 Fide
4 World Championship between
% Gata Kamsky (White) and Anatoly
. White's pieces are well
for a K-side attack, but he
% has an isolated d-pawn. Black has
no structural weaknesses, but i a
little behind in development and
rather cramped. He cannot risk
taking the d-pawn since 1. .Nxd4
: 2. Nxd4 Qzd4 3.Bc3 would leave all
$ha white pieces pointing at Black's king.

Ths the second game of the match, Karpov continued 1...Bd7 and there
P Adlowed 2.Radl Re8 3 Rfel Nd5 4.Nc3 Nf6 5.a3 Qe7 6.Bgb! Qab 7.d3!
-4%d45 8.Bxf6 Bxf6 9.Bxh7+! Kxh7 10.Rxdb! leading to a clear advan-
| Sage to White, since 10...Q¢7 is met by 11.Qd3+ winning the bishop
oo 47, (Karpov in fact gave up his queen with 10...Bxcs 11, Rxab
 Byusd, but after 12.b4! soon found himself struggling.)

' %When the same position was reached two genes later, Karpov played
| ,.Qb6! There followed 2.a3 Bd7 3.Rfd1 Rad8 4. Nxf6+ Bxfb 5.Qed gb
. #Be3 Ne7 7.Ne5 N5 8.Ncd Qab! when objectively White has nothing
‘hattar than suing for peace with 9 Ne5. Instead Kamsky continued
a4l Be6 10.Qf4 Bd5-11.Neb Qb6 and Black had everything he wanted:
- secure king, a complets blockade of the d-pawm and even the
possibiitity of meeting 12.g4 with 12...g5!
'bl}hpsh&nds'better’inthe diagram position? A good attacking player
“will always prefer White; a solid_defender with & good positional
lplawi]lpu'efer Black. And both will be quite correct.
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37. Timing

Even when your general strategy is correct and you make no mistakes
in calculation, it is still depressingly easy to lose. For having a good
strategy and implementing that strategy correctly are two very
different things. At the highest level of chess thought, it all comes
down to a question of timing. When should you switch from cautious
circumspection to all-out attack? When is it safe to move from passive
defence to fighting for the initiative?

There are two easy ways to spoil a good position:
doing nothing when you should be doing
something, and doing something when you
should be doing nothing.

The first question you should be constantly asking yourself is: ‘How
can | improve my position” The next question is: ‘How can my oppo-
nent improve his position? When you have the advantage - in time,
space, material or general mobility - and all your men are effectively
placed, then is the moment to launch an attack, before your opponent
catches up. A correct attack stems from surplus capacity: kings need
defending; important central squares need to be kept under guard;
the opponent's expansionist dreams need to be held baclk; but if there
are any pieces left over when those tasks are done, they must attack
the enemy.

When the balance of power is delicately poised, however, and both
sides are still disputing vital areas of the board, any attempt to
launch an attack is liable to result in a less of control once any
temporary initiative has been dissipated. In tense positions, ‘doing
nothing’ (but doing it very well) is often the best policy.




TIMING

% White to play, from Marshall-
Capablanca, 1909, How should he
plan his next few moves? Should
he begin with 1.Qxb7, or 1.Rfcl, or
............ | something else entirely?

The position Ieks innocuous
enough, but with rival pawn
majorities on opposite wings, both

how to get their pawns moving.
| 1.Qxb7 is a poor move! after

— S - =1 1 Qxb7 2.Bxb7 RabB, the white
must retreat, atlowing Rxb2, when Black has been presented
‘With 2 ready-made passed pawn on the c-file, Marshail played 1.Rfel
which Capeblanca criticised as follows: ‘He should have advanced his
K-side pawns at once to counterbalance the advance of Black on the
m%ﬂe“s inactivity on his strong wing took away all the

noes he had of drawing the gamse.’

ﬂ;hmtufthegameiﬁaﬁrmammmeufmeplayerimmaainghis
afivantage as the other just watches: L...Rab8 2.Qe4 Qc7 IRA3 b&
-l 4 5RBIS RfdS 6.Rd1 Rxdl 7.Bxdl R4S 8.Bf3 g6 9.Qch Qeb
10.Qe¢ Qxed 11.Bxed Rdl+ 12Kg2 ab 13.Rc2 bé 1d.axhd axhd
18543 Kbl 16.Be? b3 17.Rd2 (17.Re3 loses to 17.. .Rxb2 18.Bxcd
Redt) 17...Rel 18Bd1 c3 19.bxcc3 b2 20.Rxb2 Rxdl and Black
won comfoitably with his extra piece. Even when White finally
rosigned after another 14 moves, none of his K-side pawns had moved
foacn their positions in the diagram.
White certainly lost this game through doing nothing. Looking at it
from his point of view, be must have been velucant to play led
Because it would block his bishop's diagonal and perhaps also let a
back rook move to d8 and d4. The alternative, however, was to sit
apd wait 0 be squeezed to death. White need not play e4 immediste-
Ay, but if he does not quickly get his pawns relling with e4 and f4,
wn ke will never join in the game.
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38. Patience

Everyone recognises the need for patience in defence: when your
opponent is pushing you around and making direct threats, there is
nothing to do but knuckle down to the task of patient resistance. Yet
patience can also be a considerable virtue in playing an attack. If you
have a firm advantage and a natural attacking plan, your opponent
wants you to get on with it. He kriows what you are going to do and
he has prepared his defences. He cannot be sure whether they will
hold or not, and not knowing adds to his misery. The longer you keep
him waiting, the more you will wear down his resistance.

When your opponent Is tled up,
don't loosen the knots.

If the decisive battle is bound to be fought on the K-side, probe a little
an the other wing first. Especially when you have an endgame advantage,
it may pay to explore some second-rate winning plans before commit-
ting yourself to the natural and correct one. Your opponent will be
paychologically prepared to meet your best plan, so why not keep him
waiting You may even find sometimes that he kills himself in
frustration, trying to break out in an unjustified manner, thus saving
you the trouble of winning the game altogether.




PATIENCE

, . - Gﬁnfﬂﬁﬂlﬂllﬂ of a mwnt yﬂuth,
3 755} No. 2 White to play (from Hartaton—
Barcza, Hastings 1972-3). Can
you find a winning plan?
I certainly couidn't, when my
game was adjourned in the dia-
gram position, but the experienced
| Czech grandmaster Viastimil Hort
helped me out. When I showed
him the position and explained
. that the pawns on ¢5 and f5 effec-
] tively prevent my king from enter-
3 ing the black position he gave me
some advice. "You must MAROEUVTS, he said. ‘How? I asked. It
1 doesn’t matter how,” he explained. ‘Just manceuvre.’ And when 1 still
_hnkedquimiﬂnl,hsaddad:ﬂustgomundincirclea.ﬂmaisanuld
man. Keep him working, then do something at the end of the session.
1% doesn’t matter what you do. He will go wrong.’

) 9 o0 resumption, I ‘manceuvred’ my king first to d3, then to g3, then

l!ﬂnsthesewndranktndﬂmdnﬂ.lphyedbaandthenbd. I brought
e king to b3, ad and a5, knowing he would only chase it back with
Bc7+. I played Kad, then pushed the pawn to b5, Then I brought the
king back to 3 and exchanged pawns on a6.

After 25 moves, the only change from the diagram position Was that
thotwob—pawnahadvaniﬂhedﬂ-umthehnard. It was nearly 11pm —
ttme to do something. The game then continued 1.Kf3 Kh7 2. Kg3 Eg7
8 Kh4 Kn7 4.Bd8! This was my only idea and he fell for it: 4.. Bxfd?
! {4...Kh6! holds the draw — as he would surely have found if posed the
i two hours eartier. Now, with the f4 square unblocked, White
Lo real winning prospects.) 5.Be7 Be5 6.Bg5! Bf2+ 7.Kh3 Kg7 8.Kg2
Pé4 9.Ki3 Be5 10.Bf4! BfS 11.Bd6 Bgd (11...Bd4 12.Kf4 Ef§ 13.h6
l.'-a- for White) 12.Bxc5 Kh6é 13.Bb6 Exhb 14.c5 Be7 15K Kgb
48.Ke6 Bf6+ 17.Ke6 Bd4 18.Ba7 Bxe5 19.Bxch a5 20.a4 {4. Now con-
§iderable delicacy is required to keep Black from reaching a drawn
Kk aaom and wrong-coloured bishop endgame: 21.Bb6 3 22.Bd4 Kgh

g

bl

38 K46 K15 24 Kdb! Kfs 25.Keb Kes 26.Kcd! Ki5 27.KbS Keb 28 Kxab
87 29.Kb6 KeB 30.Ka7 resigns.

S e
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39. Castling (2)

The first thing you're told aboot castling is te do it quickly to tuck
your king up nice and safe. The second thing they tell you is not to
rush with it all that much, because keeping your options open may
keep your oppenent guessing about where your king is going to end
up. The third law of castling, however, renders the other two obsolete:

I Castling {s a rook move. I

Just think about what castling does. [t's not just a case of tucking
your king away; it also conneets the rooks. By castling, you have eom-
mitted both your rooks to the same side of the king. Sometimes you
castle because it is imperative to get your king out of the centre, but
when the centre is closed and likely, in the short term at least, to
remain 8o, the right moment to castle is when you need to bring your
rook into the game along the back rank ~ or at least when you have
decided which side of the board your reoks will be needed,

When you castle, you do not only get your king away from the wide
open spaces on one side of the beard; you also put your rooks in touch
with those same wide apen spaces. Think aggressively: castling is a
rock move!




CASTLING (2)

222 White to play in a standard varia-
¥ tion of the Caro-Kann Defence.

Where should both sides put their

S 4 kings?

ol st look at the way play devel-

| oped in four grandmaster games.

(A) 1.0-0-0 0-0-0 2.Ne5 Nb6
3.Ba5 Rd5 4.Bah6 axh6 5.c4
RdB 6.Ned4 Nxed 7.Qxed Bd6
(Spassky— Pomar, Palma de
Masjorca 1968).

(BY 1.0-0-0 ¢5!7 2.¢4 cxd4 3.Nxd4
Bes 4.Nb5 Qe SN 0-0
(Velikov—Begirov, Wroctaw 1976).

{C) l.cd 0-0-0 2c5! Rg8 3.b4! g6 4Rbl gxh5 5.Kf1 Rg4 B.Rb3
(Hort-Karpov, Ljubljana 1975).

(D) 1.cé Bd6 2.Nf5 00 3.Nxd6 Qxdé 4.Rh4 bd (Lanka-Kasparov,
USSR 1977).

In version (A), both players continued routinely with §-side castling.
{n (B), Black was a little more subtle, responding to White's Q-side
oastling by opening lines en that flank, then castling K-side himeelf in
order to put his rooks on c8 and d8.
fn (C), it is White who waits and as soon as Black castles long, he
decides at least one rook belongs on the Q-side to suppert a general
advance of the pawns. The king goes to f1 because the other rock is
parfoctly well developed on the h-file.
In (D), Black castles K-side quickly, reasoning that if White is to
attack him there, he will need a rook on the g-file to support an
m of the g-pawn, but that would mean that White must castle
- Q-gide, where Black is ready to open lines for his own attack with b5.
The modern tendency in this position is for both sides to keep their
amailing options open for as long as possible. Players with an aggres-
glve mentality (as White or Black) wait for their opponents to castle,
fhen plan how to castie on the opposite wing for an attacking game;
more cavtious souls wait for their opponents to castle then capy them,
alming for a quiet, positional game.




—— 40. How to Study Openings ——

Most players spend far too much time learning openings rather than
studying them. An opening system is not a set of variations to be
learnt by rote. It is a scheme of development connected to a long-term
strategy, or set of strategies, that may carry through into the endgame.

You should choose what opemings to play by looking at grandmaster
gamee and picking those systems in which you find it natural to iden-
tify with the moves of one side. When you have found such an open-
ing, look through chess magazines, newspaper columns and books for
as many complete games in that opening as you can find. Then play
them all through quickly.

You will need at least a dozen games, and ideally something closer to
8 hundred. You will almost certainly find, as you start playing
through the games, that some of the early moves look unnatural te
you. A knight wanders off to the edge of the board when you would
have been inclined to centralise it; or a player castles Q-side when the
other wing looks more natural to you; or a pawn weakness is suddenly
allowed for no apparent reason in one side’s position.

After a dozen games, however, you find that similar manoeuvres crop
up again and again. When you started they felt like strange words in
a foreign language; by game 20 they have become part of your
commonplace vocabulary. And after 30 of 40 games, you find yourself
correctly guessing the vast majority of the moves.

Then is the time - and not before - to start
looking up the opening In a theoretical manual.

Just learning variatione will never enable you to develop a proper feel
for a particular opening. In very sharp openings, of course, where
both players may be skating on a knife edge of tactics, some precige
knowledge is indispensable. In practice, however, especially if you do
not have unlimited time to keep up with the latest theoretical
developments, you would do well to avoid complex and fashionable
systems, 1t's just too easy to lose without having joined in the game
at all.




HOW TO STUDY OPENINGS

This position, reached after the
maves 1.d4 Nf6 2.c4 e6 3.Nf3 Bbd+
4 Nbd2 b6 5.a3 Bxd2+ 6.Qxd2 Bb7
7.63 0-0 8.Be2 d6 9.0-0 Nbd7 10.b4
Ned 11.Qd3 5 12.Bb2, led to one
of the most startling defeats of a
ad top grandmaster in recent years.
Migue! Hllescas at Madrid 1998,
played a series of natural enough
moves but did not survive umtil move
20. It was all due to a deep failure
of his understanding of the opening.
-Gmnﬂmgam&a&ummsiﬁmsimﬂﬂrtnthatofthﬂdiagmmhave
setablished the various ways play may progress: Black can play Qe7
and e5 to fight for central space (the usual plan), or he can try gb and
g4 for a K-side attack (a plan that generally creates too many weak-
nesses in his own king’s defences), or he tan try an alternative attack-
ing plan with Rf6 and Rg6 or Rhf. White can play for cb, opening
{ines on the Q-side, or d5, blocking the black bishop out of the game
and freeing d4 for the white knight, or he can try Nel and f3 o expel
the knight from ed. Those are the ideas. Now watch how the game
went.

12.. RE6!? 13.d56 Rg6! (After 12...e5 13.Nh4! the tactical threat of
Nxf5 and positional threat of f4 and Nf3 give Black severe problems.)
14.dxe6 (A decision taken too lightly. After blocking the long diagenal
with d5, White should be reluctant to open it again. 14.Nel or
14.Nd4!? are more in keeping with the position.) 14...Nf8! 15.ch?
(With Black’s rook ¢n g6, knight on e4 and bishop on b7 all aggres-
-ﬁvely;ﬂnmd,andtheotherlmightnnwonmursefm'eﬁandgﬁ,this
is no time for White to be fiddling around on the Q-side, 15.Nel was
imperative.) 15...Nxe6 16.cxd6 cxdé 17.Radl KhS 18 Nel {now too
late) 18...N6g$! 19.Kh1 (the threat was 19...Nh3+ 20.Eh1 Nexf2+)
19...Nh37 White resigned. 20.¢xh3 Nxf2 is mate, and pothing else
oxn defend against the threatened Nexf2+.

A disaster for White, who played as though Black’s entire attacking
seheme came a& & total surprise to him.
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41. Endgame Strategy

There are two great differences between endgame and middlegame
play: the first is that the absence of heavy weapons from the board in
the endgame lets the kings play an active part; the second, and far
more radical difference, however, is in the manner in which one
agsesses positions. For most of the middlegame - except where an
error allows an immediate tactical refutation — one’s thoughts are
wandering about in a fog of ‘White stands a little better’ and ‘Black
has good attacking chances’ types of judgement. As the endgame
approaches, however, one moves gradually towards definite assess-
ments of win, loss or draw.

Quite apart from endgames where one side’s material advantage is
clearly going to be enough to win, every player buiids through experi-
ence a personal library of specific positions and general types of posi-
tion on which definite judgements may be made. Almost all king and
pawn endgames, most ypposite-toloured bishop endgames, the majori-
ty of positions in which one player has the advantage of the last
remaining pawn on the board: they are all on the list of positions one
must try to work out.

More half-points are thrown away by the
inability to recognise a technically won
endgame than through any other singie cause.

A grest part of the art of good engame play lies in recognising when
‘better’ turns to ‘winning’ and when ‘difficult’ turns to ‘lost’. One of the
great defects of early computer chese programs was their poor
endgame play — caused largely through their reliance throughout the
game on a ‘positional evaluation funetion’ which told you, with
impressive authority, that White had an advantage of +174 or some-
such figure. Chess would be a far duller game if it were possible to
design a function so that +174 was a draw but +175 was a win. Such a
mathematical model may work to simulate good middlegame play,
but the endgame exposes its deficiencies. Many human players exhib-
it the same failing of thinking in degrees of ‘better’ and ‘worse’ when
their evaluation functions should have moved on to the discrete ‘win’,
‘loas’ or ‘draw’.



ENDGAME STRATEGY

Black to play in Botvinnik—Flohr,
USSR Championship 1944. Should
he escape from check by moving

4 Black is clearly worse: his doubled
g-pawns prevent him from obtain-
ing a passed pawn, so White's d-
pawn acts almost as an extra
pawn. After 1..Ke7 2.Kd4 Rb6
3 Ke5 Rbs+ 4.Ked, Black can only
wait to see if White can win the
game since 4...Kd6 is ineffective
in view 6.RIS. It is tempting to
¥gason that 1...Rf6 can be no worse, gince 2. Rxf8+ will straighten out
Black's pawns, but the logic is faulty. 1...Ke7 gives chances of a draw;
}...Rf6 loses. Here's what happened in the game.

1,.Rf6 2Rxf6+ gxfS 5.g4! Ke7 4b4 KdG 5Ked b6 6.h5! gxh5
#.gxh5 ab 8.Kf5! axb4 9.Kxf6 Kxd5 10.Kg6 Keb (Running to take
the b-pawn is too slow.) 11.Kxh6 Kf6 12.b3 Kf7 13.Kyg5 Kg7 14.Kf5
%6 15.Ke5 Kxh5 16.K45 Kg5 17.Ke6 Kf5 18.Kxb5 Kob 19.Kc5
Bd7 20.Kxb4 Kc6 21.Kab Eb7 22.Kh5 Ka7 28.Kc8 Kab 24.b4 Ea7
~ But that's 26 moves past the diagram,’ I hear you protest. 'How can
' W8 expected to see that far? In fact, it ought not to be so difficult.
Afver 2.Bxf6+ gxf6, the-move 3.g4! is the natural way to give Black
froblems in utilising his newly freed pawn majority. He can only
‘greate a passed pawn by playing ...f5, when White has the natural
 ‘plan of giving up d-pawn for f-pawn, leaving his own king ready to
k' ghove to g6 and capture on h6. The rest is just a matter of counting
#pd establishing that Black cannot create a sufficiently advanced

awn of his own while White is playing Kg6, Kxh6 and queening the
1 g

Now go back to the diagram and nudge the black pawn back from hé
{0 h7. What happens then after 1...Rf6 2.Rxf6+ gxf6? This time it's a
. draw, because after 3.g4 Ke7, White can no longer force an entry on
the K-side with hd and h5. Black just ignores the pawn when it
" peaches h5. If White wants to play for a win, he must avoid the
suchange of rooks and try 2.Rcl instead.
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42. Gambits

From the Italian: gambe, a leg; gambetto, a leg-pull in wrestling to
trip up the opponent. In chess, a gambit is an opening in which one
player sacrifices material, usually a pawn, in order to gain the initiative.
In the 18th century, when the emphasis was firmly on all-out attack-
ing play, gambits were all the rage. Pawns were thrown away as
excess ballast just to let one’s pieces engage the enemy more guickly.

Gradually, as defensive technique came to be understood, the gambits
had their teeth drawn. In every cage, methods were found either to
keep the extra pawn and survive the attack, or to return the extra
pawn to obtain a comfortable game. Now, you will acarcely find a top-
class player who engages in gambit play other than as an occasianal

change from more sober openings.

World champions will play the Queen’s gambit, which isn’t & gambit
at all - if it is accepted, White may regain the pawn by forre. Garry
Kasparov will occasicnally play the Evans gambit — against selected
openings, chosen for their dislike of defending. David Bronstein will
play the King's gambit, just to prove that the spirit of romance is not
yet dead. Other strong grandmassters will chance the Benko gambit as
a calculatedly risky way of winning games as Black against inferior
opposition.

Under normal circumstances, however, strong players appreciate the
value of a pawn. Anyone whe throws one away willingly in the first
few moves ought to realise that he is committing an offence against
the natural laws of the game.

‘ A pawn is a pawn. I

Giving them away is not a good habit to get into - unless you're just
pulling someone’s leg.




GAMBITS

=4 The characteristic position of the

N 21 Danish gambit, reached after the
moves led e 2.44 exdd 3.c3 dxed
4 Bed xb? 5.Bb2. White has two
bishops posted aggressively before
Rlack has even begun his develop-
A ment. How should Black react?

“WA The line that really put the
Danish gambit out of commission
was 5..d5 6.Bxds (After 6.exdd
=4 N6 Black is out of danger on the

| c4-£7 diagonal and can complete
his development in peace, remain-
ing a pawn ahead for nothing.) 6...Nf6 7.Bxf7+! (Otherwise Nxd5
feaves Black with a clear advantage.) 7...Kxf7 8.Qxd8 Bb4+. Black
vegains his queen and has rather the better of the endgame. That,
kewever, is rather a tactical selution to the problem. More typical
antl-gambit play was seen in the games Mieses-Maroczy, Monie
Carlo 1902 which went, from the diagram: B...d6 8.Ne2 Nc6 7.0-0
Beb 8.Bd5 Nf6 9.Qb3 Qc8 10.Nf4 Bxdb 11.exd5 NeB! 12.Rol Be7
(Black systematically reduces White's initiative by returning his
extra material.) 13.Bxeb dxe 14.Rxed Q47! 15.Qg8 (Since 15.Qxb7
0.0 would leave White in considerable disarray, he tries his luck on
thae other wing.) 15..,0-0-01 16.Qxg7 Qd6! 17.Qg5 (17.Rf5 wouid have
hean met by 17...Qbd! With the double threat of Qel mate and Qb2
17,.Rfe8 18.Nd2 (Theré was nothing better) 18...Nd7 19.Rxe?
Qxe7. Now Black is winning and the game ended with 20.Qg3 Qbd
§1.Nf3 Rg® 22.Qh4 Qc3 23.Rbl Qxf3 White resigned.

That's the real trouble with gambits: when you're & pawn or two down
{o staxt with, winning a pawn or two only restores materia] equality.
And then you find you're worse because of the time you logt regaining

yOUF PAWDS.
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43. Positional Sacrifices

One important step up from old-fashioned gambits on the evolution-
ary ladder of chess heroism is the positional sacrifice. Giving up a
pawn for a temporary lead in development is one thing, but sacrific-
ing material for long-term positional gains is a concept of a higher
order. The compensation for the sacrifice need not even be immediately
apparent, but the investment will create the preconditons necessary
for a gradual increase in pressure.

‘There are two types of positional sacrifice worth mentioning for their
frequency of oecurrence.

® The wing-pawn sacrifice: where one side — often Black — uses a
pawn as bait to lure an enemy pawn away from the centre. In the
Benko gambit, for example, after 1.d4 Nf6 2.c4 ¢5 3.d5, Black plays
3...b5 4.cxb5 ab. The sacrifice will open the a- and b-files for later
occupation by Black's rooks, while also allowing Black to consider
undermining operations in the centre with ...e6 or even ...f5.

@ The exchange sacrifice: where a rook is surrendered for a bishop or
knight to create pawn weaknesses and the type of position in
which a minor piece may function more effectively than a rook.
These are coramonly seen in the Sicilian defence, with Black
playing ...Rxc3 to wreck the defences around & §-side castled
white king, or White playing h4 and h5, and meeting Nxh5 with
Rxhb to shatter the pawn shield round the black king.

All these examples have one thing in common:

A positional sacrifice is designed to change
the character of the game.

It creates cutposts for pieces where they previously had none; it creates
open files for previously inactive rooks; it denies the opponent
important attacking options. Finally, there is the psychological
impact: the greatest effect of the positional sacrifice may be to remove
the initiative from a player who thought he had everything under
control, In many cases, that alone will be sufficient value.




POSITIONAL SACRIFICES

wpm———mm Black to play in Benko-Keres, Lo
7% Angeles 1963. Who stands better?

. | White's c-pawns are a potential
{ weslmess, bul he seems 10 have
4 all the play. By doubling rooks on
the d-file, he will tie Black down to
defending d7. Meanwhile he can
also consider shifting the rook to
78 5 1 &5 or b5 and bringing the lnight
? Zgtodsor B for a K-side attack.
Mo”4 Black's own knight can attack cd
and defend d7 from eb, but will
always have to recken on being
kicked back when White plays f4.

Mdeaidedthiswasthemumenttﬂjuininthegameandplayed
1..Rxed! 2fxe3 Qeb. Suddenly, the game i transformed. If White
Aafends e3 with 3.KE2, then 3...Qe6 followed by ReB Jeaves him in a
deaperate mess. Quite apart from the attack on 3, there are threats
of & huge attack with Qh3 and Neb. The game continued 3.Qc2
33+ 4.Xh1 Neb B.Rf1 Re8 6.R#4 18, With a pawn for the exchange
and aknightheauﬁfuﬂyamhoredatﬁ,ﬁlﬂk had full value for his
sacrifice. After 7.Qe4? (7Rd1 is much better) 7...Ng6! 8.Qxed Rxe3
a8 already in grave difficulties. Liking peither 9 Rf3 Rxe2
10 Rxd? Neb 1L.Ed8+ KF7 nor 9.REZ Neb, he decided to return the
material with 9.Rxd7 Nxf4 10.gxf4 Rxe2 11.Bxa7, but after
11..R2 12.Rb7 Rxf4 13Rxb6 Rxcd Black's pawn advantage was
soough to win.
The interesting thing is that White's move prior to the diagram
pudﬁnnhadhaenwithhiuknightfmmgﬂmtﬁ.ﬂadhememna
glimmer of what was about to happen, he would instead have defended

&2 by playing Qe2, when White has every chance of advantage.
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44. Time to Relax

There come moments in every game when you feel the pressure is oft
and you can switch your brain to automatic pilot. When you have
been under pressure and finally forced your opponent’s attacking
pieces to retreat, or when yon have simplified to a winning endgame a
couple of pawns ahead, you breathe a sigh of relief and congratulate
yourself on your patience and skilt. You make a mental note that
when you come to annotate thiz particular encounter in your Best
(Games’ collection, this is the move when you will write: ‘... and the
rest is just technique’,

Then you lean back i your chair and make the fatal blunder. For this
is the moment when most games are thrown away.

The easiest time to blunder is the move after
you have solved all the difficult problems.

From proper hard thinking, you begin to rely on general principles,
forgetting how unprincipled they can be. It has been said that chess is
the only area of human activity where paranaia is a positive advantage.
Actually there are many such areas, but chess is one where an element
of paranoia is an occupationsl necessity. Every move and every position
has to be viewed with mistrust. Once you find yourself thinking:
‘Nothing can go wrong now' you have set up the preconditions for
something to go wrong. And, as Grandmaster Murphy pointed out: if

anything can go wrong, it will.




TIME TO RELAX

¥3 White to play and throw the win
{ away; Black to reply and give it
straight back. (An infamous

shead. Now as everyone knows,
| rook and two pawns slways wing
) agninatrouk,exnaptinahandﬁﬂ
| of well-documented cases, Neither
Payer seemed to disagree with that sssessment, and the game
PWichod its jogical conclusion after 1.e4 Ke8 2.Ke3 Kdé 3.Kd4 Kd7

Ke ol 6. Xb4 Re5 8.Rcl+ Kb 7.Red, and Black resigned. The
. 'I#hite king arnbles back towards d4 and shepherds the e-pawn home.

B what was wrong with that? Only that 1.247? was a terrible blun-
' ﬂﬁ,g}ivingBlackﬂmchmmmesmpeﬂthadrawbymmauf
1...Rc5! After 2.Ra3 (to prevent the check on e3) 2...Red! 3.05 Rxed
4.8, Black’s rook rushes back with Rf4+, Rf8 and RaB to save the
dvaw, while after 2.a5 Re3+ 3.Kgd Kxed 4.a6 Rc8 5.27 RaB 6.Rab Black
ascapes by the skin of his teeth with 6...Kd4 TKf5 Kré 8.Ke6 Kb
0.Ral K5 10.Kd7 Kbé 11.Rbl+ Kcb! (not 11... Kxa7? 12.Kc7 when
White wins at once} 12.Rb7 Rh8! and White can make ng progress.

White’s casual 1.e47? was perfectly mirrored by Black's 1...Ke6??
Both players had mentally written the game off as a win for White,
angd neither believed that anything could go wrong. Instead of this
nonsanse, 1.Ra3! wins for White without great difficulty.
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45. Playing for a Win

‘Playing for a win' and ‘playing for a draw’ are two of the most
overused expressions in the average player's repertoire of chess clichés.
‘Playing for a draw’ is what your opponent was doing when he
exchanged all your pieces before you could think of a way to launch
an attack. ‘Playing for a win’ is either what you were doing when you
wrecked your own position through over-boldness or a phrase you
incorporate into a draw offer (‘Are you playing for a win?} to imply
that your opponent has no moral right to continue the game.

Occasionally vou may be faced with a penuine choice between a line
that simplifies to a probable draw and a move that enters unfathom-
able complications. Under such circumstances, you may legitimately
ask yourself whether you are playing for a win or a draw. Most of the
time, however, an inner conviction that you are ‘playing for a win’ has
no effect other than to interfere with your objectivity. There is a Zen
saying that the archer who aims for the bullseye will win the prize,
but one who sets his sights on the prize will miss the target. It's the
game in chess.

The man who plays for a win or a draw will lose;
the one who looks for the best moves will win.




PLAYING FOR A WIN

White to play ... for a win!

7%%4 When Garry Kasparov came to the
ﬂ final game of his match with
Anatoly Karpov in Seville in 1987,
he wag a point behind and needed
to win to save his title. As White
under such circumstances, most
players would open led or 144, and
choose the sharpeat, most aggres-
mive openting they could imagine.
Kasparov played 1.c4, 2.Nf3, 3.g3
and 4b3 - his least aggressive
opening play of the entire match.
'ihta logic was simple: he was not locking for the sort of flashy initia-
‘yive that might be dissipated with time; what he wanted was 2 small
byl enduring advantage. The sort of thing that would let him play on
and on, forever nagping away at an anxious opponent.

The result, after 22 moves, was the diagram position. i the a-pawn
and b-pawn are exchanged, the game wil surely be drawn, but after
& 23.83! White had & tiny edge. Thanks to his bishop’s control
of a8, Black will find it difficult to build up pressure ageinst a3, while
White can hope to add to his own attack against b6. It will not be
snough to win the pawn, but might force Biack onto the defensive.

Now watch what followed: 23..NfS 24.Rbl Rxdl+ 25.Rxdl Qc7
. §S.Nd3! hé 27.Hcl Ne7 28.Qb5 Nf5 29.a4! Nd6 30.Qb1 Q=7
$1.Ne5! Nxa4 (Later analysis suggested that 31.. Qxa4 32.Qxbb Qal!
83.Rd1 Neet! might have been a better defence.) 32.RxcB+ NxcB
$3.Qd1 (23.Qb5! was more accurate) 33...Ne7? {Black had to find
83, .Nc5! when 34.Qd8+ Kh7 35.Qxc8? Qal+! is bad for Black, though
#5.Bd1! is quite unclesr) 34.QdB+ Kh7 S5.Nxf7 Ng6 36.Qe8 Qe?
$7.Qxe4 Qxf7 38.Bed KgB 39.QbS Nf8 40.Qxb8 and White eventu-
ally won with his extra pawn.

The point of all this is not the complex yariations hinted at in the
abave notes. It is that Kasparov judged that he could ‘play for a win’
even in & position as simplified and apparently dull as that of the
' (Ragram. And events proved him totally correct.
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46. Pawn Moves

Pawn moves are the most difficult of all because, as you may have
been told already, pawns cannot meve backwards. Once the pawn
structure has begun to take shape, the pessible patterns of play are
determined. Each side wants to increase his control of space, and the
way to take over space is to advance your pawns systematically. But
every pewn advance leaves weak squares behind it. There is always a
danger, when you are gaily storming ahead with your pawng, that
your opponent’s pieces will outflank you by slipping behind your
advancing infantry.

| Never push a pawn without giving a thought
to the squares it leaves unprotected.

In the majority of positions, the entire strategy is effectively deter-
mined by the pawns. They are the men you use to push the enemy
back and to open lines for your attack, but they need proper support
of the pieces behind them. The pawn structure itself determines
which are the good pawn moves that vou should be aiming to carry
out in the medium term, and which are the bad pawn moves that
should be avoided unless they bring immediate gama. But even the
best pawn moves may need a good deal of preparation.

Passed pawns, said Nimzowitsch, have a lust to expand. Indeed every
pawn, however impotent it may look in a given position, harbours a
sumilar lust. However, lust is not something we should allow our-
selves to get carried away with.




PAWN MOVES

2 White te move, What are the
& important decisions to be taken
concerning pawn play?

4 Looking at Black's strategy first:
his pawns on 5 and ¢5 indicate
| that he should be trying to
4 advance f5 and b5. The first
requires support with ..g6 (so
that a pawn may recapture on f5);
: the second envisages some such
#_-. H : E.' . plan as Na8, N¢7, Bd7, a6 and bb.
= it ek 22 ] White would like to get rid of the
v meﬁandcﬁtogivehisme-pawnandc—pawnthechameuf
fWiniog the d-pawn on the fifth-rank. Now consider the move 1.f4,
%hlch is a surprisingly common choice in this position by club players.
o move should ring alarm bells, since 1...exf4 leaves the white
#pewn backward and a fine potential outpost for a black knight at
White's 1.4 is only justifiable if, after 1...exf4 2.Bxi4, he is sure he
will be ahle to play a guick e5. In fact, after 2.. Nbd7 3.Nf3 (renewing
ihe &5 threat), Black can play 3...Nh5, chasing the bishop from f4 and
Miding back the e-pawn.
{matead of 1.£471 White has three good strategies. One is to play 1.¢3
and aim for a later f4 when his exf4 can be met by gxfd. The second is
_ llmplytngatunwithhiﬂdevelupmentwitthB,Beﬂ and (-0 while
: I aQ—aideﬁne-apanhlgpawnadvanuewithﬁandm.ﬁe
third is to restrain Black on the K-side with Bd3, h3 and g4, hoping to
hold up ...15 and increase White's space advantage.

A typical continuation might be 1.N£3 0-0 2.Be2 Ne8 (freeing the way
for the f-pawn to advance later) 3.0-0 Nbd7 4.a3 (preparing b4) 4...g6
¢the necessary pawn move to prepare f5) 5.Bh8 Ng7 6.Qd2 {in order
to meet {5 with Ng5! Note how Black's {5 leaves the 6 square without
# strong guard.) 6...Kh8 7.b4 b8 (1o meet bxc5 with bxcb, keeping the
.oamtre firm). Black will continue with Nf§ and Ng8 to expel the bishop
fpom h6; White will play Nel and prepare for the right moment to
~\ppen the game with 4.
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—— 47. Learning from Losses ——

There are two main achools of thaught concerning how one should
react to defeats. The one most commonly advocated involves
analysing your losses in depth to find out not only where you went
wrong, but why you went wrong, so that you may avoid losing again
for the same reasons. The one most commonly practised, however, is
to blame the lighting, your state of health, atmospheric conditions or
any other off-the-board incident in order to exculpate yourself from
any suggestion that the loss might in ny way have been your fault.

If you take things seriously, however, and want to eradicate your
weaknesses, there are still two ways to set about it. When you have
lost a game, your job is nof just to identify the error but to discover
what it was about the position that led to your making the error.
Were you perhaps too bold in a positien that demanded caution? Did
you lack the courage to play what you intuitively felt was the right
move betause you could not analyss it through to the end? Did you
create too many weak squares by injudicious pawn advances?

Whatever your diagnosis, you now have a choice to make. You have
identified a type of position that you do not understand sufficiently.
For a quick improvement in your results, the simple solution is to
avoid such positions in the future. If you lost as Black because your
white-squared bishop was such a useless piece in the endgame, the
answer is simple: give up the French Defence and Dutch Defence, No
more bad bishops. In the long term, especially if you have real ambi-
tions to become a stronger player, you have to learn how to handle
such positions,

Successful players avoid positions they do
not understand; but true strength is acquired
only by studying such positions until you
do underatand them.

And how do you learn to understand them? The painful way is by
playing them more often and examining your wounds well after each
defeat. The easier way is through the study of grandmaster games.
One hundred French Defences of Mikhail Botvinnik will teach you
everything you need to know about bad bishops.




LEARNING FROM LOSSES

g Black to play and lose in ane — from
3] Levens-Thomas, British Champion-
ship 1963.
ARB. Thomas (the A stood for
Andrew, but he was one of those
gentlemen of the old school who
§ were always better known by their
initiala) was a strong county player
) in the 19508 and 1560s, on the
§ fringe of the British team. He
R 111 might have been an even better
Al Sy hl? Tk = | player if he had shown greater
ability to learn from his defeats.
s example.
e diagram position was reached after the following moves: 1.ed ed
SN Ne§ 3.Bb5 Be5 (the Classical Defence — a lifelong favourite of
Meamas's) 4.c3 15 5.d4 exdd (5...fxed is more usual) 6.cxd4 (and here
%46 is more testing) 6...Bbd+ 7.Nc3 fxed 8.Ng5 Nf6 9.d5. Now, after
e thmghtﬂhnkmmmdhiuamkﬁknightmﬁth 9...NeTl?
‘g resigned after 10.Ne6!
| . A rare smothered mate of the gueen, you might think, aided by a pin
IL o the d-pawn. Thomas’s comment as he congratulated his oppoment,
Bowever, suggested that such an occurrence may not be so rare after
.'Iﬂ:wgthﬁthirdﬁmal‘velaat my queen that way,” he said with a
' As Lady Bracknall might have said; "To lose one queen, Mr Thomas,
aay be regarded as a misfortune; to lose three looks like & chronic
inability to learn from experience.’ Make sure that the reasons for
| mmmmainengmvadnnymminddﬂeplyemughtoring
*, warning belts whenever a similar losing opportunity arises.

——
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——— 48. The Art of Distraction

Some players distract their opponents by bad behaviour at the board,
or by wearing garish socks. I even knew a Yugoslavian master once
who mastered the trick of getting into time-trouble then rushing off to
pay an obviously urgent visit to the toilet — all {o get the opponent to
rush one vital move. We are not concerned with such distracting
tactics here. Legitimate distraction involves distracting not your
opponent but his pieces.

When you start playing chess, games are decided by simple oversights
— unforced errors that earn immediate punishment, The second stage
of any player's development is learning how to tempt errors by mak-
ing threats. If your opponent will not lose the game on his own, then
you need to create some opportunities for him to do so. You create a
weakness and plug away at it unti] your opponent wilts under the
strain.

But what do you do if he doesn’t wilt? The answer is that you move on
to stage three: winning by distraction. One weakness in the oppo-
nent’s position may not be enough for you to win the game on its own,
You attack it, your opponent defends it; result: deadlock. And that is
the time to create another front for your attack. Emotionally, this is
one of the most difficult lessons to learn. Your natural inclination
may be to keep on plugging away in the area of the board where you
know you are doing well. Yet the way to win the game will often be to
launch an attack on the other wing. Your opponent’s men, distracted
by their defensive duties, will then be unable to cope with the prob-
lems on both wings. The message is simple:

‘ Don’t play in biinkers. I

A high-class game is rarely a simple progression down a single track.
Do not be disappeinted if the first wave of your attack does not reap
the desired benefits. It may well be enough for it to have distracted
your opponent’s men away from an area where nothing much seems to
be happening now, yet will prove to be the site of the decisive battle.




THE ART OF DISTRACTION

From Petrosian—Korchnoi, Can-

8 didates’ match 1977, White to play.

How can he utilise the advantage
----- d of his passed e-pawn?

When you have laboured long and
hard to create such a pawn, your
thoughts may easily become fixat-
T ed on how to force it forward still
x further. Here's how your thoughts
§ might well go: Tve got to dislodge
1 his queen from ¢7, and the way to
do that must be by playing Rd7
'y sometime. When [ do that, I'l

B something else to defend o8, 30 1.Rcl looks like a good idea. It
i scts a trap, because if he plays 1...Red8, 1 have 2.Rxd8! Qzeb
B8,/ Qed8 3.c7 must be very strong for White) 3.RxfB8+ Kxf3 4.c7!
i 1oy pawn forces its way home.” Now watch how Petrosian handled
{QdB! Ki7 (1..Rf8 is met by 2.Rd7!) 2Hed! (Far stronger than
kiRcl, when Black plays 2...Red8 3.Rd7 Rxd7 4.Qxd7 and now either

B8 or 4...Qxd7 6.cxd7 RdB gives Black every chance of a draw.)

‘B Xg8 3.Kg2 a8 414! b5 5.g4! (The pawns advance to create a sec-
‘sad front on the K-side. With Black's queen and rook distracted by
Ahir Q-side duties, White will win by attack on the other wing.) Kh7
Re2 Kh8 7.g8! hb (Black must try to keep the position closed. If the
! becoihes open, his king will soon feel the draught.) 8.R42 Rfe8
Q3 g6 10.R2d5 R 11.Rf6 Qe7 12Rd7 Qe8 13.Rxgb! Qed
{19.. fxg6 14.Qc3+ leads to mate.) 14.Qxh5 mate.
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—— 49. If in Doubt, Change Sides —

When Bobby Fischer was playing against Tigran Petrosian once, he
asked the referee to stop his opponent from walking round hehind
him and looking at the position from over his shoulder, A psychologist
might interpret such behaviour ag a symptom of a paranoid fear of
invasion of personal space, but & good chess player knows that there
is far more {o it.

Leoking at the position from your opponent’s point of view 13 a good
way to avoid being lured into subjectivity. You den't actually need to
get up and look over your gpponent’s shoulder (though such a routine
may help to break coneentration for long enough to let new ideas in);
it i5 enough just to wonder, occastonally, what the position locks like
from the other side of the board.

Players agree draws in better positions because they do not spare a
thought for the probleme of the other side. They fail to play an obvi-
ously strong move because they cannot analyse it clearly enough.
They accept weaknesses just to lessen the tension in the position,
without realising that the tension was worrying the opponent just as
much.

If you feel your courage wilting, try mentally swapping sides and ask
yourself this quegtion:

H | were playing the other aide,
what’s the move I'd fear most?

Then play it and leave your opponent to do the worrying. It’s 5o easy,
and 50 unnecessary, to solve your opponent’s problems for him. Or not
to set him any problems at all. A similar principle applies in defence
too, but with an important difference. An attacker cannot be frightened,
only disconcerted. A defender is frightened by direct threats; an
attacker may be disconcerted by having too many opticns. So ask
yourself: ‘If I were on the other side, which move would leave me most
puzzled about what to do next?
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IF IN DOUBT, CHANGE SIDES

4 This position, from the Tarrasch-
4 Lasker match of 1908, in a classic
example of bamboozling. It 18
4 Black (Lasker) to play and he has
a perfectly miserable position. He
would like to fight for more space
in the centre with 1...d5, but 2.e5
2 leaves his knight no good square
| to run to. Meanwhile. the white
. ; A knight is poised to advance to f5
RCS Wi . r 54 and 1...g6 2.Qf2 Qe6 3.e5 leaves
- i %] Black's game in ruins. Most Black
' ' AT i plavers would just sit tight and
it to be engulfed by such moves as Ni5, Qf3, even c4 and Rad], or
' and g5. White has it all his own way.

Lasker had the idea to challenge the white bishop on the long diagonal
mmmng 1...Ng4. Most players’ thoughts would then continue on

ese lines: ‘After 1...Ng4, he can play 2.N15, attacking g7 and cutting
. off the defence to the knight on g4; 1 can probably get away with
8...Bf6 then, but instead of 2.Nf5, he can even play 2.Bxg? when
Kxg7 3.Ni5+ wins back the knight with an exira pawn for White.
Parrible move; I'd better do something else.” Now watch how the game
went.

1...Ng4!? 2.Bxg7 Nxf2!

Now White has a chvice, and it's chotces that lead to mistakes. He can
win a pawn with 3.Kxf2 Kxg7 4 Ni5+ followed by Qd4 and Qxa?, or he
can play for the attack with 3.Qd4. For someone who was, a moment
sarlier, sitting on a comfortable advantage, it is not an easy decision.
And Tarrasch made the wrong choice:

3. Kxf2 Kxg7 4.Ni5+ KBS 5.Qd4+ f8 6.Qxa7 Bf8 7.Qd4 Rebd!

White is still objectively better, but he has lost his grip on the game
and Black is back in the fight. After 8.Rad1 Rde8 9.Qc3 Qf7 10.Ng8
Bh8 11.Qf3 d5! the initiative was firmly in Black’s hands and after
{2.e2d5 Be3+ 13.Kf1 cxds 14.Rd3? (14.Nf5 was the right move)
i4...Qe8 15.Re2 15 18.Rd1 f4 17.Nhl d4 18.Nf2 Qa6! 19.Nd3 Regb
$0.Ral QhS White was quite lost. 21 h3 Rg3 leaves Black threaten-
jng a winning queen sacrifice on h3, while the game continuation of
$1.Kel Qxh2 only let White hang on for a few more moves.
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——— 50. Winning and Losing ——

Finally, before moving on to the ‘Mastéry’ section, let us remind our-
selves of the most important lessom of all:

You don’t win games by playing good moves;
you lose them by playing bad ones.

Good moves and mistakes are inextricably linked. A good move may
be needed to punish an opponent for a mistake; & good move may
tempt a mistake; but good moves do not in themselves win games or
even create advantages. The best they can do is put the finger on mis-
takes already made or set the sort of problems that lead to errors.

This is surprisingly easy to forget in the heat of battle. When your
cpponent comes up with a move that you have overlooked, or an idea
that suddenly looks much stronger than you had previously thought it
to be, it is easy to gink into gloom and assume that your position is
already bad. At such moments, you may need to remind yourself that
you have not yet made any mistakes, so you cannot yet stand at any
disadvantage. You simply have a problem to solve. So stop moping
and solve it!

This, incidentally, is one of the few times when it is a good idea to pay
any attention to the past history of a position. Normally, all that
should concern you is the position in front of you. How you got there
is a matter of complete irrelevance. Except when you need to call the
previgus moves in evidence to acquit yourself of the charge of having
made a mistake,




WINNING AND LOSING

f} This opening position may be
A reached after either led o6 2.d4
d5 3.exd5 cxd5 4.c4 eb 5.Nc3 NfS
6.Nf3 Bb4 7.cxd5 Nad5 or 1.d4 45
2.04 6 3.Nc3 Nf6 4.Nf3 5 5.cxdb
Nxd5 6.3 cxdd T.exdd Bbd.
d Nowadays it is relatively commaon,
but when Najdorf found himself in
this position as White against
i g - Portisch in the Chess Olympics at

i Varna 1962, he had never seen it
before. Reaching it by the second
i : ® move order, Black's 7...Bbd was a
Dowelty, in place of the usual 7...Be7, With his knight attacked and
mob eager to commit his bishop to the rather passive post of d2,
Nigdorf continued 8.Gc2 Nc§ B.BAS and was surprised by Black's

t§Nxe8 10.bxc3 Nxdd. His first thought, he admitted after the
m was that he had blundered away an important pawn for nothing.

11.Qa4+ Neb 12.cxbd Qxd3 is very good for Black, he continued
11.Nxd4 Qx4 then paused to compose himself.

His reasoning followed two lines; firstly, Black has produced a new
{dea and won a pawn. It must therefore be a genius idea or an idiot
{dea. A genius is born every generation, an idiot every second, so the
odds are in favour of it being an idiot idea. Secondly, White has done
nothing wrong — his maves have been too natural to be errors, 5o his
tion cannot be bad. Having thus talked himself out of panicking,
ajdorf went on to win a brilliancy: 12.8b5+! Ke7 (12...Bd7? loses t0
18 Bxd7+ K1d7 14.Qad+) 13.0-0! Qxc3 14.Qed! Bd6 (14...Qxal loses
tha queen to 15.Bg5+) 16.Bb2 Qab 18.Rid1 Rds 17.Qh5 16 18.Qxh’
Kf7 19.Be2 Qg5 20.Bcl! Bxha+ (desperation, but 20...Qe5 21.Bh5+
K8 22.0h8+ Ke7 23.Qxg7 is mate) 21.Kxh2! Qo5+ 22041 resigns
(93...Qxal 23.Bh5+ or 22...Qxe2 23.Rxd8 is hopeless in either case).



MASTERY

As you progress at chess, you find that it appears at times rather sim-
ple and at other times extraordinarily difficult. The moments when
you think it is easy, however, are when you least understand the
game. When you learn the game, the board is a vast sea of pieces all
coming at you from unexpected directions, Gradually you learn to con-
trol the tactics, you acquire & quick sight of the board, and you learn
to eliminate blunders. Well almost eliminate them, anyway. Your
opponents continue blundering, and you win games by taking their
pieces. It's all so easy.

As you meet stronger opponents, however, you start losing games
without knowing where you're going wrong. Gradually you learn the
rules of positional play. You stop creating unforced weaknesses In
your position and you believe you have found the secret of invincibility.
Then you move to a higher level and start losing all over again. And
50 it goes on. You can move to a deeper level of understanding only
when you realise that there are vast areas of the game that elude
your mental grasp.

The philosopher Noam Chomsky once mentioned chess as an example
of something that is just beyond human mental abilities, but not so
far beyond them that we cannot make a decent stab at it. We're very
good at language, no better than rats at mazes, and somewhere in
between at chess.

So how good is a chess master? A master, if the term is to mean any-
thing, should be someone with at least a minimum level of professional
competence. It's a player with enough technique to play fluent chess
without thinking. Tt has been said that weak players think harder
than strong ones. That's probably true. There are more things for
them to work out. A strong player will smell out the potentially good
moves and eliminate the bad without having to analyse them.

In this final section, we shall explore some of the themes that together
comprise a master player’s judgement. These can only come into play
when your basic tactical and strategic skills have been formed. For
these ideas are the fine-tuning of good chess. Same of them, you will
discover, are aspects of the game that extend beyond the merely tech-




MASTERAY

into the peychological nature of the chess struggle. The higher
el yo mch,thammlmtantthatbemmeﬁ. Even if you never
gpme mpﬁyﬂwmﬂeﬁ;thmeidmsshmldhalpmappmw

’ theﬁhméaﬁ'the'gfeatplamofthepast,pmmtandmmre.
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51. The Grand Plan

We have spoken before of the importance of planning, and the non-
existence of plans. It's time to explain what planning in chess really
comprises. A strategic plan is not, as it is often portrayed, a clear path
from the current position to victory, it is more like a vast flow-chart,
with many decision points but each one containing an arrow leading
you in the right direction.

For example: you move a piece into your opponent’s half of the board:
if he doesn’t chase it away, it creates the cramped conditions that
allow you to increase your control of space; if he chases it with pawns,
they leave weak squares behind them; you manoceuvre a knight to
occupy the wesk squares; if he takes the knight, you recapture with a
pawn to gain an endgame advantage; if he leaves the knight there, 1t
forms the basis for an attack on his king; and se on, and so on.

At the end, you may join all the elements together and it shines
through like & motorway on a road map. When you started, however.
the whole plan was just a ragged lattice of interconnecting dark
alleys.

Perfect strategles can only be seen
with hindsight.

Sometimes, of course, you will formulate an attacking idea that reaps
dividends because your opponent did not see it coming: a little
regroup-then-smite manoeuvre that catches him napping. It will feel
like a strategic masterpiece when it comes off, but such a plan is little
more than a commando raid. For total warfare, the Grand Plan leads
from the opening through various possible middlegames into 2 num-
ber of different endgames. And whichever route the game takes, the
Grand Plan is the logic that holds it all together.




THE GRAND FLAN

] A leve] position with all the pieces
1 still on the board. Black to play and
plot a great victory.

The position comes from Benko-
Botvinnik, Monte Carlo 1968. ‘In
] his annotations written after the
q game, the former world champion,
{ playing Black, explained the five
gtages of his winning strategy as
follows.

(1) Bxchange pawns immediately
| d on e4 in order to ensure that
Whits recaptures with the pawn ruther than the bishop (since 1.. fxed
9.Bxo4 Nfb favours Black). (2) Exchange white-squared bishops with
Bh3, to eliminate a defender of é4. (3) Play exf4, forcing the recapture
with the g-pawn. (4) Attack the e-pawn with Re8. (5) Meet Ng3
(defending the pawn) with h6 and h4, when the weakness of the
a-pawn and white king must prove decisive.

'"he game comtinued I...fxe4 2.dxed Ne8 3.c6 Bh3 4.b4 Bxg?
8.Kxg2 exf4 8.gxf4 Re8 7.Ng3 h8 and White's game was beginning
to look ragsed. Black won in another 15 moves. And if White had
| played 2.Bxed, or 4.cud, or 6.Bxfd, or 7.Nbe3 instead of the moves in
the game? Well then, of course, Black would have followed a totally
different plan and written an equally lucid, but totally different note

to the position in the diagram.

A great strategist such as Botvinnik has all the plans at his finger-
tips. The opponent, by his choice of moves, determines which one
in used.

".l;,'a.‘ 6"?;?:
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52. Subgoals

While the concept of a Grand Strategic Plam, as cutlined in the previ-
pus section, may be difficult to grasp, there is a much eagier way of
looking at it. Black’s plan from the previous diagram position, seen as
it unravelled rather than from the perspective of hindsight, was not
so much a grand strategy as a series of subgoals. Botvinnik did not
create a weakness in his opponent’s position then exploit it; he first
created a potential weakness, then turned it into & minor liability,
then reduced White's mobility, then increased his space on the K-side.
Even after all that, he did not have a winning position, perhaps not
even a demonstrable advantage, but he was beginning to apply the
strains to White’s position that would bring about the devisive errors.

Withelm Steinitz, the first official world champion, was the first to
enunciate the concept that games may be won by such & process of
attrition rather than brilliant attacks. In 1885, he wrote this in the
firat volume of his International Chess Magazine:

*Ihe indiscriminate and chiefly tactical king’s side attack has been
superseded by strategical manoeuvres, marches and counter-marches
for gaining and accumulating small advantages at any point of the
board, and the calculations and combinations are made subservient to
the delicate shades of difference in the application of pesition judg-
ment, like the melody is melted into the harmony and dramatic
expression of Richard Wagner's music.’

In other words:

IG you hoard your small advantages, the winning
combinations will take care of themselves.

While you must aiways stay alert for the chance of an effective piece
of tactics, you do not need to worry where the brilliant finish is going
to come from. If you steadily improve your position, the combinations
arise naturally. '
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SUBGOALS

When the last round of the Keres
Memorial Tournament in Tallinn
1979 began, Tigran Peirosian was
hs a point ahead of the field
Playing White against Gyula Sax,

he seemed to be waiting to see

compromiging his own positien in
ol an attempt to win. This was the
moment when he decided that he
needed to win to stay shead of
Vaganyan. But how does White

b, such & sterile position? Answer: by accumulating small advantages.

Deny the d4 square to Black’s knight: 1.Nb1! Rd8
2 Rxd8 QxdB 3.c3! QdS.

Drive away that irritating queen: 4.Nd2 Bf8
5.Qb1! Qb5 (after 5...Qkbl+ 6 Nxbl, White plays
to create Q-side weaknesges with moves such as
b4, Nd2, Nb3, ad and a Iater a5 or bh, or even Be2
and Bed.) 6.Qe2 NdB 7.Qb3 Qd3 8.Qecd QdE
8.Qe2 Qeé 10.Qd3 Bel.

Advance on the Q-side to create a weakness in
Black’s pawn formation: 11.a3 Qe7 12.b4 Nd8
13.Ncd Nd7 14.Bg4 Ne6 15.Nab! b5 18.Nc8 Qe8.

Expose the weakness: 17.c4] and Black is already
lost. After 17...bxcd 18.Qxcd, he cannot defend ab.
Sax played 17...Nf8 18.cxb5 axbhd 19.Qxb5 Nxed
but after 20.Qc€é Nd6é 21.Qd5 his game was
almost hopeless. There followed 21...h5 22.Bxe6
fxe8 23.QcS N5 24.Qc2 Bg7 25.b5 Nd4 26.Qc4
Qd7 27.ad Nf5 28.Qe2 and Black resigned. The
a-pawn is too strong.
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— 53. Judgement or Calculation? —

It has been said that weak players do more brainwork than strong
ones, That is probably true. Strong players can rely far more on
judgement to tell them what moves are worth considering. A strong
player may reject instinctively & move that a weaker one will have to
analyse in depth. But how much should one trust one’s jndgement?
When you feel that a move is wrong, but you cannot quite find the
moves to prove it, do you let judgement overrule calculation or
vice versa?

There is no clear answer to that question unless it is to say that
judgement and calculation must be allowed to argue things over until
they are reconciled. If is, after all, the counter-intuitive moves that
make for great chess. But if judgement must always be supported
by analysis, what's the point of making the judgements in the
first place?

That’s an easier one to answer.

[ Chess Is full of problems. You need good
judgement to know if they have solutions.

You will not find a winning combination without first sensing that
one is in the air. You will not find the right path to eguality unless
you correctly judge that such a path is there in the first place.

Players make concessions and accept weaknesses unnecessarily
because their judgement is at faunlt. They miss clear winning opportu-
nities because their judgement does not tell them to search for them.
Looking for a good chess move is like looking for a lost sock: the
search becomes far more directed and systematic if you have good
reason to believe that what you are looking for is there to be found.
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JUDGEMENT OR CALCULATION?

%] Black to play. Should he take the
¥ pawn on e4, or not?

ﬂ Wilhelm Steinitz quoted  this
2 A position from a Morphy-Lowenthal
| game a8 an example of the superi-
ority of the ‘modern’ (Steinitzian)
, tal school over the older
(Morphy) calculation-based play.
_________ Lowenthal played 1...d5, which
€] led him into difficulties by opening
1 the garae with his king still in the
centre. Steinitz claimed that Black
8 should take on o4 without thinking:
iy fiewt-class player would grasp at it now without wasting much of
B Hme allowance, and probably a second rate man, who has followed
S notes of modern analysts, would not hesitate maeb.’

B Arement toid Steinitz that it mustbegmiunpnnﬂple to take an

Ppor t's centre pawn. What is interesting, however, is the way he
: pmduma analysis to substantiate his claim. Lowenthal claimed
t 1..Nxed4 was too dangerous, citing the variation 2.Rel db
xed! when 3...dxed loses the queen to 4.Bx{T+!

wh,huww,mththemnﬂchunthatl..ﬂm must be correct,
; to lock more deeply at the position after 3.Rxe4 and found the

p-8.. fB!Nuwthethreatnfdxe&mmalandﬂlackmustmgamhm
y with advantage. 4.Rxeh+ fxeb 5.Qh5+ Kd7 is insufhicient for
te and the sly 4b3!? hoping for 4...dxe4 5B7+ Ke7 6.Ba3+ is
simly met by 4.. Be?!

Rowenthal and Morphy were both seduced by pretty tactics with
"D Ruod dxed 4.Bxf7+. Steinitz started with the assumption that
1,..Nxze4 must be the correct move, so forced himself to find out what
2% wrong with White's idea.

— 113 —




BETTER CHESS

54. Flexibility

Flexibility’ is a word we have already mentioned several times, and
the higher the standard of chess, the more important it becomes. A
good game of chess is like a long baseline rally in tennis. Each player
endeavours to manoeuvre the other one until he is sufficiently out of
place to allow a winning shot in an area of the board/court that he
eannot resch. Any chess position is in a constant state of dynamism,
with a variety of attacks and manceuvres lurking in the realms of
strategic possibility, but waiting for the most auspicious moment. The
key to maintaining the correct balance is flexibility.

When direct attacks do not achieve anything, one must look for a
move that will come in useful whatever direction the game turns. It
may be a move that seems to accomplish nothing immediately, but
will surely come in useful later — if only to deter the opponent from an
otherwise promising continuation.

The most difficult moves to find are the
ones that do nothing.

Especially when the position halds a good deal of tension, the tempta-
tion to do something can be very strong, but the true art of fine
positional play is to maintain flexibility, holding the tension until it
can be released with the maximum effect - or until one's opponent is
forced to release it himself in unfavourable circumstances.
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FLEXIBILITY

This was the position after Black’s
12th move, 12...f5, in the game
Karpov-Korchnoi, London 1984,
What should White play now?

Black’s last move signals ~his
aggressive intentions: he may,
according to circumstances, play
..f4, or ...g5 and g4, or ...Nf6 and
Ned.

White's most natural moves

Ay appear to be 13.Qb3 (attacking d5
e o= 1 and gupperting the b-pawm) or

10,151 (to help 2 later push of the b-pawn) or 13.Rel to begin opere-

bns on the cfile. Instead Karpov played the hyper-flexible (though

4 Arst sight irrelevant) 13.Rel!

from being pointless, however, the move is full of latent strength.

178 The rook is beautifully placed to meet a later ...f4 either with
oxf4, when it will pose immediate threats on the e-file, or perhaps
gven with e4 again opening the e-file to give the rook activity.

@ IfBlack plays .. Nf6 and Ned, White may want to expel it by
moving the knight from 3, then playing f3. In that case the rook

_ atands best on-el, both to defend e3 and to prepare a later break
with ed. ]

® Moanwhile, on the Q-side, the most likely change in structure 1s
far Black 10 play ...c6 and meet b5 with ...c5. White’s dxe5 will
then leave Black with an isolated d-pawn, which he will want to
uchangebyadvancingittoﬁ—whenagainthemkunelwﬂl

~ then come into action after exd4.

% Finslly, if Black is going to attack on the K-side, it might be wise

" to keep the queen on d1 rather than stray off to b3 right now.

Phis may all seem far-fetched, but look how the game continued:
P8...g5 14.Rc] Kh8 15.Bd3 c6 16.b5 g4 17.Nd2 ¢b 18.dxec5 Nxob
K 29:Nb3 Nxb3 20.axb3 and just when Black wanted to play ...d4, he

‘yyas unable to do so because of the rook on el. After 20...Rc8 21.Ne2

1 22.Qxcl Qb6 23.Nf4 White held the advantage and went on to
win in 38 moves.
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55. Minority Attack

The previous diagram gives us an opportunity to enlarge upon two
recent themes at the same time. We have mentioned the idea of a
Grand Plan and we have just spoken of Flexibility. The Minority
Aitack gives a specific exarnple of both ideas.

Under most circumstances, you need a preponderance of pieces in a
particular area of the board to expect an attack to be successful. But
here's the paradox:

A minority of pawns on one wing can be used to
create structura! damage in the opponent’s camp.

The typical position arises when both sides have pushed their
d-pawns two squares forwards, Black has met White's ¢4 advance
with efi, and cxdb has been answered by exd5. White then has a
minority of pawns on the Q-side and the Minority Attack is ready to
swing into operation. It gives a fine exampie of the sort of flow-chart
referred to in Section 51.

Black plays c6, White plays b4. Black may then aliow b5, or prevent it
by playing b5 himself If Black plays ...b5, he will try to bring a
knight quickly to c4, to shield the c-pawn. White may aim to bring his
own knight to cb, or aim for a break in the centre with e4. If Black
does not play ...b5, White will advance b5 himself which Black may
meet by: a) allowing bxc6 and meeting it with bxc6; b} allowing bxc6
and recapturing with a piece on ¢6; ¢) playing cxb5 himself; or d) playing
¢5. The first of these leaves him with a backward c-pawn, the others
all leave an isolated d-pawn.

In a nutshell, that's the Minority Attack, and we have not even
touched upon the other branches of the flow-chart where Black pre-
empts b4 by playing ...a5, or where White shifts his attention to the
centre and plays for {3 and e4.

Put them all together and you have a Grand Plan - and the diversity
of its various branches gives an idea of the flexibility demanded in
pelecting the early maves.
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MINORARITY ATTACK

position, from Byrne-Eligkases,
Helsinki 1952, was the typical
weied result of a successful Minority
% A Attack. White’s b4 had been met
by ...a6; he continued with &4 and
b, when ..axb5 eliminated the
a-pawnis and bxef led to the struc-
] ture now on the board. Black's
only weakness is the pawn on ¢b,

G which can be defended as easily as
2 | it can be attacked, but this still
Bliwweed fryriad the basis for White's viciory.

, followed: 1.Rel Nh4 (tricky: he plans to meet Rxc6 with Nxp2!
Qed+) 2.Qe2 Ra8 (with the same idea} 3.g3 Qe 4.Nel Nf5 (now
NS plan i 5Rxc6 Nxe3!} 5.Qc2! @xc2 6.Rxc2 Ne? 7.KN f8 8. Ke2
Y 0. NS Keé 10.Rb2 Ra7 11.¢4! (White cannot win solely by pres-
Bie against c6; he must create an object of attack on the K-side too.)
e i 12.Rh8 Kf7 13.Rh8 Kg7 14.RdB Re7 15.Nc¢5 Ef7 16. K13
Bt 17.Kg3 Ra7 18.Ra8 Rc7 (18..Ne? would have been strongly
2t by 18.Nd7.) 19.Na6 Re 20.Rd7+ Ne? 21.Nc5 Ra8 22.Rd6 Ral
M4 Kiastens the end, but Black was unwilling to remain totally pas-
s, After 22.. ReB, White can increase the pressure with hd followed
M and ed) 23.Nd7 15 24.NeS+ Kg7 25.h81 (calmly does it)

hwd 28.2xgd Rel 27.Re6! Ng6 (27. KB loses & pawn to the

',‘f y 28.Nf3) 28 Rxc8and White’s extra pawn was enough to win

a0 GRIVE.

White's play in this sequence was the classical strategy: use one
mmknmtoﬁamupponentduwn,thenstmtchhisdefmm&
Iy attacking something on the other wing. His task would have been
geade far more difficult had Biack seen it all coming and played ...hd!
rasmewhere botween moves 7 and 10.

"

,I'I 1r.-
;|ll 1
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—— 56. Dialectical Materialism ——

A fundamental precept of the communist doctrine of dialectical
materialisn was that capitalism had become a barrier to progress.
Much the same can be true on a chessboard, though the materialist
melination always exerts a powerful influence on our thought processes.
The temptation to cash in a positional advantage for a concrete gain
in material is strong, but bear thiz in mind:

An enemy pawn in the hand may be
worth less than one on the board.

Capturing a pawn may free the opponent in two ways. Firstly, and
most obviously, it will free the pieces that would otherwise have had
to defend that pawn. Secondly, it may open important lines and free
for later use the square on which that pawn stood.

There is another side to this concapt too: sometimes it is better for a
defender to surrender a pawn rather than stubbornly keep it defended.
Imagine the following endgame: each side has a rook and four pawns;
white has four pawns on the K-side and a rook on a6; Black has three
K-side pawns, a pawn on a7 and a rook on ¢7; both kings are behind
their K-side pawns. 1 have several times seen players lose the black
side of such endgames by refusing to give up the a-pawn. While White
advances his pawns and his king, eventually creating fatal weaknesses,
Black just sits there, locked behind his third rank by the white rook.
Instead, he should, nt some stage, give up the pawn, when the
endgame is usually a draw. But throwing a pawn overboard is some-
thing most players find difficult to do.
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DIALECTICAL MATERIALISM

._ Biack to play: what result?
g #1 White to play: what resuit?

n This position, from Pachman-

' ” #1 Hromadka, Prague 1944, is a
' | remarkably instructive example of

.1 : the way capitalism mey impede
i

-

¥

f;f Objectively, it should not matter
ﬂ whose move it is: Black's bishop is
%A bad encugh to lose the game for
him. For example, with Black to
, - move, the game might continue
8. Bd4 2. Nel B2 3.Nf3 Bd4 4 Nha+ Ki6 5Kh5 Bf2 6.Nf5 Bgl 7.Nh6
B4 8. Ngi+ Ke6 9Kg6 Bgl 10.Nh6 Bdd 1LNf7 Be3 12.Ng5+ Kd6
o .Bxgs 13.Kxgh is hopeless for Black) 13.Kf5 Bdd 14 NfT+ Ke7
B MNxe5. White then has various ways to win, including the simple
of Nd3, e5, Ked, Nf4 (if pecessary to chase the black king from
E‘ . Kd5 and Nd3 winning the ¢-pawn too.
Bn fact, it was White’s move in the actual game and, instead of follow-
{ng the ame plan with 1.Nel he made the greedy ervor of 1.Nxe5?
J' ey which the position is probably drawn! Black plays L...Kf6 and
N brings his king as rapidly as possible to d6 or ¢6. The threat of win-
‘plng the c-pawn makes it impassible for White to continue with his
‘winning pla. For example 2Nd3 Ke6 3.c5 Kd7 4.Kf Kcb when
8 MxeB+ Kxc5 leaves a drawn endgame, while 5.Ke6 Bcd leaves White
|' ghable to make progress, White's best chance is fo bring his king over
| 0 the Q-side beginning with 2.Ki3, and leaving the pawn on c4, but
g probably still hold the draw. Even if White can win, the
“saterialistic 1.Nxc5 is certainly a more difficult way to do so than the
Y$urely tachnical plan outlined above. Black’s position oddly improves
§ios the pawn disappears from 5. With that square available for his
dne Black has far better defensive possibilities.

4 s
P

I

m

i
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57. Material and Time

In the previous section, we saw it may be a poor decision, on position-
al grounds, to win one of your opponent’s pawns. Even though any
win of material is tempting, it ought not to be difficult to see the
advantages of leaving your opponent with a pawn that is interfering
with the communications between his own pieces. Even more difficult,
however, is to take the decision not to capture a pawn because it
slows down a positional plan.

The great 18th-century French champion Frangeis André Danican-Philidor
assessed the value of a pawn to be three moves in development. Since
the capture of any pawn i liable to cost two moves (one to take it and
one to return to base), that means you should think twice about mak-
ing any pawn-capturing detour. Philidor's rate of exchange, however,
was designed for play in the openings. In the nuddle pame, such
valuations become more fluid. In some positions, time is of the
essence and a pawn or two may be irrelevant to the main business. In
others, the win of any pawn is a matter for preat celebration.

lﬁ pawn is a pawn, but two moves may be more usaful.'

When you have built up a favourable position and have the chance to
win a pawn, usually it will be the right thing to do, but it is always
worth sparing a thought {6 ask whether the time you spend capturing
it will give your opponent the chance to get back into the game.




MATERIAL AND TIME

e A B White to play. Should he pocket
. i A the pawn on h7 or not?

The position arese in the third
game of the Botvinnik-Tal World
Championship match in 1961.
White has a number of advantages:
77 1 the mobile mass of K-side pawns;
4 the chance of mounting an attack
down: the h-file and on the white
squares; the possibility of taking
the pawn on b7.

The average strong player will
i now is the time to cash in the benefits,’
:. . wﬂl P]ay I-BIbT.

A more cautious player might see the variation 1.Bxh7 d31? 2.Rxd3
b8 und be frightened off.

A Yoge jumpy individual might decide that 1.Bxb7 d3 2.Qe3 is rather
good for White afer all

But it took a great player like Botvinnik to ignore the pawn on b7
{otally and play 1.Bed! White plans to continue with Rh1, Bd3, f4 and
a8, with an irresistible attack. The game continued 1...c5 2.b5 Bf6
D4 d8 (a desperate attempt to exchange pieces and gain a hittle room
fa manoeuvre. before he is squashed by e and Bd3) 4.Rxd3 Rxd3
A Bxd8 Bd4 6.e8 g6 7.Rh]1 Kg7 8.Qed b6 9.Bo4. Here the game was
| . but Black resigned without resuming play. ARer 9...Qe7
{na.good as anything) 10.g5 White threatens Qe6 followed by Qf6+,

-10...Re8 is dealt with by means of 116! gx{5 12 Rxh7+! Kxh7

' and 14.Qh8 mate,

“WWhile Black’s resignation seems a little premature, it is clear there
§ nothing he can do against a systematic advance of White's e- and
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— 58. Planning for the Endgame —

While we are on the subject of not accepting pawns from strange men,
there is one more example worth citing that brings in another impor-
tant theme. However deeply engrossed you may be in the intricacies
of the middlegame, you should always be thinking, at least in the
back of your mind, about the endgames that may result from
exchanges.

The transition from middlegame to ending is one of the most vital
aspects of strategic play. When you lose a game without knowing
where you went wrong, the chances are that it was in this phase of
the game. Indeed, even in the opening, it pays to keep half an eye on
the various endgame possibilities.

You should always be asking yourself which pieces you would like to
retain in an endgame and which would benefit you to be exchanged. If
you have an advantage, how can you realise your strategic ohjectives
without giving your opponent the chance to bale out into a tenable
endgame? If you are grimly defending, how can you salvage half a
point by swapping off the right places?

In the transition from middlegame to endgame,
large advantages can turn into draws and
small disedvaniages may become losses.

As we have seen before, the inherent uncertminty of middlegame
evaluations dissolves into a far clearer picture when the endgame is
reached. Switching from one to another demands considerable
flexibility in one’s thinking patterns if the correct decisions are to
be reached.
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] White to-play-in Fischer-Taimanov,
| Vancouver 1971. What should he

do about the attack on his d-pawn?
Push it with 1.d6; defend it with

Raving eliminated 1.d6, on the
grounds that after 1...Qe6 or Qb6
| the pawn on d6 i3 more likely fo
A be a liability than a strength, most
1 players would quickly apt for 1.c4.
| Black's pawn on e4 is not going 0

be easy to defend if White doubles
ks on the e-file and supports the attack with Qc2. So let's play c4,
ound up the e-pawn, then think again.

| $iacher, however, pursued that thought and came to a very different
& spaclusion. Just suppose White dees play of then attack ed with
#vervthing he owns. Black will probably double rooks on the e-file too,
{hen after Bxed he will wait for the bishop to move, then exchange all
| $he rooks. Finally, Black will position his knight on d6 and challenge
¥ White to make progress. White's bishop has nothing to do and,
1 dupite his extra pawn, the game will probably end in 2 draw.

!. Instead Fischer continued 1.Rfel! Rxd5 2.Rxed+ Kd8 3.Qe2 Rxdl+
&Rxd1+ Qxdi+ Qd7 5.Qxd7+ Kxd7 8.Re5 b8 7.Bf1 a5 8.Bcd RIB
and won a long and-beautiful endgame in which his rook and bishop

aved themseives superior to the black rook and knight. (See the
et soction for full details.)

o offact, the decision Fischer tock in the diagram position was to prefer
‘% position with level material but & clear and permanent positional
difleantage to one in which he would have been a pawn ahead but with

§ile prospect of making that advantage felt, Even when expressed as
"Whausibly as this, however, such a decision can be difficult to make.
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—— 59. Bishops and Knights (2) ——

First they tell you that knights are better than bishops in blocked
positions, Then they tell you that bishops are better than knights
when there ia play on both sides of the board. Then they say that
knights are better than bishops when the pawn structure is sym-
metrical — because passed pawns will then not feature to shift attention
from wing to wing. Finally they tell you that bishops are better than
knights when the bishop can find something to attack.

It's all very confusing. The nearest one can get to a definitive evalua-
tion combines elements of all these rules of thumb.

A bishop is better than a knight when widely
separated areas of the board demand attention
simultaneously, and the bishop is able to
affect play in both areas at the same time.

When the pawn structure is still fluid, the player with a bishop
against a knight should strive to obtain just such a position. As long
as attention is hable to shift rapidly from side to side, the bishop is
likely to be the superior piece - aa long as it can actually find some-
thing to do, or at least help the pieces that can affect matters directly.

One word of caution, however: positions in which g knight is superior
to a bishop tend to be easier to play for the side with the advantage
than positions i which a bishop is better than a knight. One slip with
a good knight againgt & bad bishop is liable to make little difference -
the plodding knight can just work its way round again to re-create the
opportunity. But a mistake with the bishop may allow a knmight in to
gobble up some defenceless pawns. A good bishop, after all, tends to
be one that is not defending its own pawns.
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BISHOPS AND KNIGHTS (2)

Here is the positwn in which we
left Fischer and Taimanov last
time. Black's rook has just moved
to defend the f-pawn How is
Whits to create the conditions that
make his bishop decizively superi-
or to the knight?

As usual, the key must be o create
points of attack on both wings.
The Q-side ie already catered for:
White's long:term objective is to
| infiltrate with his king to b5. This
- alone, however, cannot be enough;
White must also fix the K-side pawns in a manner that gives him
n Bopes of infiltration on that wing too.

The game continued 1.Kg2 Kd8 2.Kf3 Nd7. 3.Re3 Nb8 4.Rd3+ Ke?
1§08 Nc8 6.ReS KdB 7.a4 Ne7 8h3 Nc6 9.h4 h5 (Worried about
White's plan of h5, g4, g5, Kg4 and gxh8 followed by Kib and KI5,
Palmanov puts a stop to the pawn advance.) 10.Rd3+ Ke7 11.Rd5 f5
1S.Rd2 Rf6 13.Re? Kd7 14.Re3 g6 15.Bb5 Rd6 16.Ke2 Kd8
§7.843! Kc7 18.Rxd6 Kxdé 19.Kd3 Ne? (Both sides have been aim-
lng for this pesition. With a blocked pawn formation and passed
wns and & blocked structure, Black trusted his knight, but Fischer

' judged it better.) 20.BeB! (tying the knight to defence of gb)
80..KdS 2187+ Kd6 28.Kcd Kc6 23.BeB+ Kb7 24.Kbo NeB
M.Bo6+ (not 25.Bxg6?? Nd6 mate) 25...Ke7 26.Bd5 Ne7 27.Bf7 Kb7

HEb3! Ea? 29.Bd1 Kb7 30.B£3+ Kc7 (30... Ka7 31.Bg2 Ng8 32.Kc6

KB 33.Kd6 Ned+ 34.Ke6 Nxgd 35.Kf6 Ne2 36.Kg5! leads to a win for
White.) 31.Ka6! Ng8 32.Bd5 Ne7 33.Bc4! Nc6 34.Bf7 Ne? 35.HeS!
%48 (the only inove) 36.Bxg6! Nxg6 37.Kxb6é Ed7 38.Kxcl and the
lumbering knight was no match for the white pawns: 38...Ne7 39.b4
! githd 40.cxbs NeB 41.a5 Nd6 42.b5 Ned+ 43.Kb6 KcB 44.Kc6! Kh8

' §.b8 resigns.
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60. Positional Dynamics

Most advice you will see on evaluating positions deals with the
problem by considering tactics and strategy as two separate entities.
You make a dynamic evaluation of the tactical possibilities by caleu-
lating all forcing variations, and you make a static evalustion of the
strategic possibilities. At the end of each tactical variation, you add
up the material on the two sides, you compare the weaknesses, and
you look at the relative effectiveness of Black's and White's positions.

There is, however, another leve! of strategic judgement in which it is
insufficient to jook at the static features of a position. For certsin fea-
tures of a position, however much they may form part of the land-
scape, are liable to change. Those potential changes form the strategic
dynamics of a position, which is the most difficult aspect of positional
assessment to come to terms with

H is not enough to consider only the
structural features of a position; one must also
take into account what they are liable
to tumn into n the future.

We have met one example of this idea already. In the Minority
Attack, Black has a perfecily sound structure with pawns on a7, b7,
¢6 and d5 free from weaknesses. As we have seen, however, if White
plays b4 and b5, Black cannot avoid a weakness being created.

You may apply all the rules of sound strategy to a position and
emerge with a clean bill of health. Yet a few moves later, you will find
yourself with weaknesses, and there was no way to avaid them.
Statically, your position was sound, but the strategic dynamics were

agaist you.




POSITIONAL DYNAMICS

A . d  champion, G
| Rasparov, made a good living cut
8 1 of this position in the mid-1980s.
Any static asseasment of the posi-
tton would be bound to conclude
that Black has a parfectly good

" . —‘——— -4 Black’s latent drawbacks only
Earge when you begin to consider the waye in which the position
bsy metamorphose. White plana to increase the pressure on the
M diagonal by playing Ne5. If Black captures the knight with his
Mahen when it reaches &5, then he is left with a bishop distinctly
Jore passive than White's. If he anticipates Neb by playing ...Nd7,
Uhen White may consider playing d5, liquidating his isolated pawn
Lind lsaving himself with pressure against both 7 and b7. If he piays
\1wNd5, then Nxd5 followed by Ne5 will favour White. Black'a position is
#iio a8 it stands, but White has far greater potential for improvement.

| Rasparov-Short, Brussels 1986, gave a drastic example of the way
can develop: 1...Bgh (expecting 2.Nxg5. Qxg5) 2.Ral! Nd7 3.45!
M8 LNd4 Bg6 5Neb! fxeb 6.dxeé Kh7 7.Gxd7 Qb 8.7 Rfe8
fWhite cannot maintain his pawn on 7, but while Black is winning it
b conjures up & winning attack ) 9.Qg4! QS 10.Ned! Que? 11.Be2!

B 1233 QdB (the threat was 13.f4) 14.Radl Qa5 15.hd! Be7
$8.No3! Bxe2 17Rxe7 Rg8 18.Rdd7 BfS 18.Rxg7+ Kh8 20.Qd4

algns.
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—— 61. Preserving the Balance —

There are two types of position in which the chances of White and
Black may fairly be said to be equal. The less interesting type i
where nothing much is happening. The two armies may have met in the
centre and led to a blocked position, or they may be quietly getting on
with their own manoceuvres, hardly having come into contact with one
another. In any case there are no imminent skirmishes and the real
battles have either already been fought or are well aver the horizon.

Then there are the exciting positions of dynamie equilibrium where
chances are balanced because threats, counter-threats and mutual
defences, both actual and potential, hold each other at bay in a state
of heightened tension. In such positions the task of each player is to
preserve the balance.

In positions of dynamic equllibrium, the player
who first upsets the balance is the one who loses.

Like a boxer who lets down his guard momentarily when trying to
throw an unjustified punch - and gets walloped for his error — a good
player must keep his nerve, and his defences, intact and not upset the
balance.

It often all comes back to a feeling for the centre of gravity of a position,
A complex position can be like a cumberseme object resting on a small
base. If you move one piece to the wrong square, it moves the centre
of gravity and causes the whole thing to topple over.




PRESERVING THE BALANCE

White to play, in Alekhine-
Capabianca, St Petersburg 1914.
All the action centres on the e-file

Perhaps the first thing to note is
there is no reel threat to the f-pawn.
If it were Black's move, 1...Rxfb
could be met by 2.Bg5! or 1...QxiB
by 2.Qxf5 Rxf5 3.Bxc5! Nevertheleas,
b the defence of f5 will surely soon
8-~ % | be a pressing problem. White
might consider 1Bd2 or 1.Bel,

iempting to exchange some rooks, or 1.g4, supporting {5.

| gtead, the young Alekhine, playing his first game against the man
B was to defeat 13 years later for the world championship, upeet the
Mlance with 1.QbT?

Rin tactical grounds, the move looks justifiable as it pets the queen in
§mong the black Q-side pawns, but there i 1o much happening on
L atharwing—where,aﬂarall,White‘skingmuidm-fnrsmhapul-
My to be justifiable. There followed 1...Qxf5 2.QxcT Qo8 3.Qxa7
3 TE Now Black is beautifully centralised and there is no quick way
e the white queen to return to the defence. The game continued
Nt4! 5.Rd2 Nxg2! 8.Kxg2 Qg4+ 7Xf1 (7Khl Rg5! 8.QbT7 d5
at ance for White) 7...Qh3+ 8.Ke2 Rxe3+! (With this, Black
hissam'iﬁmdpieceandwinsthegamebecauseufthee:posed
Rite king.) 8.fxe3 Qxe+ 10.Kd1 Qxel+ 11.Ke2 Qed+ 12.Kb3 Qcb
lpldﬁt&aﬁ%l&ﬁnﬁﬂhﬂi&hﬂhﬂl?.uﬁﬂbhﬂhite
Nalgned. After 18 Kbl Re8 19.Rc2 Rel+ 20.Rel Re2 it is afl over.

 Siablance did not need to see any of this when he allowed 1.Qb7 in

| dhgrammaitinn.Hispusitianalamsewmldhmtoldhimthat

maove was wrong and, as usual, he found precisely the correct way
pove it.

¥ 4

|r




— 62. Crime and Punishment ——

What we saw in the previous section was an example of one player
sinning against the principles of sound strategy and being punished
for it by simple, correct play. Sometimes, however, a crime may only
be punished by a mave, or series of moves, that appears to transgress
the game's principles themselves. And this explains why one of the
great paradoxes of chess is doubly true:

You can win a game by playing bad moves. I

Firstly, you can win a game by playing ‘bad moves’ — meaning moves
that offend normal principles — as the correct means of exploiting a
previous error of the opponent.

Secondly, you can win a game by making objectively bad moves, when
your opponent cannot bring himself to make the necessary bad-looking
moves in reply. When Alekhine played 1.Qb7 in the previous position,
it might well have won the game for him against a lesser oppenent. If
Capablanca had meekly tried to defend his Q-side pawns instead of
sacrificing them, it could have led to White's seizing the initiative.
While we should not want to encourage the deliberate playing of bad
moves, it can often be true that dubious moves set the opponent more
problems than correct ones.

Again we come back to the relationship between judgement and
caleulation. You need good judgement to sense when your opponent
has made a mistake. When that happens, you know you must look for
a way to exploit it, and that (as long as your initial judgement was
correct) gives you permission to break the normal rules of sound play
yourself.
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CRIME AND PUNISHMENT

e aiakd  White to play in Kamsky-Karpov,

- ] Dortmund 1993, His queen is
attacked, and White must decide
ot el whether to retreat it to &2 — not

E 4 egpecially aggressive, but ready
for action in the centre, K-side or
Q-=side when necessary — or com-
mit the queen to the K-side with

1.Qh4 as Kamsky played. How
should Black react?

The obvious developing move is
]| 1...0-0, but this runs into great
trouble against 2.Bxh6! gxhé
B Qb8 when the threat of 4. Ngb gives White a winning attack.

Beck con exchange the dangerous white queen with 1...Nd5 2.Qxd8+
Mxdd or 1...Qab+ 2.Bd2 Qhb 3.Qxh5 Nxhb, but either of those leaves
jMin with an uninspiring position. Black could try 1...Be7, but it
$eams illogical to move the bishep again, especially to an inherently
| Jse active square.
‘SPawnov’s solution was astonishing and only explicable when seen &5 &
way of punishing White for the decentralising 1.Qh4. He played
I L,..Ke7M az a meana of protecting his rook on h8 and thereby threat-
gaing 2...g5! Suddenly White's king does not look so well nlaced on h4
Aer all. White can play 2.Bf4, in order to meet 2...g5 with 3.Bxd6+
4.Qg3, when Black’s position has been rather locaened by his
Mwn advance, but simply 2...Bbd+ 3.Bd2 (otherwise...ghb comes)
§..Bxd2+ leaves Black comfortably placed. He can always castle
ganually with _..Re8 (or Rd8) and Kff if need be.

ARak) played 2.Ne5!? sacrificing a pawn after 2...BxeS 3.dxed
+ 4.c3 QxeB+. With his king in the centre, Black needed to play
lously after the further moves 5.Be3 b6 6.0-0-0 g5 7.Qa4 ci
Shel Bd7, but with an extra pawn, his position was preferable.

i Black not found the extravagant 1...Ke7! White's Qhd would
e Woked like a good move. In order to expose it as inferior to the
by flexible 1.Qe2, Black had to break the rules himself.

L)

— 131 —




BETTER CHESS

63. Writing and Editing

Many novelists stress the difference between two aspects of the
creative process. First comes the writing: the characters and plot are
defined, the problems they face are identified and resolved, and by
the time that is done, the first draft is ready. Then comes the editing
stage, with its fine-tuning and polishing, when all the style is put into
the work. For some writers, it is essential to separate these two
stages. When the mind is in a creative phase, it is impossible to pay
the close attention to detail that editing demands; and when it is
engaged in editing, there is no hope of taking an overall view of the
grand scheme of the work.

Chess players have the same problem: the vague thought processes of
general planning are incompatible with the detailed analysis of
tactics. In ‘writing’ mode, the player is looking for ideas, sensing
possibilities, and improving his general feel of the position; in ‘editing’
mode, he analyses concrete variations.

The routine most players naturally fall into is to ‘write’ when it is the
opponent’s turn to move — gazing vaguely at the board, or even walking
round the room, letting ideas pestate — and ‘edit’ when their own
clocks are running. Which explains one important paradox:

It is easy to blunder when your opponent
Is short of time.

When you have been jolted out of your ‘writing’ mode by a quick
response, it is easy to make a huge misjudgement. One solution is to
make & conscious break in your thoughts, just to switch from one
mode to another. And that is why the old school of Soviet grand-
masters in the 1950s and 1960s always wrote down their moves
before playing them. Think, decide, write ... then ask yourself: ‘Is this
2 blunder? By breaking your thought patterns before asking the
guestion, you are more likely {0 come up with the correct answer.
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WRITING AND EDITING

Pathology of a disaster. It is White
to play in Short-Kasparov, 10th
game, 1993 World Championship,
and he must choose the most effec-
tive way to make him force his
passad pawn home.

One good idea is 1.Re6+ Bxeb
2 Nxeb Quef (2...Qxd7 loses to
3 Nfg+) 3.d8=Q when White's
extra piece should win the
- endgame.
S = =1 Angther good idea is 1.Ne8! as
N played. Since 1...Bxe loses to 2.48=Q and 1...Gxd7 losés to
N8+, Kasparov tried to confuse matiers with 1...Qh2(1). There
Miowod 2N#4+ Khé 3.Nd3 Qgl+ when White suddenly noticed that
B4 fotended 4.Nel would be met by 4...Qg4!), threatening both Qxd?
Bl Qi1 mate. The game therefore continued 4.Rel Qg5 5.Neb gé
_E'-:-rl Bes 7.Nf1+ Bxf7 8.Rxf7 Qdb 9.Re7 Qd6 10.Rf7 Qd3 11.Ned
. 12.Nd2 Qd3 draw agreed.
'Whimﬁmudﬁmmdmwbreammhinequem,andmmmm
prating rather than editing mode, he would surely have spotted one of

!

% Instead of 2.Nf4+; he could have won at once with 2R3, meeting
oy queen check with 3.Rf1.

Instead of 5.Ne5, he could have played 5.Rh1+ Kg6 6.NeS+! Ki5
7.Neb!

And instead of 9.ReT?, he could have played 9.Ne4! Q3 10.R2
Qxd7 11Rh2+ Kg7 12.Rxh7+! Kxh7 13.Nf6+.

iite simply let the tension of the occasion and same unexpected
Ranites throw his normal thinking patterns completely off balance.
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64. Throwing Salt

Each bout of Sumo wrestling begins, before the contestants try to
shove each other out of the ring, with a display of glaring, squatting,
stamping on the ground and throwing copious handfuls of salt. It is
all part of a ritual face-off during which the wrestlers size each other
up and build up their concentration for the ensuing fight. It is said
that some 70 per cent of all contests are decided during the face-off,
before the wrestlers make physical contact. One man becomes so
intimidated by his opponent’s confidence, by his very presence in the
ring, that he knows he will lose.

No wonder then that so many grandmasters are Sumo fans. For while
every chess game is being fought out on the board, a similar face-off
takes place hetween the players. And it lasts the entire duration of
the game. From the initial handshake to final resignation, every ges-
ture, every twitch, every change of body posture plays its part in each
player’s attempt to assert his authority. Few players indulge in delib-
erate gamesmanship, but even fewer fail to influence their opponents
unwittingly through body language at some atage of the game.

Players frequently glance at each other’s faces, not in any conscious
attempt to read lipe or minds, but because a lifetime’s experience has
taught them, whether they realise it or not, that valuable information
is gleaned by doing so, The young Boris Spassky taught himself to
adopt a perfectly blank expression - a ‘clown’s face’, as he called it —
to avoid giving his opponents information on his emotional reactions
to their moves,

’ Poker faces work at chess too. I

Sensing what your opponent thinks about the position is a valuable
asset; it pays not to let him know what you're thinking too.




THROWING SALTY

White to play in Fischer-Tal,
Belgrade 1959. A classic example
of a ‘psychological trick’.

We mentioned, in the previous
section, the Russian habit of writ-
ing down moves before playing
them. This position is & classic
“4 exsmple of that concept being
turned inside out to the detriment
of its practitioner. It is an even
better example of a player win-
ning a game through his Sumo
fece-off ahility.

Placher, s White, bad sacrificed 2 piece. With Black’s king in the cen-
fre and his pieces unco-ordinated, both players thought that the
White attack should win, though neither had seen a clear path to vic-
fory. What happened next is beautifully explained by Tal himself in
Mis autobicgraphical The Life and Games of Mikhail Tel (RHM Press,
1976): ‘Fischer first wrote down the move 22 Rael!, without doubt the
girongest®, and wrote it not it his usual English notation {22.QR-K1]
but in European, almost Russian! And not very defily pushed the
scoresheet towsards me. “He's asking for an endorsement”, I thought
to myself, but how was I to react?

Prowning, says Tal, was impossible. Smiling would lock hke an
attempt at trickery, so he calmly got up and walked up and down the
stage, even shering a joke with Petrosian, Fischer meanwhile ‘sat
with a confused expression on his face’. Then he changed his mind
and played 22.Qc6+? when after 22.,.Rd7 23 Rael+ Be7 24 Rxf7 Kxf7
98.Qe6+ KB 26.Qxd7 Qd6 Black went on to win.

Afer that experience, Fischer always objected to the habit of writing
gaoves down before playing them.

' #p fiact, Fiacher later showed that Black can aalvage 8 draw after 22.Reel KdB' though
lib st play with gapreme aceuracy to do so.

e
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65. Creativity

In the good old days when men were men and gambits were mandatory
if you did not want to be considered a wimp, chess was a creative pur-
suit. Brilliant players would conjure winning attacks out of thin air
and nobody knew enough about the game to follow preconceived
strategic plans. Eveything had to be worked out at the board and
there was ample scope for original thought.

Then came Steinitz and his theory of the accumulation of small
advantages, and Dr Tarrasch and his pedantic rules for correct play,
and opening theory and endgame theory, and computers and databas-
es, until nowadays it seems that anyone can acquire the essentials of
good chess by means of diligent study alone. Chess has moved from
being an outlet for creative minds to a predominantly interpretative
art. All the tactical ideas have been seen before, all the strategies are
known; a player is left only with the task of assembling them to his
liking.

Yet there is still room for creativity and we have seen one example in
Section 45. While completely original concepts are rare, there is still
enough opportunity in any game to combine the old ideas in a way
that will set the opponent problems to solve. Kasparov found a way,
in what looked like a sterile position, to create enough turmeil to push
Karpov over the edge. The genius, on that memorable oceasion, was to
sense that the opportunity would arise in such a simple-looking posi-
tion to create mayhem. The role of creativity was to find ways of pil-
ing different layers of tension on the position until it all became too
much for Black to handle.

There was nothing original in any of the individual companents of
White's plan; his creative skill was to find a way of juggling them all
in the air at the same time.

Chess is primarily an interpretative art,
but there is still room In any game for
real creatlvity to flourish.




CREATIVITY

Black has just played dxc4. White,
of course, will recapture with the
v bishop without thinking. After all,

what else is there to think about?

Gyula Breyer, playing White in
this position against Esser at
Budapest 1917, did indeed find
“A something else to think about. He
played 1Bb11? maintaining his
control of e4 and planning a quick
advance of the e-pawn. The game
| continued 1...b5 (1...c5! is a better
_ challenge to White's idea) 2.ed
Be7 3.Ng5! hé 4.h4! g6 5.e5! hxgh 6.hxgh Ndb.

What does White have for his piece? There are clearly hopes of a suc-
~ pessful attack down the h-file, but 7.Qg4 may be met by 7...Kg7 with
the threat of Rh8, Now watch what happened: 7K1l Nxc3 8.bxe3
Bb7 9.Qgd Kh7 10Rh7+ Kxh7 11.Qh5+ Kg7 12.Qb6+ Kg8
18.Bxgél fxg6 14.Qxg6+ KhS 15.Qh6+ Kg8 16.g6 REY 17.gxf7+
Kxf7 18.Qh5+ KEg7 195! oxfB 20.Bh6+ resigns. White wins after
90.. Kh7 21 Bfd+ Kg7 22.Qh6+ Kg8 (or 22...Kf7 23.66+) 23.Qg6+ Kh8
94.%e2 Bh4 25.Rh1.

But what about that 7.KfI move? What was the point of it? Just look
. the position after 16.g6. With the king still en el, Black could have

16...Bhd+ followed by Qe7. The idea therefore 18 completely

cal ~ cut out the check to make the combination playable — but the
aotion that such a move might actually work is semething totally
. This may be the only game in history in which a player has

moved his king while still in the opening, to eliminate the possibility

of s check in a variation nine moves later.

'l‘ho Hungarian Gyula Breyer, incidentally, was one of the moat

) tive chess minds of his time. He was one of the founders of
erm schoal of play, but died of heert disease when only 28.
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66. Chaos

The theory of chaos is one of the most beautiful developments in
mathematics in recent years. At the heart of chaos theory lies the
discovery that totally deterministic systems can still be essentially
unpredictable. In other words, you can have a system that functions
entirely according to known laws — so that if you know where every-
thing is at any given moment, and how fast it is moving, and how
much it weighs, and all its other relevant physical characteristics,
then you can calculate where everything will be at any given time in
the future — and it still turns out that you can, with the most accurate
measuring equipment conceivable, still be wildly out in your ealculations.

The reason is that it is possible for minute changes in the initial con-
ditions to make vast changes in the end result. In the classic example.
a butterfly flapping its wings in Tokyo can be the difference between
fine weather and a hurricane in New York some time later. And even
if you could take into account the effect of the wing flap, then one
breath of the butterfly could throw out your caleulations just as badly.

Chaos Theory seeins sometimes to apply to chess too. You know
where all the pieces are and how they can move, yet still a hurricane
whips up out of nowhere. There is, however, a real art in handling
chaotic positions. The trick is to keep the complications going until
there is a way to resolve them in your favour.

Don’t worry if you can't see clearly through
complications. Your opponent probably
can’t see through them either.

One of the most common ways for strong players to defeat weaker
ones is simply to create complications. The weaker player, feeling
unsure of himself, resolves the complications and accepts a disadvantage.
All the stronger player has to do is find a sympathetic butterfly ready
to flap its wings and blow up a hurricane. The weaker player’s lack of
confidence will do the reat.




CHAGS

'This. pogition, from the 9th game
of the Botvinnik-Bronstein match
| in 1851, was the start of one of the
oA most chaotic episodes in world
A championship history. White has
% | just captured a pawn on bb.
WA umsd Bronstein continued 1...Bd7, hav-
ing analysed the pesaible continu-
atien 2.Na4 Ba7 3.b6! Bxad 4.b7!
w8 Bxb3 and then discovering that
73] 5..BbG! 6.bxaB=Q Bxdb! leaves
the newly promoted white gueen
= - trapped.  Unfortunately, after
§...Bxh3 it iz White's move not Black's, as Bronstein discovered after
s meaves 2Nad Ba7 3.b6 Bxad 4.h7 Bxb3 5.bxaB=Q had been
x ghayed, My skin went all prickly, he admitted, when he discovered
ikt hie needed two moves in a row, Bb6 and Bxd5, to trap the queen.

- sook. down, Black's only hope now is chaos, so he contipued 5...Bb8
Bah3 Qb5 7.Nc3 Qxb3. Now after 8.0-0, he has no real compensa-
on for his reok, but Botvinnik wanted to do something to encourage
&3 apponent to resign so played 8.Rxa67! Nxaf 8.Qxa. White's
en-is out and he is still a piece up. 9...Nxdb (a piece for a pawn)
\i ad Qxad 11.Nxad Bxe3 (a piece for two pawns) 12.Bf1 RaB!
» 1833 (13.Bc4 Rxad 14 Bxd5+ KI8 16Bxe3 Rals is the sort of thing
to make White wish he had castled at move 8) 13...Bxd2+ 14.Kxd?2
K 15843 g6 16.Rcl RbS 17.Nc3 Nb4. The hurricane has died
$own and Black, now ready to play c6, d5 and e4, not only saved the
me quite comfortably, but aimost won it.

- Uncertainty is always the biggest enemy of the player with a winning
.L'od&un, the chaos approach is one good way of introducing that
_ineertainty.
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—— 67. The Bad ‘Good Bishop’ ——

We have met good bishops and bad bishops and goed ‘bad bishops’.
Here is the last of the set, and the most elusive. Almost all that we
have said so far about bishops concerns their mobility and their influ-
ence on the empty squares of the board. A good bishop is one that is
free to roam around or attack the enemy.

But bishops, like other pieces, may have defensive duties to perform
as well as attacking ones. In general it may be the best policy to put
your pawns on the opposite colour square from the bishop — if you do
that, they will complement each other in their control of the board -
but if your pawns are on black squares and the bishop on white ones,
what is going te defend the pawns for you?

A good bishop may be very poor Indeed if it is unabl
to defend an important pawn when needed.

As usual, it's all a question of the correct balance between strategy
and tactics. It’s bad policy to put your pawns on the same colour
square as your bishop just because you feel safer with all your pieces
defending each other. But it's equally bad policy to put your pawns on
the opposite colour square without checking carefully the tactics that
may affect the safety of those pawns.

Of all the gradations of bishop, the bad ‘good bishop' is the rarest of
all. but it is wise to remember that such things can exist and to be
alert for the possihility.




THE BAD ‘GQO0OD BISHOP!

White to play in Karpov-Kasparov,
o 27th match game 1984. Does
gither side have anything at all to

“uld worry about in this ahmost sym-
45 KA metrical position?

Karpov sensed his prospects of
atiackieg the pawn on ¢& were
better than Black's chances of
attacking c3. Rather than invite
exchanges of rooks dewn the d-file,
he therefore played 1.Rfel! to

bolster his pawn. There followed
| 1...Bb7 (natural, but the Bishop
' mldstandbeﬁernnthnpmﬂthehﬁsqum]'mm&m
| Nd7 (After 3...Bxa2 4.c4! Black finds his otherwise excellent bishop
sampletely trapped.) 4.Rab Rfb8 S.c4! Bed 6.Nel! Rb4 7.8Bd1! The
Bishop is coming to b3 — where it looks very bad — in order io protect
the a- and c-pawns and to block the b-file. The knight will then come
t9 d3 and join the attack on 5. Note that 7.Nd3 would have been met
by ?...Rad, a move which is now prevented by the bishop.

The game continued 7...Rb7 8.3 Rd8 9.Nd3 gb 16.Bb3! (10.Nxed
would be hurrying things: after 10...Nxc5 11.Rxc5 Bb2! 12.Rxc6 Rdd2
Plack is doing well.) 10..JKf8 11.Nxe5 Nxc§ 12.Rxel and White's

satra pawn proved to be enough to win the game.

A little relaxation-and a bishop that was too goed for its own good
wars all it took for Black to lose this game.
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68. Luck

Is there luck in chess? We like to pretend that it's a game of pure
skill, but we all know there’s a good deal of luck in it too. If we really
understood what was going on throughout a game, and genuinely felt
that we deserved full credit for all the opponent’s errors, then perhaps
we could support the claim that skill is all that is invelved. In practice,
however, even the best players cannot control the game sufficiently
not to be taken by surprise by unexpected occurrences.

When your steady pressure leads to the win of a pawn, and your opponent
bales out into an endgame, it may be beyond the realms of calculation
to know whether your extra pawn is enough to win. If the endgame
turns out to be 2 draw with best play, you can justifiably consider
that you were unlucky.

There is, however, one type of Juck that is quite strongly within the
control of the players. When a normally correct player commits a rare
blunder, it is, of course, a piece of luck for his opponent, but there are
ways of ensuring that you have more than your fair share of such
lucky incidents,

Some players rarely give their opponents
a chance to blunder.

Technically correct players in particular tend to aveid the sort of trappy
moves that lead to opponents blundering. Blunders rarely come
unprovoked. If possible, one should, without compromising one’s own
position, leave a few things lying arcund that the opponent may trip
over. You do not need to do anything so crude as setting traps. It i
enough to believe that your opponent is capable of blundering to tip
the scales of luck a little in your direction.
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LUCK

| Confessions of a misgpent youth,
| No. 3: from Andersson-Hartston,
' 1972-3. Black to play
sl and create some luck.

Playing Black in this rather duli
position, I wanted only to agree a
deaw and have a peaceful dinner
without the worry of an adjourned

| concern was the biack squares on

the K-side. While the idea of Qd2
and Qh6+ was not paticularly worrying — he has no means of follow-
ln;guptheattack—Iwasmnrewurriedahﬂuthiapoaaih]aplanofBeB,
Qﬂ2anch6+.Ibegmmnaideﬁngtheideaofadvandngmypawna
to b6 and g5 as a defensive reaction to his black-square attacking
plan, But are the pawns more vulnerable on those aquares? What if
he later breaks up my formation by playing h4?

1 simply did not know whether the pawns were better on h7 and g6 or
h6 and g5, then 1 spotted a little trap contained in the latter forma-
tion. While not believing for a moment that my opponent would fall
into it, I thought it raight at least make him fiel uneasy. So the game
continued 1...h6 2.BeS g5 3.Qd2 NeS 4.Qd8 N (played with a
shaking hand because I was genuinely nervous and short of time)
&Q:ﬁ???[misinherpreﬁngmyhumulnusgeatmaﬂaaignal that I
had blundered away the c-pawn) 5...QhS3+!

My astonished opponent then looked at the board for & few seconds,
looked up and said: ‘Tt's mate.’ After 6.Kxh3 Bfl or 6.Kh1 Qf1+ 7.Bgl
g& he is quite right. A very lucky win for me — rarely, if ever, has

‘Andersson been so generous to an opponent as he was when he
tgok my c-pawn, but without my h6 and g5, he would not even have
had the opportunity to be so kind.
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69. Practicality (1)

We have mentioned before the Zen koan concerning the art of
archery, which says that the man who aims for the centre of the tar-
get will win the prize, but the one who aims to win the prize will miss
the target. At the very highest level of chess, a similar principle
applies. Perfectioniam is the only road to ultimate success. At any-
thing below world championship level, however, practicality tends to
fare better than perfectionism.

The practical player will not set himself unnecessary problems. He
will not spend ages thinking about moves he is never going to play; he
will not wallow in the joy of pondering the incalculable; he will not
force himself to play with the utmost accuracy when the opponent has
greater freedom of manoeuvre,

Effective chess means quick decision-making
and making life more difficult for the
opponent than it is for yourself,

When you find yourself trying to choose between a pair of moves, or
between two different strategies, it is easy to judge whether thinking
is really going to help. There is a position after a dozen moves in the
Ruy Lepez in which White has pawns on ¢3, d4 and e4 against Black
on ¢b, d6 and e5. White must decide whether to block the centre by
playing db, open the d-file with dxe5, or maintain the tension by play-
ing neither of those moves. After a hundred years of grandmaster
practice, there is no consensus over which is best. Many decisions in
individual games are much the same: to open the game or close it; to
exchange or retreat; to move to this square or that one. You can tell at
a glance whether thinking for a hundred years will bring you any
closer to an answer. And if it won't you'll do best to rely on instinct.




PRACTICALITY (1)

%3 To sacrifice or not to sacrifice? A
k] psychological blunder by a world
1% & 4 | champion. The position comes
1965. Black has just played the

cheeky 5..Nd7. As Tal says, TIf
this had been in a gimultanecus
display, I would have decided that
| my opponent had simply over-
locked the stroke O6.Nxf7 Kxf7
7.Qh5+, when, sgainst his will,

| _ﬂ theblackkinginfomdtogufura
——— — 4 walk’ But this was a world cham-
plonship semi-final, so Tal settled down to calculate everything, start-

ing with 7..Keb 8.c4 N5 9.d5+ Kd6 10.Qf7, then lurching off in
another direction with 7...Ke6 8.g3!? b5 9.24, but nothing led to any
cdlear conclusions. An inherent belief in White's attack was contradicted
by Tal's respect for his opponent and the knowledge that he must
have analysed the whole thing very deeply. After 50 minutes, Tal had
finally succeeded in convincing himself that Black might be able to
defend the position, so he played 6.Bc4.

‘Of course,” Tal wrote, ‘the position did not require such consideration.
Eithor my opponent’s ‘offer’ should have been immediately declined,
or else the problem should have been tackled without prejudice, and
the knight sacrificed at f7." For the rest of the game, Tal's thoughts
kept returning to the variations he had anslysed during those 50
wasted minutes. Playing listlessly, he adjourned in a distinctiy mferior
position and was extremely fortunate to save a draw the next day.

Phe dacision not to sacrifice the knight had been quite justifiable, but
thinking about it for 50 minutes was described by Tal as & ‘psycho-

Jogical blunder’.
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70. Practicality (2)

Think again about that last example. At what point during his 50-
minute thought do you imagine Tal really decided not to play Nxf7?
The truth is that he had probably inwardly taken that decision within
the first five- minutes. But 2 good deal of chess thought works that
way: for the most part you don't rationally and objectively work
through the possibilities, compare the merits of individual moves,
then take a decision about which is best. What vou do ig inwardly
decide which move you want to play, then spend a good deal of time
talking yourself into it. Like all the other important decisions in life ~
what job to take, where to live, which house to buy, whom to marry -
your primary decision is based on gut instinct rather than objective
analysis, But you back up your instinct by collecting as many bits of
supportive evidence as you can find.

The problems (perhaps both in chess and life in general} arise when
your instinct and your analysis reach different conclusions. You have
reached a verdict, but the analytical evidence fails to substantiate it
fully, In such circumstances, the wise old Argentinian grandmaster
Miguel Najdor{ has the answer:

| Piay with your hands, not with your head. I

When analysis and instinct are in confliet, you might as well trust to
instinct. (Unless, of course, the analysis does give clear cause for over-
ruling vour finer feelings.) For if you don’t, you will not believe in the
move you play and the resulting feeling of discomfort will lead to later
errors anyway.

Playing a move that feels wrong is simply not the practical thing to do.




PRACTICALITY {2)

A severe case of praeticality. Black
| _ w to play in Kasparov-Anand, 4th
% & | match game 1995. His knight is
A k. . attacked: where should he move it?

After 1..Nd8 or 1..Nb8, White

| intuitive player — tock the practi-

cal decision to give up a pawn
rather than let White have things all his own way. The game contin-
ved 1..NeB(!) 2.Nxe4 Nf3+{1). There were two slternatives to this
move: 2..Nxe4? 3.Bxed Nxed wins the pawn back but leaves Black
with a miserable game after 4 Bd5, while 2...Bh3!? introduces huge
complications. Anand explained that he looked first at Nf3+, consid-
ared it reasonable and decided to avoid wasting time by looking at
anything else. There followed 3.Bxf3 Nxeé 4. Bxed Quot 5.03 Qe7
8.24 BeS 7.Bo3 when Kasparov astonished everyone except his oppo-
nent by offering a draw — which was accepted. White is a pawn up,
but quite unable to make progress. Black will play b6, 6 and Qf7 and
White will be permanently tied to the defence of the c-pawn.

There were, however, at least two occasions on which White could
have improved his play in this sequence. Instead of 4. Bxed, he might
have tried 4.Qc2 Bfs (4...Qf% 5.Bxed Qzal 6.Bb2 Qa2 7.Ral costs
Black his queen) 5.Bb2 which looks precaricus, but seems better for
White since 5...Nxg3? fails to 6.Qc3! On White's final move of the
game too, he should surely have tried 7.Bb2 f6 8.e5! countering
Black’s plans to attack c4 by launching his own aggressive action.

However, while analysis after the game cast doubt on Black’s play, in
the heat of battle White lost his way. Anand’s practicality paid off
handsomely, turning a difficult position into a comfortable draw in
Just a few moves.
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— 71. Hedgehogs Playing Tennis —

In the 1960s and early 19705, an important change came over the
general attitude of top players concerning the control of space. Before
then, it had been generally assumed that, all other things being
equal, if White's pieces and pawns were spread over the first four
ranks of the board, while Black’s extended only over the back three,
then White must have an advantage.

It gradually dawned on the collective grandmasterly mentality, how-
ever, that everything depends on the status of the empty rank
between the two armies. A variety of what became known as ‘hedgehog’
formations began to appear in top-class play, with Black happily
inviting his opponent to advance to the middle of the board, while
identifying a clear demarcation zone on the rank in front. Black
simultaneously prevented White from advancing further, while
preparing to occupy that zone himself at a later stage and attack
White's entire formation with the prickles of his hedgehog.

The cliché that several commentators fell into in deseribing the empty
fifth rank in such formations was that it kept the sides apart just like
the net in tennis’, It is, of course, nothing at all like the net in tennis.
In tennis, you have to win a game before jumping over the net; in
chess; it’s the player who succeeds in jumping over the net first who
will win the game.




HEDGEMOGS PLAYING TENNIS

White to play in Honfi-Taimanav,
Copenhagen 1965. What are both
gides aiming for and how should
White soften the prickles ufhm

spponent's hedgehog?

White, with his four ranks to three
advantage, needs to find a way to
push forward into the demarcation
zone; Black most resist any such
. A 27 advance, while locking for ways o
o e | challenge his opponent’s extra space,
Epahamwﬂalsm bbor ...d5.

White wuuld ]ike to complete his dwelapment by castlmg, but 1.0-0
Bd6! canses some embarrasament in the defence of his h-pawn.
Instead, he can push forwards immediately with 1.c5 b5 2.Nb6. Biack
then challenges the hold pawn with 2...d6, but 3.cxd6 Qxd6 4.Qxd6
Bxd6 5.Nxs8 RxaB iz still in Whife’s favour.

Instead, look what happened: 1.Qd4 (rushing to the net for a volley)

1...Nf4! (drop shot) 2.Bxf4? {retreating to the baseline with 2 Bfl is

better) 2...Qxf4 3.Nxb8 5! 4.Qgl (4.Qf2 is met by 4.. Nxed! 5.fzed
. Qxf2+ 6.Kxf2 Rxb6} 4...ad! {bringing up chalk on the side-line) 5.g3

Qh8 8.c5 axb4 7.axb4 dB! (taking control of the net) 8.Gf2 Rabé!

9.cxb8 Bxbhd+ 10.Kf1 dxed (jumping over the net) 1L.Res4 Bd6

13Kg2 exf3+ 13.Bxf3 ed 14.Rxed Nxed 15.Qd4 Nxgd! 16.Bxa8
Nxhl White resigni. Game, set and match. A triumph for the
hedgehog and not like tennis at all.
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—— 72. The Grammar of Chess ——

suggests that we cope with chess by usmg SM T skills to those
utilised in language. - .

Just as letters group into words, and words into sentences and sep-
tences into paragraphs, several chessmen may form a recognisgble,
group (for example a knight on f3, bishop on g2, pawns on f2,
and a king castled behind them all add up to a single ‘word’ i
chess |language). As we play more and more chess, and - pe
mare important — become familiar with more top-class games, o
vocabulary grows. Not only that, but we begin to understand the relg/
tionships between the different words until the entire position makes
some sort of sense.

We may even pursue the analogy to bring parts of speech to the chess
language (I borrow this idea from the Japanese game of Shogii: the
castled king and bishop in fianchetto, for example, may be seen as a
noun. The idea of attacking it with ...Bg4 and Qd7 is, of course,
rather an aggressive verb; while if White meets Bg4 with h3 and g4/
chasing the bishop back to g6, then forces its exchange with Nhd fe
is simply modifying the verb with an adverb.

The strongest players are the ones who
know most adverbs.

Acquiring the means to turn defépce into attagk, to modify your op
nent’s ambitions and to in Yr armou strategic optio
the highest level of chess
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‘ﬂ: ‘ T F‘| MMAR OF CHESS
'- !‘ | k

RITW 1 White to play in a commeon line of

PR | the King's Indian. Black has
@ |fadopted 2 well-known noun on the
: god K-side and hunted White's Bgb
U verb with the h6, g5, Nh5 adverb.
f ' I

ere does the sentence go from
: il FI,:" Before we get into the realms of

here?

(R PR L/l gerunds and subjunctives, it is
R UUBMR vrobably wise to drop the lan-
g, TSI cuage metaphor, but there are
AW i” i T | still several inflections to the
l‘i, i/ !ﬂ Wfjj words now on the board that
should fo ) i’fl-ﬂl.'f-': ffvocabulary. One idea for White is 1.0-0
Nf4 (legt rynd the j'  {s {.'::'I d2 Plﬂﬂnlﬂg Whit.E-EqI.IEEE domination
with Bg4. Another, 4 J!.:’rj-.”" od in the game Keres-Walther, Tel Aviv
ﬁﬁ} " 2 hxgh hxgh 3.Qc2! Nxg2+ 4.Kd2 plan-
ning a huge gtta ififthe g- and h-files) 2.Nh2 Nxg3 3.fxg3 hb
4.0-0 Bhé when Whitd f Enight, lurking at h2, is always awaiting the
opportunity of a ; fhicrifice on g4. The game continued 5.Bd3 ¢6
6.Kh1 Nf6 7.Be2 kkdh 8.cxd5 Ne8 9.Qe2 Ng7 10,R£2 f5 (trying to
break out before m:-‘s {-file pressure becomes annoying) 11.exfB
Nxf5 12.Bxf5 Bx{5 13.Rafl Bg6 14.Nxg4! (the knight's patience is
at last rewarded) 14...hxgd 15.Qxgd Kh7 16.h5 Bd3 17.Rxf8 Bxf8
18.Rf3 Be2 19.Ned Kh8 20.Rf7 Qe8 21.Nxd6 Qa4 22.Qg5 and

White's attack crashed home.

The whole idea of Bgh, h4, Nh2 and a piece sacrifice on g4 is now a
standard plan against the King's Indian, but, more importantly, the
concept of using a bishop to provoke such a pawn advance, then
attacking the pawns with h4, and even the eventual piece sacrifice is
i meaningful paragraph that should be in the language of every
strong player.

— 15V —
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Analysing and Playing ——

b in arrived for the Hastings tournament in 1975,
‘ w& he had played in that traditional event for more
'l he first round, he met the former world jumnr
q and seemed to want to celebrate the occasion
¢ achieved his wish with a fine win with the

£rest cdntred on a moment in the opening at which
) g&en his ypung opponent an opportunity to sacrifice a
Sheplayer (who subsequently became one of our
1 L Hroqstein with several long and complex
n uf questidgs. ‘How much did you analyse
gave hiky chance to sawifice? the young man asked.
se thls lme? he said, shuiNjng several pieces to and fro
aoidity. id you analyse the ling he actually played?

Bronstein treated the\questions with a look 3 amused incomprehen-
sion. As the foqrth or fith ‘Did you analyse...” gyestion began, he held
up a hand to stqm the flopd, then uttered a memoxable rebuke:

Mydea . oy, you qn’t analyse during\a game.
You anjalysebefole a game and after a\game.
Diring a game Jou just play.

Which iz more than justtepeating\what we have already said about

and your own favoun
to the board for a com

— 152 —



ANALYSINGAND PLAYING

Playing beats thinking. This was
the position in Kaplan—Bronstein,
Hastings 1975-6, when things
! began to get interesting. White
has just met ...c5 with d5. Black
| now played 1...f5 attacking the
white knight and freeing the 6
square for knight or bishep.
White, after a pgood deal of
thought, played 2.dxef and after
| 2...fxe4 stopped to think again.

| White must decide whether to sac-

rifice a piece with 3.exf7+ or keep
material level with 3.exd7+. Kaplan talked himself out of the piece
gsacrifice, convincing himself that 3.exf7+ Kxf7 4.Qf4+ N6 5.Ne5+ Ke8
6.Bc4 RfB was good for Black. Bronstein later said that he did not
trust this variation and would have invited a draw by perpetual check
with 4... KgT7 5.Qg4+ Kf7.

The game continued 3.exd7+ Qxd7 4.Qc8 0-0 5.Nd2 Qf5 6.0-0-0
Qxf2, Now, says Bronstein, 7.Bc4 must be correct. Instead, he again
made the mistake of re-establishing material equality: 7.Nxe4? Qf4+
8Nd2 Bgd 9.Bd3 Rae8 10.Refl Qe3 1Lh3 Be2 12.Rf5 Bhe
13.B222 Qxc3 14.bxe3 Rxe2 15.Rd5 Rxd2 16.Rxd2 Rd8 17.Rhdl
od! White restgnei When he runs out of pawn moves, he must lose
A piece. .

Bath at move 3 and at move 7 in this sequence, Whrbe played moves
that were against his natural inclinations beczuse he could not

produce hard evidence that his intended sacrifices were correct. Too
much analysis, not enough playing.
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— 74. The Meta-Rules of Strategy —

Every generation of chess players learns a little more about the game
than the one that preceded it. The most eloquent of them try to
explain their ideas in new manuals on the game. Yet each new exposi-
tion seems to lag one generation behind in its explanations. Howard
Staunton, the great Engligh chanq iun of the mid-18th century, wrote
of detailed analysis o ch romantic openings as the
King's Ganghit and B E s Gambit, vet ithhis own games he pioneered
the sort of bgutig F sitional chess thahonly became fashionable
some 70 years'ls ‘
Emanuel Lasket, ‘ fh-secormd official world chamyjon, explained and
extolled the i fentific principles that his predecessor, Wilhelm
Steinitz, h v ;#‘ overed in his own games, vel Lasker'glayed with all

the msig § recklessly brilliant gambler. He wasN\the first to
understs k rue nature of the chess struggle and the tensions it
creates m \ : man psyche, yet his writings are models of dpjectivity
and lucld khail Botvinnik's annotations imbue his gages with
authnnry n :1 devitability, yet he understood better than anyone the
nature of ghe l, arsonal conflict between the two players involved in
any gamej

The fluid ppetfed that this must always be so.
WE seenyabiB : i cmghts LﬂtD 2] El'i Ill'lllﬂlpl ﬂﬂl}'
when ouH ajiderstg ., ¢ haxtoved beyond th wards th:%:der-
lying mietahpcinldl

\ Y \":‘ \?R}

All the advice and s or any other ch 8 buok
will not, in itself, . :
help to guide you towk




THE META-RULES OF STRATEGY

T White’s two fanchettoed bishops,
%4 his restrained centre pawns and
his ectentrically developed knight
on ad bear all the hallmarks of the
hypermodern school of the 1920s,
yot this position comes from the
game Staunton-Williams, London
74 1851

It's White to play, and remember
& A we are in an era of dashing
w1 attacks and brilliancy prizes. How
=gt | do you imagine the game continued?
Just watch.

1.Bxf6! @x8 2.cxd5 exd5 3.d4! Envisaging this pawn move, White
first exchanged his black-squared bishop to ensure that it would not
hecome bad (though it was another 50 years before anyone came up
with the concept of a ‘bad bishop’). He also gives himself a backward
pawn {another concept not yet invented) an ed which can be shielded
(perhaps an idea first enunciated by Nimzowitsch in the 1920s) by a
knight moving to 5.

There followed 3...c4 4.Neb Nb4 and now Staunton played a neat lit-
{le combination: 5.Naxc4! dxed 6.a3 when Black must loge back his
knight sinee 6...Nd3 7.Nxcd leaves it trapped. The game continued
8...Bxel 7.dxes Qf7 8.axb4 Rxb4 9.Rd6 with a strategically winning
position to White thanks to his command of the d-file and passed
¢-pawn. The remaining moves were 9...Bb7 10.e6 Qc7 11.Rd7 Qc8
12.Q41 Be6 (12...Bxg2 would have been met by 13.Qd4!) 13.Bxe6
Queb 14.Qd4 Rf6 15.Rd6 Qb5 16.RdB+ Ri8 17 Rxf8+ Kxf8 18.Qd6+
Ke8 19.Rd1 resigns.
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75. Offering a Draw

In football, they play for 90 minutes come what may, then sometimes
settle matters with extra time and a penalty shoot-out. In cricket,
they play for five days then call it a draw because it is raining. Only
in chess can the two combatants agree to call off hostilities by mutual
agreement whenever they think it appropriate.

A draw offer may be a simple acceptance of an inevitable result of a
dead level position. It may be a sign of cowardice g the face of unpre-
dictable dangers. It may even be a sign that there.is an important
football mateh on televigion in half an ho

A strategic draw offer may come from a player who recognises that
his advantage has begun to slip and he wishes to cut his losses.
Under such circumstances, it may also serve as a way to delermine
the opponent’s intentions and incite oneself to fight for the half-point.

As this book draws to a close, however, it seems the right thing to end
with a peaceful outcome and a final homily. In his superb book on the
1953 Candidates’ Tournament, David Bronstein tells the story of a
draw offer in the game between Isaac Boleslavsky and Migue
Najdorf. After Boleslavsky had played an uncharacteristically insipid
line as White against the King’s Indian Defence, Najdorf enquired:

‘Are you playing for a draw?’

‘No," replied Boleslavsky.

‘So you're playing for a win?”

‘Mm, not really’

‘Don't tell me you're playing for a loss”

1 am just making the moves,’ explained Boleslavsky, ‘that the pesition
demands.’

Which is exactly what we should all try to do, whatever the position.

l Just make the moves that the position demands. I

The Boleslavsky—Najdorf game, incidentally, ended in a draw.

— 156_._




YbrceRiNG A DRAW

This position, from Hartston-
| Penrose, London 1363, is the last
and most damning of my confes-
4 sions from a misspent youth. My
A opponent had looked - nervous
when making his rook to d8 to
reach this position, so I thought it
a good moment to offer a draw. He
immediately accepted. Why?

The answer 15 because White has
a forced win. After 1.Rxf7! Kxf7
2.Bc4+ KfB 3.Rfl+ Bf6 4.Rx{B+!
gxf6 5.QgB+ Ke7 6.Qe6+ KfB

7.Qxf8+ Black is mated next move,

The chess writer Harry Golombek wad once approached by a contes-
tant in the British Ladies Championghip. ‘Mr Golombek,' the lady
said, 'I should very much value your opinion on a matter relating to a
game I just finished.’

He encouraged her to proceed.

‘Well, we reached a position in which my opponent had a forced mate
in three and she offered me a draw. I reasoned that if she was offering
a draw, she could not have seen the mate; and if she didn't find the
mate, then I would stand a good chance of winning the game. So |
declined the offer and went on to win. Tell me, Mr Golombek, was this
good chess? '

| don’t know what answer the lady received, but it seems as good a
problem as any with which to leave the reader.
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