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This book is aimed at players who are primarily interested in improving their re-
sults. If you are prepared to lose nine games in order to score one brilliant victory,
then it is probably not for you. However, most players are motivated at least
partly by over-the-board success — the thrill of winning is one of the attractions of
chess, and most players feel very satisfied when their rating improves.

The level at which one plays is governed by a number of vague and poorly un-
derstood factors. The first is what one might term ‘natural talent’. By this  mean
that combination of factors which sets an upper bound to the ievel one can
achieve by training and practice. One cannot list precisely which factors are rele-
vant, but one may divide the possible factors into two classes. The first class con-
sists of non-chess-specific elements such as general intelligence and memory.
The second class involves a mesh of inter-related chess factors such as the age at
which one learnt the game, early chess education and so on.

By the time anyone gets around to reading this book, the ‘natural talent’ factor
will probably be immutable, which brings us to other factors which are more un-
der one’s control. These determine how closely one approaches the ceiling im-
posed by one’s ‘natural talent’. It is my belief that most players never get
anywhere near their natural ceiling, and that considerable improvement is possi-
ble with appropriate education, training and practice. Most chess books aim to
help readers improve their chess. An opening book, for example, will give gen-
eral plans and concrete analysis, both to help the reader prepare his chosen open-
ings and, after a game, to compare the course of the game with established
theory. Clearly, concrete knowledge is an important factor in establishing chess
strength; someone who has a detailed knowledge of rook and pawn endings will
have an advantage over someone who does not. An assiduous program of self-
training is bound to have a positive effect. In 1977, Jon Tisdall explained to me
his plan for becoming a grandmaster. He had estimated how many hours of study
were required to advance by one rating point. Multiplying this by the difference
between his current rating and the grandmaster level gave the total number of
hours of study required. I laughed, and pointed out that with each advance, the
number of hours required to gain the next point would probably increase, and so
he might never make it. However, his plan proved justified, because in 1995 he
did indeed gain the grandmaster title.

There are few players who can conduct a training program stretching over
decades, and indeed time limitations apply to virtually all players. In practice this
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restricts the amount of improvement possible on the ‘chess knowledge’ front. In
this book I will give advice on how to use the time available for chess study most
efficiently, for example by distinguishing essential knowledge from optional
(NOW u:ugf‘:, and au‘v‘iSii‘ig on the construction of an ope“ ng repel toire.

The third factor, which is the main focus of this book, is the efficiency with
which one applies the first two factors while actually sitting at the board. A de-
tailed knowledge of rook and pawn endings won’t help a bit if one has an attack
of blind panic; an encyclopaedic memory is valueless if one is regularly seized
by an uncontrollable impulse to sacrifice a piece unsoundly. Chaotic and mud-
dled calculation; misjudgements; oversights; lack of confidence (or overconfi-
dence!); lack of determination — these and many other negative influences all
serve to whittle away one’s playing strength. Such problems are not at all easy to
solve, firstly because players very often do not realize what they are doing wrong
and secondly because they imagine that there is nothing they can do to improve
matters.

This book includes a description of various common failings at the board. I
think that many readers will reach a particular section and suddenly think “Yes,
that’s exactly the mistake I always make.” Recognizing the problem is already
the first step towards solving it. An awareness of when one is most likely to go
wrong enables one to take special care in these ‘danger situations’. Eventually,
by concentrating on a particular weakness, it is often possible to eradicate it com-

nlpfplv
ylv ‘v.-

Since many of the matters dealt with in this book are psychological in nature,
there will be quite a few examples from my own games — I can personally testify
that muddled thinking occurs at grandmaster level! Where I have covered a fa-

milinr tanis T ha ada affrert tn shanavar ccithla tha ctandard
uuxla.l. LUPIU, P S uavu lllauU all ULLUIL v IUPIGUU, WIIUIIUVUI PUDD UiV, IV owalivuailu

time-worn examples with excerpts from contemporary play.

Of course, this book, while containing much useful advice and information,
cannot hope to go into detail about every aspect of the game. My aim has been
mmnanalir bt atnet tha wandav nlrnma thha r1mszrned matlh AL SAIL firrsmsenvrncmanad T o ¢lane
11iCivly U stall Ulv itauvl alUllg Ulv upwdadlu patll Ul Seli-1iprluUvelliviit. 1 nupce ulat
Secrets of Practical Chess will help readers to improve their results and produce
more satisfying games.

J Ulll lV unmn

Chertsey, 1997
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Decision-making

The Tree of Anaiysis revisited

The so-called ‘Tree of Analysis’ was
popularized in Kotov’s famous book
sis of any chess position has a tree-like
structure. There are various alterna-
tives in the current position, which
form the main branches. Each alterna-
tive permits a range of replies, which
form slightly smaller branches, and so
on. Since there are, typically, dozens
of legal moves in an average chess
position, a tree including every legal
move rapidly becomes too dense for
human beings to handle. Of course, it
isn’t necessary to consider every legal
move, since a considerable percentage
of these legal moves are nonsensical,
and this tends to thin the tree some-
what. Nevertheless, even if there are
only five reasonable possibilities at
each ply (we will borrow a term from
the computer chess world and call half
amove a ply), after three whole moves
there are 15,625 ‘leaves’. It follows
that analysing solely by means of an
analytical tree is only possible when
the number of reasonable possibilities
for the two players is limited — in prac-
tice this means tactical positions and
certain types of endgame. However,

one constructs some sort of analytical
tree in thinking about almost any posi-
tion; in less tactical situations, where
the opponent’s replies are much less
predictable, one would not rely solely
on the ‘tree’ but also take other factors
into consideration.

It follows that the ‘Tree of Analy-
sis’ is a very important method of
chess thinking; computers have shown
that it is possibie to play very strongly
using practically nothing else. Kotov’s
book described in detail the mental
processes involved in concrete analy-
sis. If we assume that White is to
move, then Kotov recommended that
White form a list of ‘candidate moves’
which he is trying to decide between,
making sure that the list is complete.
For each of these, White creates a list
of possible replies by Black and so on,
following each branch in turn until a
definite evaluation can be given. Ko-
tov specifically warned against jump-
ing from branch to branch; he thought
that you should analyse each candi-
date move until it can be definitely
evaluated, and only then move on to
the next one.

The following example, which I
have taken from Colin Crouch’s inter-
esting book Attacking Technique, is
given as an exercise. It can be solved
by Kotov’s method, although this does
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not mean to say that you will find it
simple.
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L. Psakhis — D. King
London (Lloyds Bank) 1994

Black actually blundered a piece
away with 31...20xe5?? 32 Wxd5+
We6 33 Exe5, but 31...Hxe5 is better.
Crouch then remarks “The attempt at a
tactical refutation ... with 32 Qe7+
does not quite succeed: 32...Hxe7 33
Hxe7 Exf2 34 Wxd5+ 2h7! 35 Wed+
Hf5+!36 ©h1 £2+ 37 Exf2 Wxf2 38
Ef7 ©g6 39 Exf5 Wxf5 40 Wxb4 with
a draw.” Your task is to choose a move
after 34 WxdS+ (D) in this line. The
diagram is given at the top of the next
column and the solution may be found
on page 14.

It is interesting to see how Kotov’s
method for, as he put it, teaching
‘human beings to analyse with the ac-
curacy of a machine’ compares with
the way machines actually calculate.

In Figure 1 we see a stage in the
computer’s analysis of a position, with
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D. King (analysis)
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Fig 1

many branches removed for the sake
of clarity. The computer analyses by a
process of ‘iterative deepening’. Let
us suppose it is analysing a position
in which it has to choose between 40
legal moves. It will analyse all legal
sequences of moves to a particular
depth, taking some branches deeper,
especially those with forcing se-
quences involving checks or captures.
This will allow it to attach a numerical
evaluation to all the 40 possibilities.
Based on its evaluation, it will re-
order the 40 moves to put the most
promising ones (i.e. those with the
highest evaluation) first. Then it will
g0 one ply deeper, again analysing all
possible legal sequences, and devoting
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more time to those moves early in the
list.

/
\\y\
Figure 2 shows a human being ana-
lysing according to Kotov’s recipe. He
has listed three candidate moves and is

in the process of analysing the first of

these. He has not started analysing the
other two.

A%

B

\l/ Fig 3

Figure 3 shows how a human actu-
ally thinks. He has started analysing

mnvuva A nd Aicrnvarad lina A1l Ha
MIVV Iy auu UJDUUV\.«LUU A1l 21, 111G

wasn’t especially impressed by it, so
switched to analysing move B. He
didn’t like that move either, so he re-

Terara

tul llCd £¢] l"l.lb aucu_y DL Uf A, addlug llllC
A2 to his earlier efforts. He has either
not got around to move C, or has sim-
ply forgotten about it.

More recent authors, such as Tis-

dall (see the Introduction!) in Improve

Your Chess Now, have discussed the
pros and cons of Kotov’s recommen-
dations, but my concern is to give
practical advice and not to get in-
volved in an academic discussion.
There are several problems which
can arise as a result of Kotov’s method.
The most obvious is that it can be ex-
tremely inefficient. Let us suppose
that you are analysing a possible com-
bination 1 &xh7+ €xh7 2 Dg5+.
There are two defences, 2...2g6 and
2..2g8. You start analysing 2...2g6;
it is very complicated, but after twenty
minutes you decide that White has the
advantage. Then you start looking at
2...2g8. After a couple of minutes it
becomes obvious that this refutes the
sacrifice. The upshot of Kotov’s in-
flexible approach is that you have lost
twenty minutes’ thinking time, solely
on account of the bad luck of having
chosen the wrong move to analyse
first. A more rational approach would

be to spend a couple of minutes look-

ino at earh nf thn hxln nlfnrnohvnc Tt 1c
lllé AL wilwil Ul vl YU LAV LACAA Y AL 1O

possible that this will reveal one of
them to refute the sacrifice, at which
point £xh7+ can be abandoned. It is

nala noocihla that tha aliminary
CUOU PUDDI Ul\-« uiat uic l}l 911111111(11 Y

analysis will show one of them to be a
clear-cut loss, in which case you can
switch attention to the other one in the

PO o | thn L"... than
bUllllUClle Lllal ll lb UC 111 lCly LllC
critical line. If both are unresolvable
within a short time, then this is in it-
self useful information. It shows that
el o Y. L0 et oo b al . &L
UIC LASMK Ol Ut:leHllIllIlg WIICLIICI LIC
sacrifice is sound or not will require a
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substantial time investment. Then the
decision is really whether it is worth-
while putting in the effort to analyse
deeper. We will revisit this question of
whether or not to analyse in the next
section.

A second problem with Kotov’s
method is that it fails to take into ac-
count the synergistic effect of analys-
ing several lines. The analysis of move
A and that of move B are very often
not independent of one another. Sup-
pose you have rejected move A, but
when analysing move B you suddenly
notice a tactical possibility. It makes
sense to return to move A to see if the

same possibility is applicable there.

Here is a simple example:

7 3 = /Z%/ V4
B DA 5
7 7 U %
b Be B
0 7 2 2
////’/%7 //%y ///%// //%

rzz4 przizz

N

J. Gunst
Das Illustrierte Blatt, 1922

Clearly White has to move his
bishop, so there are three possibilities.
You look at 1 £xd7, and note that
1...&c7 wins one of the two minor
pieces by a fork. The next move is 1

£b7, but this leads to the same result
after 1...2c7. Finally, there is 1 £a6,
which avoids the king fork, but after
1...2c7 White nevertheless must lose
a piece, as the knight is now trapped.
This is all in accordance with Kotov’s
method. While looking at this last line,
however, you notice a surprising point:
after 1 a6 ¥c7 White can try 2
2c51?, with the idea that 2...2xb8 3
2d6 a8 4 2c7 leads to mate by 5
£.b7#. Having spotted this, it is cer-
tainly worth noting that it might be
possible to utilize it in the previously
analysed lines. This jumping back is
not in accordance with Kotov’s method.
Sure enough, after 1 £b7 &c7 White
can play 2 £a6, and again Black can-
not take the knight.

So which line is correct? The an-
swer is that 1 a6 2c¢7 2 c5 fails to
2...d6+ 3 2d5 2xb8, and now 4 xd6
a8 5 Lc7 is stalemate. White must
prevent Black giving up his d-pawn,
and so 1 2b7! 2c7 2 L.a6! is the right

AR allAawure tha Lniaht Aat)
1111 \L...uu AllLU YYD LI musut Uut}.

Spotting a new idea may even cause
you to change your list of candidate
moves. Here is an example (D):

White has just played 19 Hgl-g5.
Black was threatening 19...%d3+ fol-
lowed by 20...2c5+, but now this
threat is nullified, because on the dis-
Moreover, 20 Exf5 gxf5 21 Hgl is a
serious threat.

My initial thought was the safety-
first 19...e6, but after 20 hxg6 fxg6 21
Hdgl the position is just unclear, so I
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started looking for alternatives. My
eye was suddenly caught by a tactical
idea. After 19...2h6 the most obvious
reply is 20 Exf5, but then I wondered
if some combination of ...&xe3 and
....0xa2+ might force mate. After some
thought I established that 20...9xa2+!
21 Dxa2 (21 Lxa2 &xe3) 21...Wxb3
22 £2xh6 Wxa2 wins for Black, and
concluded that after 19...2h6 White
would have to sacrifice the exchange
on g5. The resulting positions ap-
peared to give Black some advantage.
The game continued:
19..2h6! 20 Hdgl &x
€6 22 hxg6 fxg6 23 h5?!
After 23 Wg2 Hf6 24 h5 White
would have had better chances of

.
neasm s o~

counterplay, although Black retains a

large advantage with 24...\c2.
23...Hb7 24 Wg2 Hg7 25 h6 Eb7

26 Exf5 exfs 27 Wxg6+ Lh8 28 Wg2

ar Ao W 14 Nlanrl Aafandc
After 28 Rg5 ¥xd4 Black defends.

28...f4 29 L.g1 Hg8 0-1

]
1
A

o]

[
I~y

However, having noticed the possi-
bility of ...Z)xa2+ in the variation with
...8&h6, I should have gone back to see
if this affected my list of candidate
moves. The key point is that the cap-
ture on a2 becomes possible once the
white queen no longer guards b2, and
so the move 19...%c2!! (D) springs to
mind:

N\

E K&

///////

wl | KAg

N & e
AW & T &

SN

E
i
7

7 A7 HA
<
VraaZ

& )
z 7 ;/ 7 ’ //%/
s oy

D227 e m L, == Vi

b /u .
AW
¢ sip

White is now completely helpless,
for example:

1) 20 Hxd5 Dxa2+ 21 Dxc2

T 2 =01 &0/ 25 NXg ins
for Black.

2) 20 Hdgl Dxa2+ 21 Hxa2 Wxb3
22 Wxc2 Wxa2 is also decisive.

3) 20 hxg6 Dxa2+ 21 Lxc2 (21
Dxa2 Kxb3) 21..Wxb3+ 22 &d3
@xc3 23 bxe3 Wed+ 24 Sc2 Wa2+ 25
&d3 Hb2 wins the queen.

_

N

N
N

There are also some types of chess
calculation which have nothing to do
with the ‘Tree of Analysis’. One of
these is the ‘goal-seeking’ approach.
Here is an example:
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The position seems tailor-made for
a double bishop sacrifice on h7 and
g7, the only problem being that it
doesn’t work: 16 &xh7+ £xh7 17
Wh5+ g8 18 2.xg7 xg7 19 Wgd+
h7 20 Ef3 (of course White can give
perpetual check) 20...Dxf4 21 Exf4
f5 defends. In order to win, White has
to isolate the element that makes the
sacrifice fail (i.e. the possibility of

&\ f4Y and ask a ‘What if..”
L...IAL'T} aAlliud aoin

t10n, in this case ‘What if I could de-
flect the knight away from d5?’. Then

the solution becomes obvious:
1L IN\RLY IN\oh&
AU "AJJUU. “LIADVUU

Yviiati 11i...

It does not help if Black moves his
rook, for example 16...Eb8 17 &xd5
cxd5 18 &xh7+ &xh7 19 Wh5+ g8
AN A w17 Wi N1 A1 e~ AN
LU AT/ BALOT 41 w1l =AE/ L4
Wod4+ h8 23 Hf3 W2 24 5! Wxf5
25 HxfS exf5 26 Wh3+ (had Black
played 16 Ha7, White would now

have 26 EG‘H‘) followed Dy E’gJ'f' and

the rook on b8 falls.

17 2xh7+ 2xh7 18 Wh5+ g8 19
Lxg7 ©xg7 20 Wed+ 2h7 21 Ef3
1-0

You can never find a move like 16
&\b6! by using the tree of analysis (un-
less you are a computer) because it
makes absolutely no sense except as
part of the whole tactical operation,
and therefore will not make it onto
your list of ‘candidate moves’.

Here is a more sophisticated exam-
ple.

. ERd E

///////////////

wKB) /AKA
///1//1// ///
s A

/ % %&%
/// 7 & ﬁ/ (5
&%

///7/, ,,,,,, @;g./
_ _

2y

V. Anand - J. Lautier
Biel 1997

T ma hanaoina

11€T€ arc SO many pnc\.«ca 1141151115
that it takes a few moments to grasp
what is going on in this position!
White is set to lose the exchange on
€3, but the bishop on g2 is trapped, so
it looks as if the most likely outcome is
a position with, for example, two bish-
ops against a rook and two pawns.

I'lOWt:VEl" Aﬂdﬂﬂ l'ld(l an 1mag1nauve
tactical idea, namely to sacrifice his
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queen with the astonishing move 20
£.g6. Unfortunately, after 20 £.g6
Wxdl 21 Hxe6+ Black can just run

th hic Lina he D1 (b‘pq 1M @nq_)_
W].LIJ. 131D Mlls Uy ludee e 1l L4 QDT

(22 Exf7+ 2g8) 22...@e7 23 Lxe7+
&g8 and White is losing. Now White
can ask ‘What if  had a pawn on h6?".
.l ﬂCIl lIlU lillc WllIl 5)&1 I'T' ‘w"O‘L‘uu iead
to mate as Exg7+ followed by La3+
would be possible.

20 hé6!! gxh6?

Black apparently hadn’t seen An-
and’s idea at all, or he would have tried
20...%xe3, although White retains the
advantage after 21 Rxe3 We5 22 hxg7
Hg8 23 Wcl!. Of course, the variation
20...g6 21 Kxg6 represents the fulfil-
ment of White’s idea.

21 £.g6!! De7

Now that h6 is available for White’s
bishop, the line 21...Wxd1 22 Exe6+
2f8 23 & xh6+ g8 24 L xf7#endsin
mate.

22 Wxd4 Zxd4 23 Ed3! XdS 24
HExd8+ &xd8 25 £d3! 1-0

The tree of analysis is certainly a
useful technique in tactical positions,
but it should be used flexibly and sup-

th tuynaag
plemented by other types

thinking. One has to strike a balance
between the rigid application of Ko-
tov’s principles and jumping from one

Ui CriCoSs

varintian tn annthae tAan smrirnbh T v

vaiialivill v allutlllivl LUV 111uvill. 111 lJa.l'
ticular, I favour the ‘quick scan’ ap-
proach, looking briefly at all the major
lines to see if any can be quickly re-
enlesad YEZialh aemcs lizals ablilo <:211 Lo
SUIVOCU. VVilll dily 1UCK, Uud will DC
enough to settle the analysis; if not, at

least you know where the tricky areas
lie.

The most common errors in ‘tree’

cu_y /Sis are:

1) Forgetting to analyse a move
completely. This is surprisingly easy
to do. After spending twenty minutes
dndlyblﬂg defences A and B to your
intended sacrifice, you decide that it
is sound and play it. The instant your
hand has left the piece you remember
defence C, which you had noticed but
not analysed.

2) Confusing similar lines. If you
are jumping about a lot between rather
similar variations, then it is easy to get
mixed up as to which position came
from which line. In other words, al-
though you have the positions clear in
your mind, the links between them

which form the branches of the ‘tree’

have become muddled. You may need

AdwwNs

to start rebuilding the ‘tree’ in your
mind from scratch when this hap-
pens.

While a certain amount of mental
discipline can greatly increase the effi-
ciency of your tactical analysis, a great

rlnol ctill danande Aan ‘natiiral talant? Tf
Wwell ObLill UUPUIIUO Vil 1lldluidi taliviil . 1L

would be quite easy to overlook the
whole idea of Rg6 in the Anand-
Lautier position above, and in this
case a wonderfully organized tree of
variations will not help you. But then,
Lautier missed it too, so at least you
would not be alone.

Now we return to the exercise on
page 8. Here is the diagram again:
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Crouch’s 34...2h7 is actually the
weakest of the three king moves, and
leads to a draw, as in his analysis.

Initially I thought that 34..%h8
was winning, since any check on the
eighth rank is met by ...2f8+, and oth-
erwise White has no defence to the

threats against his king.

Fritz found an incredible defence: 35
He8+ Hf8+ 36 &h1 Exe8? 37 Ef8+!
Bxf8 (after 37...2h7 38 Wf5+ Black

is worse) 38 Wg8+! fo

However
AAJS VY W V¥V \ll,

‘~Aroing etalamata
AU Ww] 115 Dbal\alll.ﬂt\/

Therefore, Black would have to play
36... 2012+ 37 Exf2 Hxe8, with a large
advantage although no forced win.

iemnl cmanwra

TllC flllal 11UV, 34 (%3{8, iS abLU'
ally the strongest and leads to a forced
win for Black, although it appears the
least likely move because it self-pins
the f2-rook. White can only try 35 He2
Hf6+ 36 Eff2 (36 Hef2 Exf2 37 Wal+
Le7 38 Wed+ &6 wins) 36.. Exf2 37
Wa8+, but there is no perpetual check:
37..8f7 38 We8+ (38 Wd5+ &f6)

38...2f6 39 We7+ (39 Wf8+ Lgb)

39..&f5 40 W7+ (40 Wd7+ &g5)
40...2g5 41 Wxg7+ £h5 winning.

Evaluation functions

When computers analyse a position,
they create a tree of analysis, and then
usc a I'dl.l'lCI' (,‘ruuc eVZUUdllUIl IUﬂLllOIl
to assess the position at the end of
every branch. Then, by working back-
wards, they can evaluate the current
position and establish what they con-
sider to be the optimal line of play. If a
computer had a perfectly accurate
evaluation function, then it would not
need to analyse the position more than
one ply ahead — it could simply evalu-
ate the position after each legal move
and choose the one with the highest
evaluation. The effect of analysis is to
increase the accuracy of the fairly

nnmttﬂm p\m]uahnn funnhnn
lJl- AALK. SALANW LANS AL

Humans tend to analyse in a differ-
ent way, but they still use an evalua-
tion function. While they may not

thinl thay hava an advantaga nf ) 29D
Lllllll\ LIIU] 11A v dll auvautusv Vi Ved &

pawns, it is quite normal to think
‘Well, at the end of this line I have a
slight/fair/clear/crushing advantage.’
After looking at various lines the hu-
man decides on the best. This process
is rather similar to that performed by
the computer.

However, the human also ty pu,auy
uses an evaluation function in a differ-
ent way. If you think that you have an
advantage in the current position, then
you automatically reject moves which
allow your opponent total equality.
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This type of reasoning is very com-
mon and is extremely useful in rapidly
cutting down the number of moves
that you have to comnsider, but it also
has its dangers. It is almost the reverse
of the computer’s logic; instead of us-
ing the analysis to evaluate the posi-
[lOl’l, [ﬂ(‘.‘« e‘vamauon lb used to prunc
the analysis tree. However, because
the initial ‘evaluation’ is not based on
concrete analysis of the current posi-
tion, it is inherently unreliable. Typi-
cally, players simply carry over their
evaluation from the preceding move
and use it as a starting point for the
next one. If the evaluation is inaccu-
rate, then all kinds of odd things can
start to happen. Suppose you have
three possible moves, A, B and C, and
believe that you have the advantage.

You analyse A and decide that it leads

to pqnahhr B the same. Vnu then con-

clude that C must be the correct move
with very little analysis. If the position
is in fact equal, then C may actually

advantaoca althn l\
learl tO a dlSauVautagv, au.uuusl ryOu

do not realize this immediately. Then,
because you tend to carry over evalua-
tions from one move to the next, you
repeat this exercise in defective logic
the next move. The upshot is a whole
string of inaccurate moves; this is, in
fact, what is commonly known as ‘lo-
sing the thread of the game’. If you
experience ‘losing the thread’, try af-
terwards to trace the problem back to
its root cause; surprisingly often, the
source of the error was a faulty evalua-
tion.

Y. Seirawan — J. Nunn
Brussels World Cup 1988
King’s Indian Defence

1d4f62c4863%Nc3 L.g74e4d65
£3 0-0 6 2e3 Dc6 7 Dge2 a6 8 d5
?De5 9 Dg3 6 10 ad cxdS 11 cxdS5 e6

A . . _ 7\
12 Re2 exd5 13 exd5 He8 (D)

s 777 & Al g T nbe T

é.//// = a ///%///
wi/ A  ARA

A A&

/////
%%%%LW%A%;
77 s
T 1Ay |\

ﬁ%w%%%/%
%M% mam

d

//////////

the opening. It seemed to me that 8 d5
was premature, giving Black a target
to aim at with ...c6 and ...e6. In the dia-

gram position, I felt that the move {3
was not only a loss of time, but even
served to weaken White’s dark squares,
especially e3. It is thanks to this that
White cannot castle (allowing the €3-
bishop to be exchanged by ...%)c4 and
...&0e3 would really be bad for White).
Therefore 1 assessed the position as
slightly better for Black, but this was
just wrong. Perhaps White has not
played the opening in optimal style,
but a small inaccuracy by White is not
enough to hand Black the advantage;
he has equalized, but no more.
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14 Wd2

Not unexpected, since 14 0-0 Qc4
is bad (as mentioned above) and 14
&2 Wc7 15 Wo3 (preventing ...40c4)
15...We7! creates unpleasant pressure
along the e-file.

14...We7

My first thought was to continue
14.. Wc7 15 0-0 Dc4 16 Lxcd Wxcd,
but then I saw that White could more
or less force a draw by 17 Dged Dxed
(17.. b4 18 Hxf6+ Lxf6 19 HDed
Wxb2 20 Habl We5 21 £.f4 Wd4+ 22
&h1 even favours White) 18 Hxed
Wb3! 19 £d4! Wxd5 20 Hfd1 Wxd4+
21 Wxd4 &xd4+ 22 Hxd4 He7 23
Dxd6.

1 could also have

CeALNS aale

simply deelope-d
by 14...8d7 15 0-0 Xc8, but once agai
this hardly promises Black more than
equality.

15 &R

Ae) EB Raad

Of course 15 0-0? &c4! and 15
£d47! &\c4 are fine for Black, but
the fact that White had to play this

Of"‘ﬁf“'ﬁ‘ Innl’i“n l" T oormo I'I
ariiinciai-iookKing King move semea

to justify my earlier assessment. I was
now quite excited about various tacti-
cal possibilities involving a bishop or

v iy b

l\lll&lll LllUVllls (49 5"1‘, buL al Lhc lllU‘
ment no such idea is effective.

15...h5

Continuing my plan to ‘punish’
White for his Opf‘.:i‘iii‘lg piay Since
there was no immediate tactical blow,
the only way to keep the momentum
goxng seemed to be by pushing the h-

16 Bhel (D)

X &2 K &

V77 /A “E19%

s A WAR

A A &
2 A~ A ‘AA
- Al //
&// ) // ////%

7 7B 75 A }‘“\

///%J /@z

//////////

The rook emerges so that it will not
be blocked in when the knight has to
retreat.

16...h4 17 5f1

After 17 Dge4 Dh7 (17..Degd+!?
18 fxgd Dxed+ 19 Dxed Wxed 20
L3 Wcd is also possible) 18 gl f5
White has to retreat with loss of time.

17..Dh5? (D)

TTn to this nnn\f Rlaclk hae nat made
P A VL ALAANA N

444 AJLRGAW N ll“k’

any real error, but now his desne to
play for the advantage leads him badly
astray. Originally I intended 17...h3,

that aftar 1Q ol

thinking thara “lnn]rl
Lllllll\llls iiiat cu.t\d wuu

5"" (2 9% § 4

be some combination based on taking
the g4-pawn. Now I discovered that
there was no such combination. I be-
came frustrated by my inability to find
a continuation consistent with my ear-
lier active play. The result was the very
weak text-move, based on a trap which
doesn’t even work!

The right plan was 17...2h7 (pre-
venting £g5) 18 f4 Dgd+ 19 Lxgd
.Q.xg4 20 £d4 Rxd4+ (20...Wf8 21

iy 14 Wres
"L)CD ldVUUIb VVl'lllC) Ll sxu4 EIO 44

Wxf6 &xf6 leading to a roughly equal
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ending, but of course this was not ac-
ceptable to me.

L & 00 wam 70000 & L0000

e e
v AT WAS
A A A7
iz /ﬁ% 7@
%w% @&%
N WoB AN

2 By
18 gl

After 18 Rg5, I intended the pawn
sacrifice 18.. Wc7 19 £xh4 Wc5+ 20
&e3 2h6 21 Ded Dgd+ 22 fxgs Exed,
but after 23 £f3 Ed4 24 Wc3 Black is
struggling to find any compensation
for the pawn. Perhaps 19...Wb6+ 20
De3 Lh6 is better, but even so 21
&\cd1 is unclear. In fact the mundane
18...216 19 £xf6 Wxf6 20 Hed We7

1c nrahahly kncf
iAD PlUUaUl] U
18...h3
Now 18...£d7?! is bad after 19

R.g5! L6 20 f4 Lxg5 21 fxg5 Dg7

’)" &\AA "-nnrl;nn ‘PI\.' PK o tn avrena A
e TCAUT, ucauuls 11Ul 1V DU, U avuilu
losing the h4-pawn to £g5, the pawn
has to advance.

19 g4

r‘ ~FF flﬁn LQ anmuETren

\,utuus Ull [ 4§ (w7 u..J-paw 1.

19...5)16

The sacrifice 19...2xg4 20 fxg4

£xc3 21 bxc3 We4 is refuted by 22

[0 f1 W A" b b
el URIJ LD gKIlJ, SO UIC K.lllglll I1dd

to retreat with loss of time.

20 R.d4

Threatening 21 {4.

20... W18 21 Dg3 Dh7 22 g5

Sealing the h7-knight out of play.

22...£6 23 f4 Dg4 24 Dced K47
(D)

X Rl
w%x%g/ A
A A Ad
. /&% %/
Y @@%m%

/ ,,,,,,,, %(

/////

////////////////

White now made the very weak
move 25 gxf6?, which allowed the
dead knight on h7 back into the game;
after many complications the game
ended in a draw.

Had Seirawan continued 25 Wd1 f5

"% & xe7 wv o727 @ vod {»‘ng QWA

LU*AE sl s § ‘As &0 BuL
then Black would have been in trou-
ble. The d6-pawn is under fire and the
h7-knight can only emerge in the dis-

Frrtrye o tha onlid D& €1
I.auL LULUIC LJVCH LIIC DUllu 9 &all

would have given White a clear advan-
tage.

In this example the chain of events
wrncs a lhad accacomnnt AFtha smanoitine
wad. d Udau dadd>Udollibiil Ul ulv pPudiuuvll,
resulting in over-ambitious play by
Black; then avoidance of drawing
lines, leading to the awful 17...2h5?.
Nlanl, ~emler mmd lhonls e bemmls afme 2o
DI1daCR Vllly gUL DaC Ull UdCk allCl 11D
position had severely deteriorated.
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When to analyse

One question which Kotov did not
really cover is whether to analyse at
all, or how much to analyse. Yet this is
of great practical importance. One
might end up playing better moves if
one could analyse for an unlimited
time, but games played before the in-
troduction of chess clocks (and some
postal games) show that this is not
necessarily the case. Too much analy-
sis can easily lead to fatigue and con-
fusion. These days the tendency is

awitalSans

towards faster and faster time-limits,
and this means that apportioning one’s
thinking time becomes ever more cru-
cial,

When analysing a given position, it
is fair to say that one almost always
sees more in the first five minutes than

n the navt five minntee The five min.
‘.ll CAANY AAN/AAL AL VN LALILAAGALN/ T s A LA AAVY Ny AdAAAL

utes after that is even less productive,
and so on. I have observed that if a
player spends more than 20 minutes

NnuvAar tha racnlt 53¢ almnct al
uUvul a lllUVU, uic LU ouiL 10 allllUDL ai-

ways a mistake. The normal decision-
making process should not take longer
than this, even in fairly complex situa-
tions. There w111, ofc COursc, a}wayb be
exceptions to any such empirical law,
but in this case they are fairly rare. If a
player takes a long time over a move,

the reason is 'L'lSi.lduy either indecision
or inability to find a satisfactory con-
tinuation. It is very unusual for the po-
sition to be so complicated that it
really demands more than 20 minutes’
thought.

If you have thought about a position
for some time and are still unsure what
to play, then it is essential to be ruth-
wSSly pi‘agmatm You have to ask
yourself whether further thought is
really going to help you make a better
decision. Suppose your lengthy cogi-
tation is the result of indecision; for
example, say there are two moves, both
of which have roughly equal merit. If
you have not been able to decide be-
tween them up to now, it is reasonable
to suppose that there is in fact little to
choose between them. Considerable
further thought might eventually re-
veal some tiny difference, but it is rare
that this expenditure of time is worth-

while. First of all it1is easy to be wrono

U VVAUVLiE

when dealing w1th such ﬁne distinc-
tions and secondly, gaining an infini-
tesimal advantage is of little value if

the rpcn]f 1Q
wav

that vou run into time-
Lilw 1Lwo

A2 Wi J A W41l 111V bVilikWw

trouble and blunder away a piece.
Games are decided by very small ad-
vantages far less often than is usually

[ 338 a%aYe T

ad
SuppuUsSLuL.

lﬁ‘lﬂfﬂ [a3 b }

There are p1ay<ers, such as
Capablanca and Karpov, with the abil-
ity to convert a small advantage into
a win on a regular basis, but this talent

~

iS rarc

PP PP Paeven

ven amongst granamasters.

Games in which the players make er-
rors and the advantage swings back
and forth are far more common; in the
end the decision comes about as a re-
sult of a serious mistake. My advice is
to obey your instinctive feeling as to
which of the two moves is better or, if
you don’t have any preference, just
choose at random. I have occasionally

('I)
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been tempted to toss a coin at the
board, but despite the undoubted psy-
chological impact on the opponent, this
does seem rather ‘Lii‘iSp()i‘Lii‘ig

If you are unable to find a satisfac-
tory continuation, then once again it
usually does not help to think on and on
hoping for a miracle. Of course, if it is
a question of coming up with some-
thing or resigning, then you may as
well continue, but this is uncommon.
Usually, you are better off playing
what appears to be the least unfavour-
able continuation and saving the time
for accurate defence and possible
counterplay later on. It is worth noting
that if you are generally unhappy with
your position, then this might well be
colouring your assessments. Before
choosing a move, it is probably worth
having a quick review of the alterna-

hvnc and the reasons \uhv vou deemed
AN LVAAW AWRRALIVLAD VYV A J WAWNWALANWGE

them unsatisfactory, to see if they are
really as bad as you imagine. It is not
unusual suddenly to find that your in-

tandad annal AAantinnatinn
‘-Ullu\lu \l\-lual. buuuuuauuu lD Dllsllll]

worse for you; you then look at more
and more unfavourable possibilities,
become deeply depressed about your
position, and forget that the first line
you looked at wasn’t actually all that
bad.

Another common time-waster is
instinctively to want to play a certain
move and then to spend a long time
trying to back up this intuitive feeling
with concrete analysis. Don’t do this.
If your intuition is teiling you strongly
to play move X, then you will probably

play it in the end anyway and further
thought is only going to waste time.
The situation which represents the
worst of all worlds is when you waiit
to play X, but can’t find any objective
reason for doing so; then you analyse
and analyse until you find some half-
baked and UUDIOUh reason W[ly Xisa
good move. Then you end up playing a
dubious move and spending a lot of
time. However, it is usually worth-
while spending a few minutes trying
to find something concrete wrong with
your intuitive choice, because posi-
tional intuition doesn’t insure against
the possibility that it might be bad
for tactical reasons. If, during these
few minutes you don’t find anything
wrong, then you should just play the
move.

The following game is a successful

avamnle nf nla\nnn {alm ncf'\ unthnnf
vl\“‘l‘y‘v A J & “llllvo

calculation.

J. Nunn - P. van der Sterren

DII" 'nn ’OO;/‘
UW'M l5u 4 771 J
Ruy Lopez

1ed4e52Df3%c63 Lb5 a6 4 La4

}"\n(: 0-0 é)n'ncﬁni b5 7 é)l-.‘l.l(Q
U7 U LT

c30-0 9 d3 a5 10 £¢2 ¢5 11 2bd2
He8 12 Of1 h6 13 Dg3 218 14 d4
exd4 15 cxd4 cxd4 16 Hxd4 £b7 17
b3 d5 18 e5 Ded (D)

Black’s inferior handling of the
opening has left him with an offside
knight on a5. The idea of ...d5 and
...2De4 is to offer a pawn in order to
free his position.
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19 2b2

I did consider mkmo the pawn hv

19 Dxed dxed 20 K.xed Lxed 21 Bxed
Wd5 22 We2 (but not 22 Wg4 Hxe5 23
Hxe5 Wxe5 24 £.xh6 £5 25 W4 £d6
26 Wxe5 £xe5 27 Le3 4 and Black
wins) but I instinctively didn’t like it.
White’s pieces are badly tangled up,
while Black’s development problems

are solved. It seemed to me fhat it
N/ ALANWNS s

would be very hard to put the extra
pawn to good use in such a position.
Looking back on it, I think this line

“rnnlrl alen konn haan cnmawhat hattar
YWUUILIU dAloV 11d Vw Uviwvil ouu.xvvv 110 U LR

for White, since Black still has trouble
using his knight effectively. The more
dynamic game continuation is at least
as gOOd, and presenm Black with diffi-
cult decisions.

In general, White would be quite
happy for Black to exchange knights
on g3, as then he would have an auto-
matic attack by Wd3 (meeting ...g6 by
€6). However, I was not prepared to
spend a tempo on forcing it by playing
19 3. Moreover, this move both weak-

ens the a7-gl diagonal and blocks the

d1-hS diagonal, along which White
might like to move his queen.
19...Wh8

Aftna. 10 W . 8AN 2 A1A N1 £
AICT 17...8aXCO LU 1 Ll 1A

-i- <
Lxel 22 Wxel Wb6 23 @hl White
has a large advantage since an assault
on g7 is not far away.

The text-move was unexpectea but
the point is clear: if White takes three
times on e4, then Black just plays
...2xes.

20 e6

A key moment. I thought for a few
minutes about the direct 20 Wg4,
when Black has almost no choice but
to play 20...Wxe5. Then it looks as
though there must be a tactical possi-
bility using the long diagonal, but I
could only see one idea: 21 df5
Wxb2 22 Dxh6+ Fh7 23 Dxf7 Wxc2
24 Exed dxe4 25 Dg5+, followed by

Whs Hnumvpr even a qlnr\lr olance is

= I.AJ

enough to show that the analysis of
this line will be very complicated: in
the middle Black can try 24...Exe4, or

'\ mavy r]nnl }'\ﬂ ('ﬁﬁ{\l‘\l" QI\Q Qﬂl’l
ll\./ u.xu] U\l\rllll\i I,ll\/ QW ULING yluvy cQarini

play, for example, 23...Wf6.

Here is a case in which a quick scan
of the other possibilities is much bet-
ter than the twenty minutes or so
which would have been required to as-
sess this double piece sacrifice. I first
looked at 20 Dgf5 Exe5 21 Wg4 g6,
but there seemed to be nothing clear.
Then the text-move occurred to me
and I was at once attracted to it. After
20...fxe6 21 Dxed dxed 22 Lxed
£.xe4 23 Exed Black has a miserable
position; the e6-pawn is weak, the
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aS-knight remains offside and White
can step up his pressure with natural
moves such as Wg4 and Hael. Best of
ali, it is Sli‘ﬁple and risk-free.

Home analysis shows that the dou-
ble piece sacrifice leads to a draw: af-
ter 25 Dg5+ g8 26 WhS in the above
line, Black can respond 26...e3! and
White has nothing more than perpet-
ual check.

20...Wf4

Another rather unexpected move.

21 Dxed dxed 22 g3

Aomn a snmnle choice. In order to

av01d losing the pawn on e4, Black’s
queen must move onto the long diago-
nal, but then White has various tactical
ideas based on moving the d4-knight.

22...We5

After 22.. W16 23 Wd2 b4 24 R xed
Black will be lucky to escape with
nn]v the loss of a pawn,

23 Wead

It is important to take into account

any finesse which might make the win
QQ(‘IAF Unra ‘x’hi ta ‘10(\ I‘\l\il\ﬂ "\

thoa

tween 23 We2 and 23 Wg4 hS 24 geZ.
The latter is clearly superior for two
reasons. Firstly the protruding pawn
onhSisa 'v'v'eakucbb, as it will be unde-
fended; secondly, the weakening of
the g5-square may allow White to oc-
cupy it later with his knight creating a
permanent uanger to Black’s mug
This is an example of the method of
comparison (page 44).

23...h5

There is nothing better. 23...£b

42
He? is no different, while 23...fxe6 24

£

Lxed Lxed 25 Hxed W6 26 Hf4!
W5 27 Wxg5 hxgs 28 Hed is similar
to the game, but with Black’s kingside

sxren o Axram szranl-ac

l)d.W i1S €VE&i1 WCaKCrT.

24 We2 fxe6 25 £xed Wxed 26

Wxed & xed 27 Exed
An ideal outcome. Black will inevi-

Lley IUbC lﬂﬂ 60 deIl wumn a couple
of moves (e.g. 27...2f7 28 Hael £b4
29 Ef4+) and he remains with an off-
side knight.

27..2ac8

If White takes on €6 immediately,
then this rook will penetrate to c2.

However, there is no rush.

28 Hael

Threatening to take twice on e6
with the rooks, thereby leaving the
d4-knight to cover c2.

28...2b4 29 Ele2 2¢3 30 £xc3
Exc3 31 Hxe6 1-0

This may appear a little premature,
J lly “““ lJ lllllllll

but Black will lose the a6-pawn as
well, and there is no point continuing
with two pawns less.

DAUT

This acronym means: if in doubt

‘M~ A aTTnm
UUll L nucu_y sC UllllUbeDaly labllbb .

Tactical analysis is an error-prone
activity. Overlooking one important
finesse can completely change the re-
sult of the anaryms If it is pUbblUlC to
decide on your move on purely posi-
tional considerations then you should
do so; it is quicker and more reliable.
There are, of course, many positions
in which concrete analysis is essential,
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but even in these cases you should not
analyse specific variations more than
necessary
mL O _ PR
1nc 1 g €Xam
ginal case.

Bundesliga 1995/6
Giuoco Piano

1 ed4 e52 DF3 Dc6 3 L.c4 Df6 4 d3
£¢550-0d6 6 c30-07 Dbd2 a6 8
£b3 £a7 9 h3 Hd7 10 £c2 f5 11
exfs Hxfs 12 d4 Hf8

Black has played the opening in a
rather provocative manner, aiming to
open the f-file and create counterplay
by attacking f2. However, the cost has
been retarded development.

13 Ded

After 13 d5 De7 14 g5 D16 15

5\,1,:11 &\F< ‘V‘—nfn hac secure contr 1

A4V 1103 DWW Ul v \v\}llbl.\}l

over e4, which would warm the heart
of anyone who plays against the King’s
Indian. Unfortunately for White, the

hlanl lia a7 vrathasr tha
oiack UI.DIJU[J I.D on a/ lalllCl lllall 5 I,

and the pressure on f2 gives Black rea-
sonable counterplay.

13...exd4 ( D)

With quite a few of White’s pieCES
pointing at Black’s naked kingside,
there is clearly potential for a forcing
continuation, but which move should
he choose? 14 Qeg5, 14 Dfgs, 14
£b3+ and 14 £.g5 are all reasonable
continuations. I would regard this as a
borderline case for deciding whether
to spend the time to analyse every-
thing thoroughly. The position does

X 2W Eé

wEZAAA Ak

/////’&/g// /// ””” W

) I ) oW
. Ry

wy Y //%2'\//;\
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indeed look promising on purely stra-
tegic grounds, but the wide range of
moves at White’s disposal indicates
that a complete analysis will be very
time-consuming.

forward forcing continuation Wthh
gives White a slight positional advan-
tage. In fact White could have secured

a lornnr advantaoe 1.“, annther lina hnf
5 u'“lltue\l J CLLAIV VA ANA l.ll.l\l

that is the risk one takes in making a
decision not to look too deeply into a
position. However, 1 would certainly
have taken my time had there not been
an advantageous alternative.

14 Degs

Here is an analysis of the other pos-
sibilities:

1) 14 £g5 We8 15 Hel Hde5 16
xd4 £xh3! 17 gxh3 £xd4 18 cxd4
Df3+ 19 g2 Dxel+ 20 Wxel Dxd4
and Black is slightly better.

2) 14 Wd3 Hce5 15 Dxe5 Dxes
16 & f6+ Wxf6 17 Wxh7+ &7 de-
fends.

3) 14 b3+ Lh8 15 Dfg5 We7
(not 15...4de5 16 Dxh7!) 16 Deb6 (16
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Whs g6 17 Wh6 &6 and 16 Dxh7
Wxed 17 Dxf8 Dxf8 18 WhS+ Hh7
19 Wf7 £xh3 20 gxh3 dxc3 are fine

Nia~lLY 14 IN\FL 17 N\ fQ W4 10
for DIACK) 10...4010 1/ X106 = XC4 10

Eel Wh4 19 &e6 dxc3 and Black has
two pawns for the exchange — the posi-
tion is unclear.

4) 14 §Hfg5! and now:

4a) 14...d5 15 De6 (15 WhS5 h6 16
&eb is also good) 15...We7 16 Hdg5
&6 17 Dxf8 wins the exchange.

4b) 14...%de5 15 HHxh7! Ef5 16
Deg5d3 17 b3+ (17 £xd3 Dxd3 18
Wxd3 is unclear as the knights have
no way back from their advanced po-
sitions) 17...d5 18 g4! Xf7 19 &xf7
Dxf7 20 Wxd3 Hces 21 Wxd5 Wxds
22 2 xd5 &xh7 23 Eel and now, with
H+2A vs 2&), White has the better
ending.

4c) 14..dxc3 15 WhS (15 De6 We7
16 Nxf8 cxb2 17 £xb2 H\xF8 is un-

Cd AN NN

clear) 15...h6 16 Wg6 with a decisive
attack.
4d) 14...h6 15 De6 We7 16 Dxf8

&’\vm 17 Hel ébag and Black has a
L% § ali\l la\'l\ 11aAaS a

pawn and a slight lead in development
for the exchange, but this does not pro-
vide sufficient compensation.

14 IN\fc 12 War &
14...410 10 =540 g

After 15...h6 16 Dh7 He8 17 Wgb
White has a winning attack, so this
move is forced. However, the weaken-
ing of the dark squares around Black’s
king is serious when his dark-squared
bishop is far away on the queenside.

16 Dxd4 Dxd4 17 cxd4 d5

This is almost forced, or eise Black
cannot complete his development, for

example 17..&f5 fails to 18 Wb3+
and 19 £ xfS. Now, however, 18...£f5
is a threat.

18 &Hxh7! (D)

Definitely best. The net effect of
this is to exchange the h7- and d4-
pawns, further eroding the defences of

a1 _ 2 1 __
e D1ACK King.
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18...215

Not 18...2xh7 19 Wxg6+ <h8 20
£.g5 with a decisive attack, for exam-
ple 20.. We7 21 Hael Wg7 22 £xf6

Ervm N M. PrQ 24 P fQ \vam 25
ALY &4J &VUOUT &10 A TT&ALOT B A1

Wh7#.

19 Dxf6+ Wxf6

Forced, as 19...2xf6 20 ¥b3 &xc
21 Wxc2 £xd4 22 .QgS costs the ex-
change.

20 Wb3 2.xc2 21 Wxc2 £xd4 22
£h6 Zf7 23 Hadl

____________ Voot £ma - 1

llllb pUblllUll lb lﬂC almost 101rceca
consequence of White’s decision at
move 14. The immediate threat is 24
Hxd4, and the d4-bishop is pinned
against the d5-pawn.
23..Eh7? (D)
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A serious error, which costs Black
the game immediately. Other moves:
1) 23...2h7 24 Ke3 Lxe3 25 fxe3

Gy~ Az Ul AT _A
"’e/ LO 'H.X.ll'f EXII L1 C4 UXC"‘ LO

Wxe4 is unpleasant for Black. The
b7-pawn is attacked, and White threat-
ens both 29 Hf1 and 29 Wg4, followed
by 30 Hd7.

2) 23..c5 24 Re3 Kxe3 25 fxe3
Wc6 26 HExf7 xf7 27 e4! d4 (White
wins a pawn after 27...dxe4 28 Xf1+
g7 29 Wc3+ g8 30 Hf6 Wes 31
Wcd+ g7 32 He6 Wd7 33 Wxed
Wd4+ 34 Wxd4+ cxd4 35 Ed6) 28
Wc4+ g7 29 b4! with strong pres-
sure.

3) 23...8xb2 24 Hxd5 He8 25
Bfdl Le5 is Black’s best line. How-

ever, I still prefer White because his
king is completely safe, while Black’s
has only one pawn for protection.

XZ 7 Te
17 . %%

/////' =
///////////
w & w @

T / v/ 70 &
//// //// ////// /RS
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Here is a case in which it most defi-
nitely is worthwhile looking for a
forced win! After the sacrifice on d4
Y .01t L oo ~a 11 2
DIA4ACK W11l ndvg 110 pawns at dll Jdce-

fending his king. White only needs to

switch his bishop to the long diagonal,
or bring his rook into the attack, and
the game will be over. The lines are
quite Stfalguuor‘wai‘u and 10i‘Cu‘1g, SO
there is little possibility of error.

24 Hxd4! Wxd4 25 Wxg6+ <h8
26 Hel

Black is helpiess against the threat
of 27 He8+.

26...2d7

The only way to limp on. Now White
can win two pawns by 27 He8+ Hxe8
28 Wxe8+ ©h7 29 Wxd7+ &xh6 30
Wxc7, but Black has a passed d-pawn
and in a queen ending a strong passed
pawn can counter-balance the loss of
several pawns. At any rate, White
would have to take care, so it is worth
looking for a killer move.

27 Wh5! Wd3

There are simply too many threats.
27...2g8 28 He3 is hopeless, and after
27..Wc4 28 & f4+ g8 29 He8+ White
wins the black rook for nothing.

28 He6

Ninco th T

all over.
28..Hg829 Lg7+! Txg7 30 Who+
1- 0

Quite apart from the possibility of
miscalculation, there are psychologi-
cal traps lying in wait for the avid cal-
culator. Suppose that, in a slightly
favourable position, you see a sharp
and complicated line; it takes you half
an hour to investigate ail the variations
which may arise, but you discover that
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the upshot is at best ‘unclear’. It is
then incredibly hard to write your
analysis off as a waste of time and start
[mnklﬁg about alternative ideas. Even-
tually you convince yourself to play
the tactical line with an argument like
‘well, he probably won’t find his way
tnrougn all the complications, and
even then he doesn’t have any advan-
tage’. Thus you end up playing a move
which is objectively not the best, and it
is amazing how often one’s opponent
does indeed find his way through the

complications once they have been

forced on him.

E Wa &
wio . o AR
% %”% i
,,,,,,,, 5
%% %a% #
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Linares 1994
In this position a great deal depends
on White’s mobile e- and f-pawns. If

Nm anéd Asnm v wrd e

h\v vall >CL l.hCII.l lllUVllls Uy 14 aud CS,
gaining tempi with both moves, then
Black will be dead lost. At the moment,
however, Black threatens a fork on 3.
Anand decided that forcing through
f4 and e5 was so important that he was

prepared to sacrifice the rook on gl to
achieve it. The game continued with
the complex tactical variation 19 f4!

INFAOYNWSY INv a1 D1 200D A A7)
Do LU 8L iXg1L 41 CoOU-U LL wAD!

£xe5! 23 fxe5 Wxhd 24 Hxgl W4+
25 &b1! Wxe5. Even for a grandmas-
ter, working one’s way through this
line is far from easy, but that is not the
end of it. In the resulting position
Black has arook and three pawns for a
bishop and a knight, on paper a con-
siderable material advantage. How-
ever, Anand showed that after 26 &c5!
White’s initiative prevents Black from
co-ordinating his pieces. He went on
to win very nicely.

One can hardly criticize Anand’s
choice, as it did give him the advan-
tage in a very forcing way, but for or-
dinary mortals (and normal GMs such
as myself) this continuation would be
adistinctleap in the dark. If faced with
the diagram position, it would be rea-
sonable to spot 19 f4 and think “Well,
that may be good, but it’s very compli-

noh:rl n onol‘yoa it

T hava tn hunt 1¢
alvui, 1 11 dalla

if
]D\.« it 11 111Aave LU, UulL 10

there another line which gives me the
advantage and involves less risk?”’ The
move 19 Ke?2 is natural; it threatens
f4 and e5 without any sacrifice at all.
Black cannot blockade White’s pawns
with 19...g5 because 20 hxg5 hxg5 21
Wxb4 (or 20 Wxb4 gxh4 21 Exd4) is
very good for White. Anand did not
play this move because of 19...d3,
which is indeed the only reasonable
reply. However, White can then con-
tinue 20 We3! and Black is in big trou-

ble. The threat of f4 and €5 1s renewed,
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and the pawn on d3 is hanging. The
continuation might be 20...&xh4 21
£xd3 Wc7 22 Qb6 Dxd3+ 23 Exd3

¥ 10 N4 W.. 10, W10 N&g NI LA
ado 44 &X00T wXd0o <45 4o ana

Black is losing. He cannot castle ow-
ing to 26 Wxh6, the g7-pawn is hang-
ing, White threatens Wc5 and the
bishop is dominated by the powerful
centralized knight. This variation is
fairly straightforward to calculate, and
probably not really necessary as after
22 @b6 it is already clear that White
stands very well. Thus White could
have gained at least as much advan-
tage as in the game with the simple
move 19 Ke2. It is easy to imagine
that having calculated the difficult and
attractive line with 19 f4, White was
not eager to find an equally good sim-
ple alternative, even though moves
like 19 Re2 and 20 We3 are child’s

nlay tn eomeanne ench ac Anand

1dy LU SULLIVULIV subll ao filiaiu
Safety-nets
Whan vnit ara thinking ahnant a ~nm
YV 1111 ] U alwv Lllllll\llls aAuvuUul a VUliL~

plex and lengthy tactical line, espe-
cially one involving sacrifices, it helps
to have a safety-net, i.e. an alternative
line which you can adopt if, half-way
through your intended continuation,
you discover that it doesn’t work.

The simplest type of safety-net is
when you have a perpetual check in
hand (D).

This looks like a fairly normal Naj-
dorf Sicilian, but Shirov found an
imaginative tactical idea.

17 Ef5! Lc8

X E X

2
W //// %ﬁ %2%8/&?

U/ m%./

//A// & | 3
,%ﬁ%&/“/

g%a@ 4&%
B &

B. Gelfand

,,,,,, B
A. Shirov -
Dos Hermanas 1996

This does provoke the following
combination, but Gelfand probably

did not realize how dangerous the
ull&vlvuu CAANS

(<3 9 ¥ 5

coming sacrifice would prove to be.
17...b4 would have been a safer alter-
native.

18 Hxe5!

This involves the sacrifice of a
whole rook.

18...2d6 19 £f4 g57!

After 19, é)w,< N dveas WAR N1
wi LU e AW BUO 4L

Ef1 (21 .Q.c7 @hS!) Black would come
under very strong pressure, for which
he has only a minute material advan-

&~

tage as consolation.

Shirov did not analyse 19...%c4!?,
but perhaps this would have been a
way for Black to reach a reasonable
position. The main line runs 20 Xc5
(20 Rxc4 bxcd 21 Dd4 g5! is much
better for Black than the game, as with-
out the bishop on d3 White’s threats
are far less dangerous) 20... &xf4 21
Hxc7 Rxg3 22 hxg3 ©xb2 and White
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has an active rook, but his pawns are
shattered. The position should be at
least equal for Black.

20 Ec5!

The stunning point of White’s com-
bination.

20...gxf4 21 Whd £.xc5 22 Wxf6+

g8 (D)
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The first critical moment. White

has no trouble forcing a draw, for ex-
ample by 23 Wxh6, when Black has no
reasonable way to prevent perpetual

check (23..Wd6 24 Wg5+ Wg6 25

Wxc5 is very good for White).

Shirov now thought carefully about
the various options for playing on.
This raises the question as to why he
embarked on the combination if he
had no idea how he was going to con-
tinue at this stage. The answer is that
even a leading grandmaster such as
Shirov is human. We are already six
moves away from the start of the com-
bination, and it is not possible to cal-
culate complex tactics accurately an
indefinite distance ahead. Very forcing

variations can indeed be carried much
further, but in this position there are
numerous options for both players
and this increases the COmpleXuy uy a
large factor.

Shirov based his sacrifice largely on
intuition. In this position, with Black’s
Klllg bCI'lOUbly CXpOSeU, he must IldVC
felt that there would very likely be a
way to play for a win. Moreover, at the
back of his mind there was the com-
forting knowledge that if in fact there
was no winning attempt, he had the
safety-net of perpetual check to fall
back on.

23 Dxc5 WxceS 24 e5!

A risk-free method of playing for a
win. This introduces the d3-bishop
into the attack, and possibly the ¢3-
knight as well, while all the time re-
taining the option of perpetual check.

24..8b7N

Gelfand slips up and now gets into
serious trouble. The critical line was
24...%)d7! 25 W5 and now:

1) 25..Hd8? 26 Wh7+ &f8 27
Wxh6+ Le8 (27..2e7 28 Whd+ el
29 Hed Wxe5 30 Eel wins) 28 De4!

Wc7 29 Dd6+ Le7 30 Df5+ el 31

cU Wllllllllg

2) 25..He8!26 Wh7+ 21827 RKed
(once again, White has a draw by 27
Wxh6+ 2e7 28 Wg5+ 2f8, but can
play on without risk) 27...20b6 (it is
essential to cover d5; 27... Eb8 loses to
28 \d5!) 28 Wxh6+ Le7 29 Hd1 (29
Wxb6 Wxb6 30 Dd5+ Leb 31 Dxb6
Eb8 gives White no advantage) and
now:
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2a) 29...Hb8 30 Wf6+ 2f8 31 Hd5!
Wc7 (31..4xd5 32 HxdS5 wins) 32
e6! Bxe6 33 Bd8+ Wxd8 34 Wxd8+

DT 28 Wy HeQ 24 W £4 < a
=g/ J0 Eg.)'r =10 00 =XI4 with a

clear advantage for White.

2b) 29...Re6! 30 Wf6+ 218 31 hd
and it is still possible for Black to go
wrong, for example 31...2ac8 32 h5
W2 33 h6 Dd7 34 Wg7+ e7 35
Wo5+ f6 36 exf6+ Dxf6 37 Dd5+
£.xd5 38 &xd5 and White wins. How-
ever, after 31...\Wf2 32 h5 Had8! 33
Exd8 Wel+ 34 &h2 Wg3+ the game
finally ends in perpetual check, al-
though oddly it is Black who gives it!

Although he could have reached a
draw, the task confronting Gelfand
was enormous. He had to defend very
accurately for a long time against an
opponent who has taking absolutely
no risk, since he always had a perpet-

nal chacl 1n reserve.
WAL Wwiiwwin 111

25 Wxh6 f5 26 exf6 Zf7
The only defence, as 26...Wc7 27
Weo5+! ©h8 28 Hel would be hope-

!ﬂ(‘(‘
1C55.

27 Wg6+ 218 28 Whe+ g8 29
2f1! Ze8 30 Wg6+ 218 31 Whé+
g8

N~ Qhisney ~rie 14 L.~
INOW D11IT0V L«UUIU nave pmycu JL

£h7+ Hxh7 33 W6+ 18 34 Wxh7
Lxg2+ 35 dxg2 W6+ 36 Bf3 Wxf6
37 Ded. After 37.. @g7+ 38 @xg7+

@)&gl 37 gXL‘I' QIL‘I’ ‘l'U gL\le Dldbl\
would have been two pawns down in
the ending.

Shirov chose a different continua-
tion and won after further complica-
tions.

When the tactics have to work

If you initiate tactics which involve a

e Mt sanstans Aead aea Al ra 2~ an

1a15c: bUIlulllI,IllClll allu lldVC 11V bdlcty-
net, then you have no margin for error
at all. Thus you have to be absolutely
sure that your idea works, and it is
emem L LT __ a1 2 __ L1 _ b 1 °__ __ ___

Prooaniy woril aoubdIC-CICCKINg Cve-
rything before you commit yourself.
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A. Yusupov — L. Portisch
Tunis Interzonal 1985
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moved his king and so cannot castle
kingside. White has just attacked the
c-pawn with 2b5 and 18...£d6 would

rroresm ey mastazeler

UC a uuuual chxy YUBUPUV Ll Lauuy
has some compensation for the pawn
as Portisch’s king is stuck in the cen-
tre, but Black’s pieces are fairly well
placed and he is, at any rate, not worse.
However, Portisch now decided to
play a combination.

18...26?

The idea is that if Whiie takes on ¢7

then his knight will be trapped.
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19 Dxc7+! 2d7
There is no way back; after 19...&f7
20 Ef1 g8 21 d4 We5 22 Hcxeb

XYJL. o o nd Dlanl’a LQ
WlllLC Wlllb a paVVll allu DIAVA D 110~

rook is blocked in.
20 Hxa6 a8
The immediate acceptance of the

........ arl 2fia. <

plCLU lb Udu IUI Dldbl& alll LU URdO

21 Wxa6 Eb8 (21...Ec8 22 Wb7+ Ec7
23 Badl+ £d6 24 Exd6+ 2xd6 25
Bd1+ Wd5 26 Wb3 Hb8 27 Exd5+
exd5 28 Wc3 is very good for White)
22 Bed1+ and now:

1) 22..&c723 Hacl £¢5(23..Eb6
24 Wa7+ Eb7 25 Exc6+ Lxc6 26
Nd4+ 2c¢7 27 Ecl+) 24 Dd4 Eb6 25
Wad Rxd4 26 Wa7+ Hb7 27 Wxd4
and wins.

2) 22...8d6 23 Hacl Ehc8 24 Zc3
and there is no way out of the d-file
pin. White wins by some combination
of Ecd3 and Wa3.

Portisch was certainly aware that
taking the knight with the b-pawn
would expose his king too much, and

thp text-move was the pnlnt of his

idea. He aims to take the knight with a
piece, leaving the b7-pawn to defend
his knight and provide his king with
adaniata

dafan
adequate defence.

21 Hed1+ ©¢8 (D)

The critical moment. Portisch has
staked the game on his ability to take
thel mugut with a piece If he laub, then
he will inevitably lose because the con-
cessions he has made in order to trap
the knight are so large. He has been
prepared to go a pawn down (two
pawns have been sacrificed, but he
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was a pawn up in the diagram posi-
tion) and, just as important, he has
been prepared to expose his own king
seriously. In view of the total lack of
any safety-net, Portisch should have
made absolutely sure that there was no
hole in his calculations.

22 b4!

Yusupov pinpoints the flaw in the
whole concept. Black does not now
win a piece and his position has been
irreparably damaged.

22...Exa6

. W

>

////////

After 22...bxa6 White wins by 23
Hacl €b7 24 Hxc6 xc6 25 Dd4+.

23 b5 Ha3 24 bxc6 b6

Trying to keep some lines closed.
74 hy loses to 25 Hacl £c¢5 26

oA
44%...0XCO 108€S 10 25 =aCi =CO LO

@d4 WeS 27 Wc4! and the attack
breaks through.

25 Habl Kc5

Black’s pumuuu is uopeless O'V'V'ii‘lg
to his fatally exposed king. The finish
was 26 Eb3 Ha5 27 Wc4 Hxa2 28
Hxb6 Lxe3+ 29 &hl L£xb6 (or
29.. Wd5 30 Eb8+ &xb8 31 Wbd+

2c7 32 Wb7+ 2d6 33 Wd7+ c5 34
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Hxd5+ exdS 35 We7+ 2xc6 36 Wxe3)
30 Wxa2 &c7 31 Ed7+ &xc6 32
Wad+ &c5 33 Hd2 1-0

Implicit commitments

Almost every move in chess involves
some sort of commitment. A pawn
move cannot be reversed and with each
advance the pawn permanently loses

the ability to control certain squares.
Even a piece move is acommitment; if
the piece turns out to be badly placed
on its new square, it may have to go
into reverse, with consequent loss of
time. However, the degree of commit-
ment is important. A piece sacriﬁce
ment than a natural developmg move.
We have already discussed the more
obvious types of commitment earlier.

Tawavar tha mnra cnhtla tnﬂn
LIUVYWWYVL, Lll\/l\.« JD “ 111Vl W SUU LIV ]PU

of commitment, which we call im-
plicit commitment. Very often, a cer-
tain type of commitment is bound up
in a player’s choice of opening. A
player as White adopting the Velimi-
rovi¢ Attack in the Sicilian (one of the

main lines of which runs 1 e4 c5 2 &3

N\~ AN AL DNEL & ENA2 A
%)c6 3 d4 cxd4 4 Dxd4 216 5 %3 d6

6Rcde67 Re3 Le78We2a690-0-0
Wc7 10 £b3 0-0 11 g4) is committing
himself to an all-out kingside attack,
which may involve sacrifices, and if
he is hesitant about giving up material
then he has simply chosen the wrong
opening. Of course, this is an extreme
example — there are few opening varia-
tions as one-sided as the Velimirovié

Attack, but the same general principle
applies in many openings. For exam-
ple, it is not unusual for a player to
seize a long-term strategic advantage
in return for piece activity or a lead in
development. In this case the player
with the better development has taken
on an implicit commitment to under-
take rapid action. Advantages such as
a lead in development are inherently
temporary, because when the oppo-
nent has brought out all his pieces the
advantage disappears. A common mis-
take is to take on such a position, but
not to appreciate that the long-term
chances lie with the opponent. The re-
sult is a fatal lack of urgency. Here is

an examnle
“AAL Vl\mllylv.

J. Nunn - J. Mellado
Leon 1997

lede62d4d53e5c54c3Wh65
Hf3 £d7 6 Le2 £b5 7 c4 £xcd 8

A wod AdwaA
e AL® UAL"Y

I had noticed in my database a
game won by my opponent with this
rather offbeat line (instead of the usual
8...Wb4+). Players are often unduly
affected by the result of a game. If a
player has won a game with a particu-
lar line, he will very often repeat ex-
actly the same line, even if it is rather
dubious. After looking at 8...dxc4 be-
fore the game, I quite liked the result-
ing positions for White, so I decided to

go down the same variation.
9 d5 De7
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Black does not completely equalize
after 9...exd5 10 Wxd5 SDe7 11 Wxc4.
10 dé6

ML 2o tha ees ~

This is the critical ¢
Mellado’s earlier game White had
played 10 &3, which allows Black to
swap everything on d5, with a more or

jess equl ‘posluon

10...2ec6 11 0-0 (D)

EA 7@% é

/////

Armemtismizatins  Te
Culllluativlil,. 11l

A ////
/ 2
A

Z

N

mm? /// g // """ ////
sy, AR 7L V4
N Y
» T > >
vAL T
///// // N
V% /%//é /////////// //g// //%
4 4
OB B Ear
BOEW B
This is a typical case of implicit
commitment. The extra pawn is not
relevant, as White will win back the
c4-pawn in a few moves. The key fac-
tor is that Black has allowed White to
drive a wedge into the middle of his
position The protected passed pawn is

1t

llUI. 5Ulll5 lU lJl Ull.lUlC 111 LhU ncar fuu.ue
— there are simply too many pieces on
the board for that - but it is an asset
both in the middlegame and in the
orndansans Ti thhn sani A dlavnsann 24 cteflan
vilugalllC. 11l e 1Inuauicgalllc it s5iiiics
the activity of Black’s pieces and cuts
communication between the queen-
side and kingside. This could help
A} ¥4 'SV JLUURSRPELI DO Y RPN
YYILLC 10 MOount a K1iNgside attack, 10r
Black’s queenside pieces would have

trouble feeding across to the other side
of the board. In the endgame the pawn
is more likely to promote, as there are
fewer pieces available to keep it under
control. Black would probably have to
assign one piece to keep a watchful
eye on the pawn, leaving him a man
bIlUf L ClSEWﬁere 1 IIC Ullly caveat Ilch
is that White should not exchange too
many pieces in an endgame, since then
Black could use his king as the block-
ading piece.

In return for White’s long-term as-
set, Black’s minor pieces can converge
to attack the eS-pawn and for some
time White will be tied down to its de-
fence. Moreover, Black’s development
is quite good, especially as White will
have to invest some time in regaining
the pawn on c4. However, these com-

pensating factors are all temporary,

and given time White will anr\]pfp
CALANS 6 AL VAALARW VY AAA L vy yl W e

his development and reorganize his
forces to defend e5 efficiently. Black

has therefore taken on a heavy implicit
t aithar tn I.rnnp Whita ~ff_

commitment either to v nite ofl-

balance or to convert his temporary
advantages into something more per-
manent before White puts his house in

Ardae

£ Rlack hac nat achiovad o _
Uilvl, 11 una»n uaa llUL abluc VUU DUlllU

thing concrete within the next half-
dozen moves, then we can safely pre-
dict that he will be in trouble.

‘vv’uuc, on the other hauu, can Con-
tent himself with more modest play.
All he need do is consolidate his po-
sition and bring all his pieces into
play and Black will ‘automatically’ be
worse. Of course, this might have been
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quite difficult if Black had continued
accurately, but nevertheless White’s
position is easier to play. He has a very
clear-cut aim, while Black must tr y to
generate counterplay ‘somehow’, i.e.
he has to formulate a plan from scratch,
whereas White’s plan is handed to him
on a plate. This is a typical situation in
such ‘long-term advantage vs piece
play’ situations. The piece-play side
has much more work to do, at least to
begin with, to find the best plan. If he
succeeds, then the other side may also
have to think carefully about how to
contain his opponent’s counterplay,
but if he does not succeed the game
can be quite easy.

To my surprise, Black spent very
little time over the next few moves and
only started to think when he was al-

ready in considerable difficulties. Evi-
dently ha At nt npprnni ate that thic ic

\J\llltl] p v i wg uxu I.I.UI. «“ WwACLWw V11V V111D 1O

the critical phase of the game and ordi-
nary developing moves will not be

enough.
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portant lesson. At the end of the open-
ing, spend a few minutes deciding
whether one player has the better
uJug term chances. This imay be obvi-
ous simply from the opening variation
chosen (for example, in the Exchange
Ruy Lopez it is obviously White who
has the better long-term chances), but
if it is at all unclear then it is worth
spending time on this question. The
strategy for the two players may then
be quite clear: one side must aim to
consolidate and contain his opponent;

the other must play to stir up trouble
quickly.

11..20d7 12 Hel g6 13 Ya3

The first task is to regain the pawn
on c4.

13..8¢7

Black cannot hang on to the pawn
by 13...¥a6 14 We2 b5 because 15 b3
breaks up the queenside pawn struc-
ture and regains the pawn in a more

advantageous way.

14 Dxc4 Wa6 15 We2 (D)
Y AN /g/
é //// /////%//// =

_ W %y
) // ///
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”/43////
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A natural move, but one which al-
lows White to consolidate his central
pawns. Black should have continued
15..b5 16 a3 (relatively best, as
White must not block in his bishop)
16...Hb8 (after 16...&cxe5 17 DxeS

£xeS 18 Hxb5 0-0 19 a4 White has

PR [ R

SUILIC auvdildge, Dldbl& cannot l.dKC on
d6 because of the d-file skewer, so
White manages to support his danger-
ous passed pawn) 17 £f4 0-0 and
White has more difficulties than in the
game because his knight is offside at
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a3. After 18 Had1, for instance, Black
can continue 18...c4 and try to plant a
knight on d3 (for which White will

_“-Ak kﬂ‘f\ IIIIII L
pIUUdUly 1ave lU SIVC up UIC cX-

change).

16 214 b6

If now 16...b5, then White replies
17 &cd2; thanks to Black’s inaccurate
15th move, the knight can retreat to
the centre rather than to a3.

17 b3

White must not allow the exchange
of queens. His own queen is well
placed in the centre of the board, while
Black’s is marooned on the queenside,
so such an exchange would clearly fa-
vour Black.

17...0d5

The transfer of the knight to d5 has
blocked the d-file and prevented White
backing up his pawn with arook atdl,
but it has also relieved the pressure on
the e5-pawn.

18 Kg3

Now the defects of Black’s earlier

nlav ctart tn heacnmae annarant (Clar
pPiay ouwaiv W oCcCome QUPGLVIIL. Uk

tainly he has developed his pieces, but
he has done nothing to prevent White
doing the same. All other things being
equal, the pumuuu will favour White
because of his superior structure. More
and more, Black struggles to find con-
structive moves. He can only under-
mine White’s pawns by ...f6, but then
White would swap on 6, leaving the
e6-pawn hopelessly weak.
18...h6

Black wants to preven W hite sup-

porting his d -pawn by a later £h4,

covering the queening square, but we
can already see that Black is running
out of ideas.

19 Wed

A typical move from the player
who has time on his side. It does not
create any immediate threat, but tidies
up White’s position by unpinning the
c4-knight. Black also has the worry
that the white queen might now switch
to the kingside and form the basis of a
direct attack.

19...Hac8 20 h4

Both relieving White’s back rank
(his king would be very safe on h2)
and making another threatening ges-
ture against Black’s king.

20...b5 21 He3 (D)

White aims to open the d-file by re-
moving Black’s best-placed piece, the
blockading knight on dS.
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21...2cb4?

The correct plan is indeed to use the
second knight to restore the d-file
blockade, but this move is a tactical er-
ror which leads to the loss of material.
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21...%0xe3 22 Wxe3 4\b4 was the right
way to put the plan into action. After
23 Hacl d5 24 We2 c4 25 bxc4 bxcd

AL INAY W N DT PP A £ avacanin
LU "LJUL SAds LI HI\L‘I’, lUl CA\dlllplC,

Black has avoided any immediate dis-
aster, but White’s long-term advan-
tages remain intact. As the pieces are
exchanged, the d-pawn poses a more
and more serious danger, while Black’s
bishop on g7 is practically dead.

22 a3! Q}cS 23 axb4 @xal 24 W2
(D)

Winning two knights for a rook and
a pawn. This might not be decisive ex-
cept for the fact that the structure of
the position very much favours minor
pieces over rooks.
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24..%a3 25 Wxc3 cxb4 26 Wd3
Hc3 27 Wxb5 Exb3 28 Dcd Wa2 29
Das

The most convincing win. White
positions his knights both to prevent
the advance of the b-pawn and to move
to c6 or b7, assisting the advance of

aszem 0 IN\CAH ¥ a1 an W
UIC U'dell 47 AV AUD DU E)&D‘f dJ

would be less clear.

S
N

29...Zb2 30 Nd4 Ed2 31 Dab3
Eb2 32 Wxbd4 Wa6 33 W3 Ha2 34
DesS Wes 35 Ecl Wa8 36 Wh3 Hd2

27 WL A Y.~ 20 WL ¥ a9 20 W...O
J/I B4 2L D0 WD/ a4 O wXaAo

Hxa8 40 Hcb3 1-0

Positional thinking

Although precise analysis plays some
part in most chess situations, posi-
tional thinking is just as important.
Even in sharp situations, positional
factors can still play a major part; for
example, there is little point in playing
a combination winning the exchange
if the result is a position riddled with
weaknesses (see Sax-Stean on page
105).

Unfortunately, if you have little
natural talent for it, positional think-
ing is one of the most difficult aspects

nF chess to learn. nnp

often hears of
VA Wwiiwvoo

NS LA U‘. Wil 11

how a certain player has a ‘natural
feel’ for the pieces and instinctively
puts them on the right squares. This is

aitha nata ]f“hf‘r nr cnmathin
\/LLI.].\/I. au xuuau.« CIUJIJ ] A\ ) 8 DUIILULIIIIIB

which is learnt by experience. If you
have played over and studied thou-
sands of games, and seen all the differ-
ent patterns and plans which can arise
from the main openings, then you al-
ready have a good start when it comes
to positional play

Most players do not have the time
for this sort of study and must focus
their efforts where they will do the
most good. This really means con-
centrating on the types of middlegame
position which can arise from your
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opening repertoire. Most openings
give rise to certain distinctive central
pawn structures. Some pawn structures
are particular to just one opening.
Look, for example, at the following

diagram:

7’7/%7
Ak
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_ 4}/}
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You don’t need to see the position
of the pieces to know that it’s almost
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certainly a Winawer French. On the

other hand, look at the following dia-
gram:
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d be virtually anything: Caro-
icilian, Queen’s Gambit
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Accepted, Nimzo-Indian, etc. If such
pawn structures arise in your reper-
toire, it pays to look not only at games

with ‘your’ opening, but at others
which give rise to identical central
pawn structures. If you have a data-
base program with a ‘position search’
facility, then you can use this to find
which openings result in a particular
pawn structure.

Once you have identified the main
pawn structures relevant to your open-
ings, then try to find games resulting
in these structures. Once again, a data-
base program makes this easy. If there
are too many games to play over, then
restrict yourself to games by grand-
masters — there is no point playing
over games in which the players adopt
quite inappropriate plans. It is much

better if the games are annotated, pref-

prahlv with words rather than sym-

AN/ R AL

bols. Languageless annotations are
fine for displaying tactical analysis,
but when it comes to explaining the

nlanc far hnth cidac the 1c nn citheti_
le O 1ULR UUUL J1UVDy Lll\flv ID 1AV olWluvotLl

tute for a clear explanation in words
by someone who really understands
the opening Opening books which
culpuabu.c 5cuclal ideas and plans
may also be of help.

For each pawn structure, try to play
over about fifty games. This should be
enough to give you an idea both of the
typical plans adopted by both players,
and of which plans tend to succeed.
The idea is not really to learn what to
play in specific positions, but to see

what the two players are trying to do,
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and how each side tries to frustrate the
other’s plans. By looking at all these
games in quick succession, you will
notice connections and similarities be-
tween them which would not be ap-
parent if you looked at them over a
period of months. When these posi-
tions arise in your games, you will
then have a much better idea of what
you should be trying to do.

Even grandmasters depend on this
type of knowledge, and if they are
thrown into unfamiliar territory, then
they immediately start to play much

less strongly. The followmg game is
an illustration of this, but it also dem-
onstrates a second valuable lesson: the

imnortance of sticking consistentlv to
b NTAATANT W

Lt ad W WA L edw A Adeiy vV

a plan.

M. Adams - A. Onishchuk
Tilburg 1997

Two Knights Defence

eS 2 D3 6 3 L.cd D6 4 d3

50-00-06 24 d67 Hbd2
Adams is playing this quiet system
in a slightly unusual way. White nor-
mally plays c3 at some stage, so as to
preserve his c4-bishop from exchange
(he can meet ...Z)a5 by £.b5, and then
drop it back to a4 and c2 if Black
chases it with his pawns). Adams has

~mrrandamed sl oo tlhan s AL
COUOUIILCICU UIC ulcal vl ..

l'0"‘

a5 in a dif-
ferent way, by playing a4. This not
only enables him to maintain the
bishop on the a2-g8 diagonal, but may

also form the basis of a space-gaining
operation on the queenside. A third

point, which comes into play later in
the game, is that White’s al-rook may
emerge via a3.

Of course, this Sliguu'y' unusual idea
is hardly enough to win the game by it-
self, but it puts Onishchuk off his
stride. Instead of the normal patterns
in this system, he has to work out a
plan for himself. As we shall see, Ad-
ams has a much better grasp of the re-
quirements of the position.

7...2.¢6 8 Hel Lxc4 9 dxc4!

Once again taking the chance to

steer the game alnno nnomal nath

>4 v N Snan2.

The mechamcal reply would be9 @xc4,
when the knight could later drop back
to e3. However, Adams chooses a dif-

ferent move, which crpaﬂv ctrpnoth-

A WAA

ens his grip on dS. He has already
formulated his plan for the next phase
of the game: to increase his control of

the light sguares as mt 1ich as nneeih]
LAANW lle ﬂ “o llluvl‘ k’ ‘Ulv,

with particular reference to d5 and f5.
Rather unusually, this is the only plan
he needs to win the game' The first

Q t fram A ta
Dt\/l.} 10 LU Wualloiwi 1110 Nus 1 ALVILL UL LV

e3.

9...He8 10 Df1

Preparing &e3, taking aim at both
critical squares.

10...2.18?

A definite error. One of White’s
problems is that the immediate &e3 is
impossible because the e4-pawn would
be hanging. Thus White would have to
spend some time preparing @e3. By
allowing White to play £g5 and
L.xf6, Black not only lets White solve

the problem of developing his bishop,
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but also allows &e3 without loss of
time. Already one can see the outlines
of a good knight vs bad bishop position
shaping up.

Black should have played 10...h6.
He need not worry about 11 Qg3 &8
12 &F5, because the knight can be ex-
pelied by 12...&h7 followed by ...g6.

11 2g5 h6

Having played ... &f8, it would have
been psychologically very difficult to
return to e7, although that might have
been the best choice. The move played
ultimately turns out to weaken Black’s
kingside.

12 £.xf6 Wxf6 (D)
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White has now completed the first
step of his plan.

14 a5

In this static position, it is possible
to create plans stretching over a rela-
tively long time, since the pawn struc-
ture is likely to remain unchanged.
The text is a typical positional move.
White would be hard-pressed to come

up with a concrete line in which a5
turned out to be a useful move, but he
must look to the long term. Given that
he is aiming for light-squared control,
the possibility of a6, forcing ...b6,
would be helpful. Black can, of course,
prevent this by playing ...a6 himself,
but this would not be without possibie
defects. White will at some stage play
&\d5, and Black would like to be able
to expel the knight with ...c6. If he has
already played ...a6, then the knight
can settle on b6.

Thus Black is presented with a
choice of evils, which never makes for
an easy decision.

14...%e7 15 Ha3

Another useful move. Once agam_,
White is looking forward to the day
when Black will have to play ...c6,

leaving his d6-pawn weak. Now the

rook can come to d3. stepping up the
AVUILW Wwilll WUVILILLIW VU UJ, Blvl’y & “y ‘l'v

pressure against d6 without loss of
time. The firepower could even be in-
creased by Hel-e2-d2. Note that when

Tin nn tha hanvyvy
onc 1s uulus ul_) the uuavy

along an open or half-open file, it is
usually better to have the rooks in
front of the queen. Here White can
anhinava thia : 1anl cﬂmﬂf:l\ﬁ wraser affs
aVIiliv vy LD Iuval 1uliliauiuvil VCI] vili=
ciently.

Both these ideas (gaining a queen-
side space advantage and developing
b ol xsfn AN cxraca aleandcs Sl amad
tIC JTUUK Via a0 ) wClC aucauy 1111ICICIIL
in White’s 6th move, so Adams’s play
has been very consistent.

15...g67!
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unrealistically optimistic. He will al-
most certainly have to play ...c6 at
some stage and then the bishop will

an o - bom smarmdand e n amae

UC llCCUCU Oil 10 W prouicet tne PdWll on
d6. If Black could force through ...f5
he would gain some counterplay and
thereby justify ...g6, but against Ad-
ams’s accurate play it proves impossi-
ble to realize this plan.

It would have been better to play
15...c6 at once; after 16 Hd3 Ead8 17
He2 g6 everything would be de-
fended and White would have to find a
further ‘mini-plan’ to improve his po-
sition.

16 h4!

An excellent and unexpected move.

Unlike the advance of the a-pawn, the

[ 29 L ¥

aim is not so much to gain space as to
weaken Black’s kingside pawns. If he
replies 16...h5, then 17 Dg5 W6 18
A5 DxdS 19 cxd5 leaves White with
the advantage. Black cannot expel the
knight by ...f6 because it would just

hop into €6; the best he could do would
l\n tn avehanoa 1¢ nff ur1f|1 @ hA hnt

Uw vW VA\'II“ILEV AV VAL VYVIL cealialliUy UWL

White would retain the advantage be-
cause of his queenside space advan-
tage.

1£ O o7
J.Un-o-ﬂsl

Black ignores the h-pawn, but after
hS and hxg6 White has achieved two
notable objectives preventing Black’s

~oo:sle

& e ~nea
pUbblUlC bUUlllClPldy Uy L0, Allld 10~

ating a new weak pawn at g6.

17 h5 Ead8

Again a difficult choice. 17...gxh$
18 &h4 is clearly bad, and now it is

rather late for 17...c6, as 18 Bd3 Had8

19 He2 b6 20 axb6 axb6 21 hxg6 fxgb
22 Hed2 &c8 23 b4, followed by b5,
gives White control of the central d5-
Squarc.

18 a6

Forcing a further slight weakening
of the light squares.

18...b6 19 Hd5 Ed7 20 hxg6 fxgé
21 Dh4!

Planning Eg3, when the weakness
of g6 will force ...g5, giving White the
f5-square. There is little Black can do

to counteract this plan.

21...c6 22 NxeT+ Hexe7 23 Ha3 g5
24 @fs (D)
/ 7
W e
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w
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An ideal position for White. Six of
Nla

'y
o up e
Ulabk S S€veEn paw iis arc pumuuucd on

dark squares, and the knight occupies
a beautiful outpost; in addition the
pawn on d6 is weak. Black is lost.
A wcn = ™Ma2 OO N 112 A
Ld*Reo 17 &40 &UJ J10 LU VI UD
This desperate bid for counterplay
costs material, but in any case White
could step up the pressure easily

CIlUUgIl, IUI CXdIIlplC Uy H.CL UL

27 Wed Sh7
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27...dxed 28 Dxh6+ wins the ex-

change.
28 cxd5 cxd5 29 Dxh6! Exg4
Or 29...Wxh6 30 Eh3 winning th
queen.
30 Dxgd L.c5 31 He2 1-0

Black will be two pawns down for
nothing.

There comes a point in the vast ma-
jority of games when your acquired
knowledge will be exhausted and you

will have to rely on your own re-
sources. This nmm nnrmallv arises in

the early middlegame. The next step is
to formulate a plan. You may already
have some idea of the options avail-
able from your opening study; this
will help you to narrow your search. In
any case, it is time for some serious
thought; the plan you choose now will

o0 a long wav towards definino fhp
6\) 4 lvlls J Uv&llllllé

whole shape of the struggle to come.
In some positions, for example, those
with a blocked centre, it may be ap-

nronriate ta conctrmet a loano_tarm nla
piypiiatv v Luiouw uct a Vlig=weliil t.u.uu

which may require ten or twenty moves
to execute. More likely, your plan will
be much shorter-range, lasting per-

hane fiva mavac Thie l'inli
uapa LIVU 111U VGO, 11uo ayyuuo l.}a.l. uvu

larly in relatively open positions.

Here are some tips on making a
plan'

1) Make sure your plan is benefi-
cial. There is no point aiming for a tar-
get which does not actually enhance
your position. Typical misguided plans
are: attacking on the wrong part of the
board; aiming for the exchange of the

wrong pieces; committing yourself to
weakening pawn advances.
2) Make sure your plan is realistic.

Mleasn 1c 22~ DOl
11CIC 15 11V pul

P P on a

nt in embarkin 1g O
five-move plan if your opponent can
wait for the first four moves, and then
stop your plan by playing one move
himself.

3) Make sure your plan is not tacti-
cally flawed. Even if what you are
aiming for is worthwhile, this will not
help if your opponent can mate you
while you are executing it.

Having decided on a particular
plan, you have to strike a balance be-

tween consistency and flexibility. On
the one hand nmnﬂecc chanoes of nl;m

iAW ssasw aalsa WARIMG OO wiiliimws Vi

are very damaglng. If you play two
moves of one plan, then three moves
of another, then four moves of a third,

vou will r\rnhah]v be back more or less
J VYV AAL y WeAWIAL AAAVA W

where you started! The ideal situation
occurs when you formulate a plan and,
while you are executing it, your oppo-

nant dnac littla aithar tn Nnravant it nr
ll\lll‘r VAUWD 1AVUANW WILLIWE VU 1.’ W VYNiLL AL VA

to develop counterplay. Then you can
produce an elegant positional game
which is dominated by a single strate-

air theand untxyatla lila thic
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normally only arise between players
of very different strengths (the Adams-
Onishchuk game above is an excep-
tion in this respecu More often your
plan will be blown off course because
your opponent will interfere with it in
some way. While consistency is a vir-

Luc bUIllUuule you l ave to UC as piag-
matic as a politician in changing your
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plan. If your opponent has blocked
Plan A, but at the cost of creating a
weakness elsewhere on the board, it
would be foolish to stick to your origi-
nal intention, ignoring the new situa-
tion. Instead you should rethink your
strategy. Most games are like this: the
players formulate a series of mini-
plans and strike a balance between
forwarding their own plans and inter-
fering with those of the opponent.
Eventually the balance is upset, either
by one player’s plan succeeding deci-
sively, or by the game dissolving into

tactics.

J. Nunn - V. Hort
Wijk aan Zee 1982

Giuoco Piano

1edeS52 2c4 Dc63Df3 Lc54c3
&6 5 d3 a6 6 0-0 d6 7 bd2 0-0 8
£b3 2a7 9 Hel £e6 10 D4 h6 11
a4

White has adopted a quiet opening

t whisrh avnidc
SysiCm wiicCil avoids an early d4 in the

hope of playing it at a more effective
moment later. While this system is
very solid, it has the defect that if
Black plays in equally solid style, the
game may simply peter out to a draw.

White’s last move aims for a5, gain-
ing space on the queenside and await-
ing a more favourable moment for the
thematic move %e3 (aiming at the
squares d5 and f5). Readers will al-
ready be familiar with this type of
strategy from the Adams-Onishchuk
game given above.

11...b5?!

Weakening the queenside like this
appears rather dubious. 11...He8 is a
more solid al LEfﬁaLi'v'e, which has been
played in a number of games.

12 He3 Wd7 (D)
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The game has now deviated from
known theory, so it is time for White to

fhlnlz about his long-term n]an and 1im-
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mediate ‘mini-plan’. Since the posi-
tion is still fairly fluid, it is difficult to
create any long-term plans; trying to
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a few moves ahead is fruitless, as too
many things might happen to throw a
plan off course. However, the mini-
plan is much easier; as mentioned ear-
lier, one of White’s ideas in this open-
ing is to play d4 in the middlegame,
when it may be more awkward for
Black. White cannot play d4 immedi-
ately, as Black could take on b3 and
then on d4, so 13 Kc¢2 is indicated.
Then d4 will be a real inconvenience,
as Black must meet the threatened

fork by d4-d5.
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13 R.c2 Hfe8 14 d4 exd4

A major concession by Black, giv-
ing up his strong-point in the centre.

15 ©Hxd4

White could perhaps have played
15 cxd4, although it is more compli-
cated after either 15...d5 16 e5 Qed
(when 17 &xd5 Dxf2 18 D6+ gxf6
19 2xf2 fails to 19...4xd4) or 15...2Db4
16 £bl ¢5 (16...d5 17 e5 Ded 18
HxdS Dxf2 19 Df6+ gxf6 20 Lxf2
fxe$ is unclear) 17 d5 £g4 18 Dxg4
&xg4 19 h3 De5 20 Hxes Exes.

15...Hxd4?!

After this White’s advantage is safe.
Black would have preferred not to
make this exchange, but he was proba-
bly worried about the pressure on bS5.
However, he could have made a bid for
counterplay by 15...b4!7.

16 cxd4 c6

The first mini-nlan is over and has
AR t"“ll AV NS ¥V Wi “ A%s ALSSLS

achieved a definite success, but now it
is time for the next. White has a per-
manent advantage in his greater cen-

h'a] contrnl ifonlv he can maintain hic
ai CULIUUL, 11 Ul y LIV Lall maintain nis

‘two abreast’ centre intact. Thus his
next mini-plan should consist of con-

solidation. The immediate problem is

tha aA_mawun: Rlansl ad
Lll\.« G‘f'panl, u1aun IICCU Ulll] u.lUVC

his e6-bishop to attack it awkwardly.
White cannot defend it by Wf3, be-
cause the queen must defend the d-
ya‘v‘v’u UllC a&uuuuu lb lU pldy 13, but
the weakening on the a7-gl diagonal
is ugly, especially in view of the lurk-
ing bishop on a7 — Black would have

~ o m

Lonee mmzzentnzaal~aer L.
5UUU blldlleb 101 UUUIItClpl'dy vy

means of a timely ...c5.

17 h3!
The start of an alternative plan for
supporting €4, based on f1-g3. White

£r ot ~F lac ~ PR

111dDL UL dll Tuics U'ut l.llc pUbblUlllly Ul
...&.g4, which might be annoying once
the e3-knight has moved away.

17..Wc7 18 &f1 £d7 (D)

E/// %37@/
% 1
//
__
///
////

/////

//1// //
/&/////
/ // /

Now e4 is defended, and at first
sight a natural continuation would be
19 & g3, further covering the central
pawn and making a move towards
Black’s king. However, one should al-

wavs talze intn accnnnt the nnnanant’c
J D LAWY 1110V AW ULILLL Bl UPPUILVII\. [s]

intentions and see if there is a possi-
bility to frustrate them. Black’s recent
moves, removing the bishop from e6,

nnnnnnn that ha ndcg nlax

augscbt LIJCIL llC IIILUIIUD LU pldy' ...CS.
After 19 &g3 ¢5 20 d5 c4, for exam-
ple, Black activates his queenside ma-
jority while White, thanks to the bishop

o $evrne

on dl hab LlUUblC SCLUIIB lllb Owi CCil-
tral majority moving.

19 b4!

A very ambitious move, which is

Ullly JUbullCU UCLdUDC VV lLIl.C S L«Clllldl
structure is already secure. Now if
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Black ever plays ...c5, White will re-
ply bxc5 and d5, gaining a massive
central majority. Moreover, the cl-
UlbllOp can now move to b2, bcuiug up
further latent threats against Black’s
kingside. In a sense, this move falls
under the heading of ‘consolidation’,
because it is mainly directed against
the possibility of Black breaking up
White’s centre by ...c5.

19...bxad

Black now threatens to attack the
b4-pawn along the half-open file, and

White’s first prioritv is to defend it

ooV iary 22 R SRS 2R

The pawn on a4 can be recaptured
later.

20 b2 Wb6 21 £.¢3 He7

After 21...c5 White would ignore
the hanging piece since 22 dxc5 dxc5
23 2.xf6 Wxf6 24 Wxd7 cxb4 is rather

messy. Instead he would continue with
the thematic rnnlv 22 bxcS dxc523 r]"\'

GAANV/ALAGAVANYY R W

when the p0351b1e counterplay agamst
f2 is not a serious worry, e.g. 23...c4 24
Wa2 (24 He2? Dxed! draws) 24.. Hab8

9 X Ha" ohr] Whita ic randy far al

pare ay — 'V au_y AV WJ,
After the text-move, White must

create his next mini-plan. The centre

is secured and Black cannot attack it

writh ~R A AL tha 1a hananca
Wil ... J UL .oUJy Lll\v lallgl vlvauowu

the reply e5 would give White an auto-
matic kingside attack.
Black evidently intends to restrain
W hitnds namtea hey Ansilalio s wnnlra A
YV IULWC D LUIIUT Uy UUuvldlllyg 1UURD Ul
the e-file, which leaves open the ques-
‘tion as to how White should make
progress. My eye was naturally at-
boemndad 4~ DIV 1.9 12 2 X, alo . 2
HdaciCd W DIACK S KIESIAC, UICIC IS

only a single knight defending it,

YV 1l O R

while all the white minor pieces are
well placed to create threats on that
side of the board. I decided simply to

2an s smacr smtaman bazraseds DIaaAL %0 Lle o

111UVC Illy pPietes tOWaras pidaCk s Alllyg

by g3 and Wf3. At this point White
could think about a breakthrough by
d5 or e5, or simply play &5, gaining
the two bishops.

22 Dg3 Rae8 23 W3 Dh7

Black could have tried the tricky
23...a3, hoping for 24 Exa3 £d5!, but
White would just play 24 &f5.

The text-move takes the sting out of
d5 or e5, so White goes for 5.

24 D5 L.xf5 25 Wxf5 (D)

,,,,,,,, //// z//
x g& x ’/
///%*%

T
//
4

4
ng/ HAE
& m E ma
e BAL
X P w s

Black’s next move anticipates €5 by

YY1,

25...5f8

White now has the two bishops to
show for his efforts, but the knight on
{8 is an effective defender of the king-
side and direct attacking attempts do
not appear promising. White must
take care, or else Black’s latent pres-
sure along the lines a7-gl and e8-el

might be unleashed.
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I therefore decided to switch to the
queenside, and build up against the
a6-pawn Note that this plan would not
have been effective before as Black
could simply have played ...£.c8.

26 HExad He6 27 Ed1 HcT?!

Black decides to pre-empt White’s
attack on the a-pawn and nopes to oc-
cupy a good square at b5, but now the
knight is dangerously far away from
the kingside. It would have been better
to leave the knight on €6, ready to move
to c7 or 8 as necessary.

The immediate 28 e5 g6 is ineffec-
tive as 29 Wf4 is met by 29...2)d5.
Now, however, 29 €5 is a threat. Note
how White has again changed his plan
to utilize the circumstance that Black’s
knight has gone to the queenside.

28...Wb5

Rlack does not want to be mated

ASsveiws

and, now that a6 is defended by the
knight, he switches his queen to the
kingside.

29 Wi3 Was

While in positional terms Black's
plan is quite reasonable, it has a con-
crete defect: the queen is short of

30 Ea5! (D)

Now Black is obliged to make a fur-
ther concession. Note that the greedy

N W.2 1g 21 W. .2 A wnA
30 &c3 d5 31 ©'xc6b dxed 32 Kxed

would be disastrous for White, since
32..Hxed4 33 Wxc7 £b8, followed by
..He2, would give Black a crushing

30...d5

o R e

/////

2 A f/éi%/
// a7, 1 Y

9%-@/ng
0w

?'_’{&/// .

mwy //%xm:///% A
O //// /////

Ea 7

After 30..Wg6 31 Wc3 Lb6 32
Haal Black would not have a good an-
swer to the threats of 33 Wxc6 and 33
es.

31e5

Now White has more ndvanmope to

~ aaleid

point to: the e-pawn is no longer under
pressure, and White can create threats
along the bl-h7 diagonal. The imme-
diate threat is 32 £c1 Wh4 33 g3
Wxh3 34 &f5.

31...2e6?

Alarmed by the growing danger to

hic Linoe Hart
L0 RIllg, L1UXL,

\!II’\!‘\ xIac il‘\ QAavAara
YWIilJJ YwWao 111 ovvuwliw

time-trouble, decides to jettison his a-
pawn in order to bring the knight over
to the kingside. In many cases, if your
pieces are tied down to defending a
weak pawn, then letting the pawn go
is a way to activate the pieces and de-
velop counterplay (see page 136). In
this Casc, uuwcvcx, it makes little dif-
ference; the position remains more or
less the same except that Black is a
pawn down.

[ E
gU WULI].U lld /€ DCEN

a morc re-
5111ent defence; after 32 g3 He

O’\
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Wd3 Wh5 34 ©g2 Eb8 35 &3, threat-
ening f4-f5, White would be much
better but not yet winning.

27 W . PP O .2 PP~ um:.: L
32 Exab 2¢8 33 g3 Eb7 J g0

35 &c3 kb6

White has taken the pawn and met
Black’s attack on the b-pawn. Now he
must turn to a mini-plan for expioiting
his advantage. The natural plan is the
one which has been in the position
ever since White played e4-e$, viz. the
advance of the f-pawn.

36 2h2 £.d8 (D)

iz 9w
wi) B T A

jug //;////m////;M

v, 77 AR 7777 e

/ Sah W

W
7
M //
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37 Bf1

Ultra-cautious in time-trouble. 37
f4 Dxf4 38 gxf4 Wxf4+ is of course

nnnnnnnnnnnnnnnnnn

uipnuvuiliu dllCl. 37 (&h}. but 1 wauwd 18]
make really sure there were no com-
plications!

37..We7 38 We3 Wr8 39 f4 @g7 40

e 2 W N A <
13 g5 “l'l EC‘: "LJAID ‘I'L -i-AlD gJua

43 hd L.e7 44 Hxf5 Wg7

Black is quite lost. In addition to the
minus pawn, three of his four remain-
ing pawns are weak and his king is ex-
posed. The rest is easy and consists of

making one threat after another until
Black collapses.
45 Hf4 ©h8 46 W3 28 47 Hf6

YL .~ 40 WA
HOC/ 40 &4

After Haf2 followed by e6 there
will be no defence.

48...Wh7 49 e6 .@.g7 50 Exf7 Bxf7
51 exf7 Wg6 52 Hf2 18 53 £d2
2h7 54 b5 cxb5 55 Wxds Wd3 56
®h3 9_97 57 £b4 1-0

The method of comparison

Sometimes it is possible to avoid pre-
cisely evaluating the consequences of
the various options available. The rea-
son is that you are really interested in
relative assessments and not absolute
ones. If, for example, you know that
move A is ‘0.2 pawns’ better than
move B, then you would prefer A to B
— it doesn’t matter whether A is 0.3
pawns better for you or 0.1 pawns
worse for you, it is only the relative
evaluation which matters.

ITn nrarntice nf conrce thic tyune nf
ill ylavuuu, Vi VUUWIOWw,e WLLD l]y\/ Vi

logic is hard to apply if there are many
different continuations. If you have al-
ternatives A, B, C, D and E then com-
paring A with B, C with E, D with A
and so on is going to lead to a logical
conundrum rather than a decision. It is
much simpler to make an absolute as-
sessment that A is a bit better for
White, B is equal, and so on, and then
pick the move with highest value.

It follows that the method of com-
parison, as we call it, works best when
there are very few options (three at
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most) and the types of position result-
ing from these options are rather simi-
lar, and so are more easily compared
with each other than evaluated abso-
lutely.

The most common case arises when

you have the possibility of an interme-

diary check which forces some kind of

concession.

A. Meszaros - Y. Zimmerman
Balatonbereny 1994
Nimzowitsch-Larsen Attack

1b3e52 &b2Nc63e3d54 £bS
£d6 514 (D)

/////

A {1115

5%%&%% %
//x,/x/ //%

/////

/////

M & % 7/’//
A /
&%&%

///////é/////l/ﬁ /////
.

1 l‘LID iS a kllUWll thUl.Ullbal PUDI'
tion. White’s opening is designed to
exert pressure on the e5-square. Black
cannot play 5...exf4 owing to 6 £xg7,
and defending the pawn with 5...f6 is
rather ugly — after 6 Wh5+ g6 7 Wh4
Black’s kingside is weakened and his
development is impeded

Therefore Black should defend th

eS-pawn by ..We7, but he has the

(¢’]

option of playing ... Wh4+ first. The
only difference between these two lines
is that in one White’s g-pawn is on g2
and in the other on g3. There is no
question that the additional move g3
helps Black. If White exchanges his
b5-bishop on c6, then he will have less
control OI lﬂC llgl’ll Squafes in any
case; the weaknesses created by play-
ing g3 would then be quite serious. It
may well happen that White will
change his mind and play the bishop

back from bS5, but in this case Black
has gamed time.

5..%Whd4+ 6 g3 We7 7 fxeS £xe5 8
&e3 Df6

8...d4!?7 9 &§d5 Wcs is an interest-
in 1g alternative.

9 Df3 £.84 10 Re2 £d6 11 DbS
0-0 12 Hxd6 Wxdé

White has the two bishops, but

Black’s dpvplnppﬁpnt is verv comfort-

AAN/AAG J WNIALRANIA W
able. The position is equal.

13 Dd4 Hxd4 14 £xd4 £h3
Black starts to take advantage of the

nmmlrnnnrl lioht sguares on the bino.
wC SQuUaics

0o
AnNnWwiliwii llsllt Wil Viiw Nlls

side.
15 £11 £d7 16 L.g2 5 17 Lxf6?
Too ambitious. White plays to win

nnnnn hut hic lanl af daveln nt
a pawu, out nis 1acKk o1 uuvulupuxuuu

and weakened kingside make it a risky
endeavour. 17 £b2 would have main-
tained the balance.

17.. Wxf6 18 £xd5 Lg4! 19 Wel
Had8 20 £xb7 (D)
20...Exd2! 21 &xd2?

Now Black gains a clear advantage.
YAt n anrald 621l Lncrn LLald A Ly, N1
VVILILC COULIU dLL 11aVe 1ICIU ULl VY 41

Wxd2 Wxal+ 22 &f2 W6+ 23 g2
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/ '/ + / ////[/’ // / /
77 A %
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a/aﬁ 7 %
i W & E

Hdg 24 WaS! (24 Wcl Wc3!)24.. We7
(after 24...Wb6 25 Wxb6 Hd2+ 26 &f1
axb6 Black will regain his pawn, but
in the meantime White can extract his
rook and the result should be a draw)
25 L3 &xf3+ 26 xf3 He8 27 Bel
Wed+ 28 22 Wxc2+ 29 He2 with a
near-certain draw.

21...2d8+ 22 Lel W3+ 23 2f1
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24 Wel?
Losing by force. The last chance
rac A \m:--

~ . A
was 24 ¥xd2 &xd2 25 h3 fe2+ 26

gl Wxc2 27 £g2 (27 Eh2 Wc3!)

27.. b2 28 Hel Wxa2 29 h2 £13
30 Ehgl £xg2 31 Exg2 Wxb3, when
Black has the advantage, but White
uugut be able to draw since Black’s
queenside pawns are disconnected.
24...2h3+ 25 gl Wxc2
A vivid exploitation of the weak-

o Wi 4

ness induced by 5...¥h4+.
26 Wel 0-1
White resigned without waiting for
26..Hg2+.

Whilst occasions in which one can
consciouslv use the method of com-

WAIAAS A =S

parison are not all that common, in
some sense it is being used all the
time. When one is thinking ‘does that
, this is
really a comparison. There is no at-
tempt to evaluate the consequences

of these two alternatives in absolute

kniocht helono on ¢4 or ¢37°
kKnignt belong on ¢4 or g5

armeo:
LWL ALITy Vi VV AAAWwiid A

better. In thlS w1der sense comparlson
is an important part of chess thinking.

Making your opponent think

Sometimes it is better to pass the re-
sponsibility for a difficult decision on
tn uniir nnnnanant VA mav ha SN
(89} _yuux UlJlJUllUlll.. 14vUU llla] UV VULl

templating, for example, the move
...h6 which allows a piece sacrifice
£xh6!?. You look at the sacrifice a lit-
tle; it is a complete mess, extremely
hard to evaluate. However, the alterna-
tives to ...h6 are about equal. You may
decide to play ...h6 without further
S IR I RS MRS, S-S P27 SRR o
UIOUEILL, alld put tiC 1C5POISID1ILY U1
evaluating the sacrifice onto your
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opponent — he will have to spend time
coming to a definite conclusion in-
stead of you There is nothing more
llLiSL‘fauug than Luii‘u(ii‘lg for half an
hour, deciding that the sacrifice is not
sound, playing ....h6 and meeting with
the reply Hadl within 30 seconds. In-
deed, there are many opponents who
would use the logic that if you thought
about the sacrifice for so long and still
allowed it, then it must be unsound.
Playing your move fairly quickly
short-circuits this logic. Indeed, your
opponent may wonder if you have
even seen the sacrifice. Obviously, this
type of logic can be overdone; it would
be ridiculous to allow a sacrifice lead-
ing to a clear-cut win. Moreover, if you
were playing a dangerous attacking
player, then provoking him to make a

sacriﬁce is probably not a good idea.

A aking vour onponent think’
4 5 JY g Y A

a All“lull CAAARARN

move usually works best if you are ina
slightly inferior position. Then your
opponent will be undecided about

. .. .
continnie nocitinnally in
Whether to continue pPUsiuliiany, 1ii

which case his advantage might prove
insufficient for a win, or to enter the
tactics, when, at the cost of some risk,
he might end up with a larger advan-
tage. If your opponent has a large ad-
vantage to start with, then he will
probably avoid tactics since he has
good winning chances in any case.

Here is an example (D).

Black stands badly, mainly because
of the miserable position of his bishop

Oon gU VV llll.C llllCllUb to dep UlbllUpb

on d6 and then play @f4. This will

\\\
\\

EMILE

A AWA & &
7 & 7%, & 7/ & 7/
W EAE
%%%/%Mww
a% %@%@%
.

J. Nunn - S. Conquest

%/
__
$¥19% 0 e o0

V77 B e B /////-5-////
s //K//
Hastings 1996/7

increase the pressure on €6 to such as

extent that ...f6 will never be possible,
and it also removes any possibility of

Black playing ...2)6 and ...&hS. He
might, of course, play ...2\f6-e4, but
the knight could be pushed away again
by f3 and he would be left with the
same problems.

The only way Black can improve
his position is to play ...f6, intending

A f7 if White is care

or alacc
to allow it, ...e5.
17...f6
Conquest played this very quickly,

whirh 1c 0 annd nranticral Camal-a I]I\I“"
Wlllhll lr) a EUUU lJla\'ll\'al lllal\\i ]

opponent think’ decision. White can
take the pawn by 18 R xe6, but this in-
volves pinning the bishop, which

e NAAAMOArIIITAMAAN

tha As | & PN
llllslll nave qaire LCUILLYHULILILOD, Iic camn

also take the pawn by 18 2xd6 Wxd6
19 &Hf4 L £7 20 Hxe6, which is simi-
larly complicated Finally, White mi ght

UCL«IUC lU lgllUlC UIC UllCl CU pawil auu
continue positionally, although in that
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case Black can play ...&f7 and his
prospects will have improved as a re-
sult of releasing the bishop from the
trap on g6.

I was faced with a difficult decision
and it took me just over twenty min-
utes to make up my mind to go for the
immediate capture of the pawn. 1 also
considered continuing positionally, but
it seemed to me that although White
would hold an undoubted advantage,
making progress would be far from
straightforward. I had plenty of time
on the clock, and so I decided to ana-
lyse the pawn capture thoroughly. Fi-
nally I concluded that White would
emerge with a clear advantage, but I
still felt a little nervous as I took the
pawn!

18 L.xe6!

The other capture, 18 £.xd6 Wxd6
19 &\f4 £ £7 20 Hixeb, is less accurate
in view of 20...83b6 (20...£xe6 21
£.xe6 D8 22 d5 cxd5 23 Exd5 Wxds
24 Rxd5 Hxe2 25 Hxe2 Hxd5 26
He8+ &c¢7 27 Exf8 wins for White)
21 Bd3 @d5 22 £xd5 Wxd5 23 He3
Hxe6 24 Hxe6 Lxe6 25 Wxe6 Wxd4
26 We3 with only a slight advantage

‘PI\" A hita
1UL 'V nitc.

18...5f8

After 18...217 19 Wcd \b6 20 Wb3
White keeps his material more easily.

19 We

lls
The main alternative is 19...2xe6
20 Bxe6 £xf4+ (20..Wf7 21 Exd6
and 20...8f7 21 Exd6 Exd6 22 Wb4
win for White) 21 &xf4 ££7 22 d5

£ xe6 23 Dxe6 Wd6 24 HHxd8 Exds

25 Wd3 Wxd5 26 Wxd5 cxd5 27 Ed4
and the weak black pawns give White
a winning rook and pawn ending.

AN ¥ 19
&4U 2a0. (D)

Not 20 £xd6 Wxd6 21 &7 Hxel
22 Bxel £xf7 23 Wxf7 Wxd4 and
Black even has the advantage.

, AW // //x
/ ?2524,2 //

o

o

0 %’% @2 7

2K

,,,,,,,, /// Zﬁ«@/

20...2Dxe6

There is nothing better, e.g.:

1) 20...b5 21 Wb3 Dxe6 22 Exeb
Exe6 23 Wxe6 Lxf4+ 24 Dxf4 Ee8
25 Wb3 Hel+ 26 2d2 Bd1+ 27 &c3

@f? ’)Q g‘-\A and Whita ~cancenlidate

CLLINE ¥V M1AVN VULIOUIJU“L\#D

his extra pawn, while retaining a posi-
tional advantage.
2) 20..&xe6 21 Exe6 Lxf4+ 22

INvfA D777 A8 B vak Y"1 MNwnkc WA
YCAALSY Bal 1 LD UJ e ATV LT “CIAVLVD EUJ

25 Dxd8 Exd8 26 d6 Wel+ 27 Edl
Wxf2 28 We6 and the powerful passed
pawn is decisive.

21 g)u:6 Hxe6 22 “rg‘n
Dxf4 Ze8 24 Wxfs

There is no reason why White should
not take a second pawn. Black gets a
couple of checks, but his counterplay
is soon quashed.

a
an
>
>
[

&
4
N
W
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24..Hel+ 25 &d2 HEdl+ 26 &c3
£g427 WS
Applying DAUT. 27 Wxg4 Wa5+

"0 A Wa21 70 Dad Wenny 20 DAL
LO UT BAVT 47 E LT BAdLT DU =LY

Wxc2+ 31 d6 may also win, but there
is no point in analysing such a line
when a safe alternative exists.

/M)

aAry W_1 20 ¥W_12
aleddl 4O HED (U}
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s erplay h
and it is White’s turn to go on the of-
fensive.

Doubtless there were other ways to
win, but forcing exchanges is a risk-
free approach.

30...2.xe6 31 Exe6 Exa2 32 Wd6+
1-0

While Black is retrieving his rook

from a2, White will make a meal of his
kingside pawns.

Oversights and blunders

Oversights and blunders are merely

txxr Anmamn b ~f el n . g el 2 em o~ e
LWwu QDPCLLD Ul L1IC dDAlllT llllllg. 11 yvu
miss something, and by good fortune

the consequences are not too serious,
then you have an oversight; if the up-
shot is catastrophic, then you have a
blunder.

Why do chess players blunder? Hu-
man fallibility is obviously one rea-
son, but the majority of blunders are
not purely the result of chance. There
are several factors that can greatly in-
crease the probability of a blunder and
if one is aware of these factors, then
one can take particular care during
these ‘high-risk’ periods.

The most common cause of blun-
dering is a previous oversight. Let us
suppose that your opponent suddenly
sacrifices a piece and that this sacri-
fice comes as a complete surprise to
you. A typical train of thought starts:
“Oh, ****! ] completely overlooked
that. It looks strong; perhaps I will
even have to resign. How could I have
overlooked such a simple idea? How
stupid. And I had such a winning posi-
tion.” Not very constructive. Making a
serious oversight is a huge blow to
one’s self-confidence, it sends the
mind into a whirl and turns the stom-

ach upside down. Nobody’s brain can

fiinectinn nranarly in cnich a ctata Tha
AduUuliviivil PIUPULIJ 131 OoULVil A oldlvw. 11iw
only real solution is to take the time
necessary until one’s mind and stom-
ach have quietened down. The length
AF t1:ma thic talrag Aamande An Ana’e
Ul LiliiV L1110 dainbvo UUP\JllUD vll vlv D
personality and will-power, and of
course how strong the opponent’s
move actually is! What is quite useless

e ~ aam w2 o~ o

recrimination at the board - if your
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personality tends towards this, try to
save it until the end of the game (by
which time, hopefully, it may not be
uﬁCc‘:SSE‘ﬁ"y ). This is another reason 'wuy
running short of time is a bad idea. If
something unexpected happens, you
do not have the possibility of a short
‘time-out’ to recover your composure.
Here is an example of precisely the
wrong reaction, taken from one of my

own games.

J. Nunn - D. Cox

Norwich Junior International 1974

Sicilian, Pelikan

1 e4 c5 2 D3 e6 3 d4 cxd4 4 Hxd4
N6 5 De3 De6 6 NAbS d6 7 214 e5
8 285269 Da3 Le6 10 Dcd ReT?
11 £xf6 gxf6 12 De3 Hc8 13 HedS
£52! 14 exfS £xd5 15 Wxd5 (D)

////EE/@%

%
o

I ,//,
A

s A &
i ai /// /////

7-/ /// <
.
i

.

ABAW
g°5 wily

Black’s handling of the opening has
left a great deal to be desired and
White has a large advantage. One more

lCIIlpO dIlU W[lllC WUUIU pldy LJ leav-
ing Black with no compensation for

his minus pawn and crippling light-
squared weaknesses.
15...2b4

anam ate v 2 an $amzas Y WY

Dldbl& llUl bﬂlpllblllgly uicd» l.U 1ULLC
through ...d5 before White tightens his
grip.

16 Wedq?

17 W
10 §¥DJ was mucn blmplel' Aller

16...d5 17 a3 d4 18 axb4 dxe3 19 fxe3
Black has very little to show for his
two pawns.

16...d5!

I hadn’t realized that this move was
possible, although in retrospect it is
hard to imagine any other follow-up to
Black’s previous move. At once I saw
that the position had become rather
more murky than was really necessary
and the knowledge that I had made a
bit of a mess of it was the trigger for

what followed.
17 Wxes f6 18 Wd4
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At this point I was getting slightly
worried, not about 18..2xc2+ 19
PN "W __ AAn W12, W _ A1 A2
VIXCL &XC4 LU Hd941+ &a(C0 L1 W XA4AO!

0-0 22 £.b5, followed by 23 0-0, with
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a clear two-pawn advantage, but about
18...2c5. After 19 Wd2 We7 Black has
some nasty threats, while White has

A cprveam asxrhe ~al~

Id.llCll bUlllCWlldl UClllllu lll UCV'ClUp"
ment. In fact White should be able to
retain the better position by 20 0-0-0!,
but of course White no longer has the

same LlCdI‘LUl dUVdIllng as at move
15.

18...Hxc2!?

This is not a particularly good move,
but it had a devastating effect on me
because I had completely missed it.
Having now overlooked two of my op-
ponent’s moves, I went into a panic. I
saw horrible threats such as 19...Wa5
or 19...49¢6 followed by ...2b4+ and

mnoklv decided that I had to get my

kmgs1de pieces out as rapidly as possi-
ble. I saw that after 19 £d3 Dxd3+ 20
Wxd3 Wa5+ (or 20...£b4+) I would
have to play f1, but the resulting po-
sition did not look too bad. My king
could find safety after g3 and &g2,
freeing the other rook; in addition

nlonlr Q r‘ nawn “rnnlrl ha vary nrnolz
$1aCK 5§ U-pawil Wiuil OC VOIy

Unfortunately my brain had stopped
functioning.

19 Rd3?? £¢50-1

I am sure almost all player“
had this experience at one time or a
other — disorientation caused by one
mistake immediately leading to a sec-
ond, much more serious, error. A calm
look at the position after 18...Hxc2
would have shown that White is still
clearly better after 19 L.e2 (threaten-

llls LU .ﬁ.[l.)'f lullUWCU Uy U U), 10[ cX-

ample 19...Hg8 20 £h5+ £f8 21 0-0

"l"

nua
1ave

£2c522Wh4or 19...8.c5 20 Wg4 Was
21 0-0.

Warning signais

One of the most common reasons for
blundering is failure to take warning
blgﬂb lIllO account. ldbll(.«b VCI'y I'dIGly
strike out of a blue sky. There is nor-
mally some underlying weakness, visi-
ble beforehand, which the tactic seeks
to exploit. When you see such a poten-
tial vulnerability, it pays to look very
carefully for a possible tactic by the
opponent exploiting this weakness.

Once I played 100 games against
Mike Cook at 10 minutes (for him) vs
5 minutes (for me). At that time Mike
was about 2300 strength. About half-
way through the series (which I even-
tually won 88-12) he explained his
disappointment:

“I thought that I would see lots of
advanced strategic concepts in these

games but actually all I have learnt is
1PN ”

“LPDO?”
“Loose Pieces Drop Off.”
During the remaining games I saw

ot nf tha
L Ul tll\.« 5“1].1\.«0

were decided by relatively simple tac-
tics involving undefended pieces, when
the LP would duly DO.

what ha nt NMan
wihnat nc meant. ivios

nation (they occur quite often
‘LPDO’.

v
et
—
E.
=
=~
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M. Chandler — W. Beckemeyer
Bundesliga 1987

warning sign to Black that he should
look for tactics especially carefully.
Walking right into it.
17 Ddxb5! axbs 18 Wd4
and White won easily.

What is surprising about this exam-
ple is that the initial move of the com-
bination is one of the most familiar

tantinal hlAawe in tha Cinilin Tt o
L‘l\rtl\/ul UiIVUYWDO 111 l..llU \J.l\.«lll.all il OUULIID

that the idea of it being followed up by
anything other than £xb5+ or &xb5
just didn’t occur to Black.

Even ex-world champions (or cur-
rent ones, depending on your perspec-
tive) can fall victim to LPDO (D):

Nlanl aleander lhace a2ee T D mee L& LTa

DiaCl dallCaly 1lad dil L. Vil 110. I1C
added a second one by ...

ll...gd6

Christiansen looked amazed.

12 Wdi1 1-0

LPDO!
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L. Christiansen — A. Karpov
Wijk aan Zee 1993
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White’s queen had earlier moved
from d1 to c2, so this is also an exam-
ple of overlooking a switchback (see
page 57).

We will consider two other warning
signals, but virtually any tactical weak-

ness can give the opponent a cha
AAWID Wik 517\.4 CAANS VPPUIIVIIU “ vll“llv

for a combination. Note that by ‘tact-
ical weakness’ I do not mean isolated
pawns, bad bishops and other such

1~ nlrnaccac: thaca nara ‘ctea_
IUlls-L\lll,ll WVWIUDDUD, Ulvouv dalv dula

tegic weaknesses’. A tactical weak-
ness is a short-term vulnerability such
as an undefended piece a potential pin
or fork, or a uappcu piece
weaknesses may exist only for a single
move, so if your opponent creates one,
you should look for a way to exploit it
bucugul away.

One of the most common errors
amongst beginners is to allow an e-file
pin of the queen but even GMs can

UIIUCICbU.IIldlC lﬂG blglllllbdll(.«e Ul a
queen + king line-up.

nnnnnn

1 auv UL«dl
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B. Spassky - Y. Seirawan
Montpellier Candidates 1985

The diagram position arose after 1
ed e5 2 f4 exf4d 3 Df3 De74d4 d5 5
&3 dxed 6 Dxed Dg67 hd (D), when
Seirawan faced the problem of dealing
with the threat 8 hS, which would re-
gain the sacrificed pawn on f4. Since
Black had based his whole strategy on
maintaining this pawn, it would be a
bitter blow to be forced simply to give
it up.

7. Wa7?

LR =— A 2 Ay

Thxs is an example of a major com-
mitment. Black’s aim is to inconven-
ience White’s knight; indeed, one’s
instant reaction is that White must
play 8 We?2 to avoid losing the knight
to ...fS. However, if it turns out that
White is not seriously inconvenienced
by the pin, then Black has done quite a
lot of damage to his own position: the
qQueen obstructs the development of
Black’s kjngside, takes away the last
u1sul squarc from the mugut on gu
and sets Black up for an e-file pin.

Indeed, these defects are so serious
that this move falls into the ‘has to
work’ category (see page 28). The po-
tential e-file line-up and the fact that
Black has committed himself so heav-
ily are clear warning signals to which
Seirawan did not pay sufficient atten-
tion.

8 f2!

It suddenly turns out that 8... Wxe4
is impossible because of 9 £b5+ &d8
10 Eel and the black queen is pinned
against a mate on €8. Black is forced to
change his plan completely, and all the
defects of the move ...We7 are ex-
posed.

8...2.24 9 h5 Dh4 10 L.xf4 Dc6 11
£b5 0-0-0 12 £xc6 bxc6 13 Wd3
Nxf3 14 gxf3 L5 15 Wa6+ &b8 16
eSS Lc8 17 Wxe6 HExd4 18 Hael
Exf4 (18..Wxc57 19 £.xc7#) 19 Wb5+
a8 20 Wc6+ b8 21 Hxe7 Lxe?
and White won easily.

Of course 8 212 is a very unusual
move and one can easily imagine how

Qan-numn came to overlook it. In Onen
QL WllllNv VU UV WILIUVUUIN AL, 411 UP

Games, White does not normally vol-
untarily deprive himself of the right to
castle, and in most positions it would
ha o wacta nf timma for Rlasl ¢t~ gtart
UCU A wdadlu Ul U1V 1VUL DIAvi LU Sltalt
analysing king moves to the second
rank. How, then, can one expect to
spot moves such as @12 in advance?
Thac sweanlle, 210 thhn sttt ~F thha srrnemina
111D lcau_y 1D L11C l}UlllL Ul UIv walllillg
signs — they tell you when to take time
out to look for unusual tactical motifs,
which might only be justiﬁed because

yUU lldVC a pULClllldl vuulcnabuuy in
your position.
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Our final warning sign is the weak
diagonal. Here is a vivid example:

sualy, & 2 Laeal

ALY X&

s AA 7;@&
7 A Ak
i %/% =
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Ye Rongguang — L. van Wely
Antwerp Crown Group 1997

The diagram position arose after 1

d4 56 2 93 g6 3 L.g5 £.g7 4 H\bd2

0-05e3d6 6 £c4 c57c¢3 (D). Now
Van Wt:hr decided to rlpvp]r\r\ his c8-

bishop at b7, and played 7.. b6"". The
weakness along the h1-a8 diagonal
is quite apparent but Van Wely had

ntrarlnr\lrnr] tha nti atinn
VWwiRiVvUunwu Lll\.« BILLIPIU uuuuuuauuu L ¢

2xf6 L.xf6 9 £.d5, winning a piece.
The game ended 9...2.2a6 10 Lxa8 d5

11 c4 dxc4 12 0-0 cxd4 13 exd4 2.xd4

A MNwnA T N Thic harmibhla dicacéasr
ut Hxc4 1-0. This horrible disaster

was the direct result of not taking ac-
count of the danger sign ‘trapped rook
on a8’. Had he looked a little longer,
Van Wely would surely have seen
£.xf6. The problem here is psycho-
logical: White would never normally
play an anti-positional move such as

-Q.Xl(), glVlIlg up l.IlU {two leﬂUpb 10[
no good reason, so Van Wely did not

consider it a possibility for his oppo-
nent. However, an extra piece provides
pretty good compensation for the two

lellUpb

Curiously, a similar ‘diagonal dis-
aster’ occurred in another game from
the Open Group of the same event.

EA Wéee E
wih A %07
/% A
_ AL 8
// /’/ﬁ? /// ///
e
Nig WiNy

////////////////////////

2D wee B

A. Stefanova - S. Giddins
Antworn non 10Q7
ll'l'b'l'bll/ V’lb'l« o gy 4

After 1 d4 dS 2 D3 96 3 £.f4 ¢S
4 e3 &15 5 ¢3 Black decided to con-

+1 a hic Adavaln nt with tha natn
uuuu lllD uUVUlUlJlI.LUllL Wl.l.l.l l.l.l\.« uatu‘

ral move 5...e6? (D). This ignored the
danger of leaving the light squares on
the queenside exposed by developing
the c8-bi UlbllUp to f5, and then prevent-
ing it from returning by ...e6. Black
doubtless took into account lines such
as 6 2b5+ Nc6 7 De5 Hc8 8 Wad
Wb6, when there are no more pieces
White can bring to bear on c6. How-
ever, he failed to take into account that
the b8-knight is really the only piece
that can interpose on the b5-e8 diago-

nal. Therefore 6 £xb8! put him in an
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awkward situation. After the check on
b5 Black will have to move his king, as
7...40d7 loses to 8 Qe5. In the game

Black chose 6...2xb8 7 2b5+ Le7 8

dxc5 and soon lost. Perhaps 6...Wxb8
7 £b5+ £d8 was slightly better, butin
any case Black’s position is hardly en-
viable. Here there were three factors
that led to Black’s oversight: failure to
take into account the warning sign
‘weakness along the b5-e8 diagonal’,
the anti-positional nature of £.xb8 and
the soporific effect of White’s unam-
bitious opening.

A similar motif occurred in the fol-
lowing diagram after the moves 1 d4

D62 R.g5 Ded 3 2f4d54e3 Rf55
£3 &6 6 ¢4 c5?! 7 exd5 PDxd5 (D).

X4 Wes X
X' -1
whd  Adki
% 7 2
» P

. A4 &

Lo, R
. BA

/7 /// /7 o7 /7 7///
AF AT
HE W AENE
oy (el 10000 B RS AT Y gl 3

M. Adams - L. Van Wely
Tilburg 1996

8 2.xh8!

Black is obliged to surrender a piece,
as e3-e4 is coming. The consequences
were less catastrophic this time as af-

ter 8...20xe3 9 £b5+ £d7 10 2xd7+

Wxd7 11 We2 Dxg2+ 12 Wxg2 Exb8
13 dxc5 g6 14 %c3 L.g7 Black had
some compensation for the piece and
manaoa At Aea
ulau'ascu L

We deal with the question of how to
continue after you have made an over-

sight under ‘Defence’ (see page 97).

~ A

r 1on tha
O araw 1iii uic <ida.

‘Hard-to-see' moves

Another type of oversight is the sim-
ple ‘blind spot’. In this case it is not a
question of a misjudgement, but of a
move, either for oneself or for the op-
ponent, simply not entering one’s mind
at all. This is usually because there is
something odd about the move, so that
it doesn’t fit into any of the standard

patterns. Here is a clear example.

B
B %}%//// ///////5//”
“EaE m W
5 A mAmW
_BomAE e
%ﬁ %7 & WA

AT

___EBEE %

//////

It is Black to play; Mestel contin-
ued 29...Hd5 and White’s material ad-
vantage eventually proved sufficient

to win. However, Black could have
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forced instant resignation by 29...Xd2!,
which either wins arook or mates. Ad-
mittedly, Mestel was somewhat short
of ume, but even so it is not hard to
calculate this simple combination,
provided that the idea crosses one’s
mind in the first place.

When two line-moving pieces are
facing each other, the options are usu-
ally limited to exchanging, allowing
the opponent to exchange, or moving
the attacked piece away. It is very un-
usual for the piece to move part of the
way towards the enemy piece. The ex-
ception is when there is a very juicy
outpost somewhere on an open file,
practically begging a piece to land on

it. That was not the case hprp cn the
A AAGAV VY AAVS ViAW Wil ’ DOV VAW

winning move was a little hard to see.
Nevertheless, it is surprising that Mes-

tel did in fact play a move along the
fila cen he t hava nnticad tha

was 1mposs1ble for White to take the
rook after such a move. Evidently the
fact that the rook was undefended on
d2 formed just enough of a mental
block to cause the oversight.

I call such moves along the line of
attack (without capturing the attack-
mg piece) collinear moves. They are
even more difficult to spot when the
attacked piece moves away from the
attacking piece. Here is one example
from opening theory: 1 e4 ¢5 2 {3 d6
3 d4 cxd4 4 Dxd4 D6 5 De3 a6 6
Se2e57 Hb3 Le6 8 0-0 Abd7 9 {4
Wc71015 2c411a4 2e712 230-0
13 a5 b5 14 axb6 Dxb6 15 Lxb6

Wxb6+ 16 £h1 (D)

x  Ee
2414d

B// ////,,
AW A &
/ &7// L
// A A

i AL
2 AT
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%//‘4_)%,} % ///
BiJiy T3 JiVi

¥R &

M. Tal - R. Fi cher

/////

In this position White is aiming for
the exchange of light-squared bishops.

The hp nn" havp {‘prfcnn nnfp tial
Lllvll Al k} Vll\rl“‘;

advantages: pressure against the iso-
lated a-pawn on an open file and the
possibility of an eventual good knight

VS ‘f\ d hichnan nnacitinn with Whita’c
au Ulﬂll P PUDJL[UII YYilll VYV 11iIln O

knight occupying dS (for example, if
White plays Ha2, then &d2-c4-e3-
d5). Fischer found a simple and ele-

b

lanl-’a

5411!, DU}ULIUII LU Blabl\ o l}lUblUlllD
16...82b5!. This collinear move leaves
White with three options: to leave the
bishop on b5, to play £xb5, or to play
£xb5. If White ignores the bishop,
then Black’s next move will be ...£.c6,
both attacking the weak e4-pawn and
supporting the thrust ...dS. To meet
these threats White will be forced to
play £f3, but this is hardly the most
active square for the bishop; Black
would obtain good counterplay by
...a5-a4, when the b2-pawn is vuiner-
able. The second option, 17 &xb5,
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swaps off the knight which White was
hoping to put on d5 later, and moves
the weak a-pawn off the open file. The
result would be a near-certain draw in
view of the opposite-coloured bish-
ops, but this might be White’s best op-
tion.

Fischer played 16..8b5 in two
games; both opponents chose the third
option and the games continued 17
£xb5 axb5 18 Hd5 Dxd5 19 Wxds
Had! (a second collinear move, put-
ting pressure on e4; if White takes,
then his b-pawn will be in trouble) 20

c3 Wa6 (D).
5 %@%
vig 0 AR
W % % %
AT ug AT
1§ /g% v
Ny %,
AK

Rw B
8 &

Not only does White have no ad-

wontnan

hat ha
valuasc, Uul. nc lD cveii Bllslllly WOTrSCE.

His queen looks impressive on dS5, but
actually it is the knight which should be
there instead. The knight has no route
to reach d5, and indeed after ...Rg5 it
will be virtually immobilized. Black
can improve his position by ...h6 and
...H2c8-c4, for example.
we_ 2

1
lllC ldl ngIlC LUHUIIUCd 41 &aal

Hc8 22 &l b4 23 Dd3 bxce3 24 bxc3,

and now 24...Hxc3 would have left
Black a pawn up with a good position.
In the later game Unzicker-Fischer,
Varna u1y‘i“uplau 1962, the German
grandmaster chose 21 h3 but lost in
only five more moves: 21...Hc8 22
Hfel h6 23 h2 L.g5 24 g3? Wa7 25
Lg2 Ha2 26 &f1 Exc3 0-1.

Fischer’s handling of this game was
very impressive.

Switchbacks are another potential
blind spot. If you have just moved a
piece from A to B, the idea of moving
it back from B to A can be hard to spot.

The third type of move which is
hard to spot is the ‘hesitation move’.
This arises when a piece can move
from A to either B or C. You decide
that it is bad to move it to C and play it
to B instead. Next move it would be
good to play it from B to C, but you
don’t consider it because this is pre-
cisely the move that you rejected a few
moments ago.

u "o 0 an avarmmnio n
nrC 1§ an CXampac (/)

Black has a fairly mlserable posi-
tion. He is a pawn down, his king is
somewhat exposed and White has a

maooa nwurn wurhin

pdDDUU d‘Panl Wlll\rh b\valb \rUllblallt
observation. However, the opposite-
coloured bishops make it very hard for
White to win, and in addition Black

b ~F.
ealllc I.llJ Wll.ll dll CAL-CH.CIII. UCICIIBIVG
idea:

1...h4!
Now 2 Rxh4 g fa+ 3 L¢3 Wh6+
leads to perpetual check, so I tried ..

2d7 &xd7
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J. Nunn - R. Filguth

World Student Team Championship,

Mexico City 1977
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Not, of course, 2...hxg3+ 3 Wxg3+
followed by 4 d8W.

ANJA

3 Was+ <§h6
Black’s best move. After 3...&hS 4

£ xh4! Black is more or less forced to
nlcnr 4. cbhA but then White has an

VW Li6AD

extra tempo. In fact, even this would
only offer White marginal winning
chances because he has nothing forced
and the exchange of White’s danger-
ous d-pawn for the enemy h-pawn has
clearly favoured Black.

After the text-move, 4 2xh4 Re6

allows Black to defend comfortably.

4 2d6 (D)

My opponent appeared surprised by
this move, which has the nasty threat
~F & DO chHLE £ WO g T W7,
OI O XIOT+ =Ny 0O 8Not+wgo / ag/T
&h5 8 Who#. It is quite hard to stop
this threat, for example 4..Wg6 5

£ f4+ ©h5 6 Whe+, 4. Wg5 5 L8+

o £ W W~ o AcA s
‘éﬂ) 0 Sﬂl'i" .':I.Ilt.l'-l> LEHIL O 19T dIC

no help.
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Filguth had overlooked the simple
4...2hS!, after which White has no
winning chances at all. The reason: he
had rejected playing the king to hS the
previous move, but under the changed

circumstances it harl hecame thp nnlv
ARWAWBLLIAODWERLLAW UN/ W ULALLAN Ul‘l]

saving possibility.

As an aside, I am one of those play-
ers who gets up from the board after
almost every move (but even when
walking around, I am still thinking
hard about the position). However, af-
ter playing £d6 I stayed at the board.
When players are completely win-
ning, they often remain at the board in
order to accept their opponent’s resig-
nation, and I suspect that Filguth thus
interpreted my unusual immobility. In
fact, of course, I was frantically trying
to find a good reply to ...&hs.

I seem to be especially prone to
overlooking ‘hesitation’ moves.
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J. Nunn - J. de la Villa
Szirak Interzonal 1987
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In this position White is a pawn up
but has yet to develop his queenside
pieces. Here I rejected 18 Wb3+ be-
cause after 18...&h8 19 Wxb6 axbb it
is quite hard for White to continue his
development. 20 d3 is impossible be-
cause of the pressure on ¢3, and 20 c4
is met by 20...d3! 21 &xd3 £d4 22
Hf1 £ g4, which leaves White totally

paralysed. Black could just continue

lvvith .. HooQ and (ba’)

avantnally
awvily ailiua ...

Halrdwy WYL Luall]

winning the pawn on f2 and setting up
possible mating threats along the h-

file.
T tharafn aved 1Q Wart whirh
 § ulClCLUlU yla_yuu A Bl Wlllbll,

in addition to the attack on h7, threat-
ens to bring the queenside pieces out
by 19 d3 and 20 £f4. Black responded

10 21219
Wltll 10U Je e, UCIDCU on LllC labllbdl

point 19 £xd3? Wxf2+!! 20 &xf2
Rd4++21 Le2 L gd#.  actually played
19 Wxd3 £xc3 20 bxc3 Wxf2+ 21
©h2 Wxel 22 £a3! and won after im-
mense complications. However, the

simple 19 Wb3+ would have been
enormously strong. After 19...Wxb3
(or else White swaps queens and takes
ond3) 20 axb3 Hd8 21 He3 White wins
the pawn, after which Black doesn’t
have much to show for his two-pawn
deficit.

I didn’t even consider 19 Wb3+ for
the simple reason that I had rejected it
the previous move. It didn’t occur to
me that the ‘extra’ tempo ...d3 is actu-
ally very helpful to White, because it
severely weakens Black’s d-pawn and,
unlike the line after 18 Wb3+, White
has not weakened the d4-square by
playing c3-c4.

It is worth trying
tive errors in one’s
days, with the availability of strong
computer programs, finding tactical

errors IQ qll‘lfp DQQ}I T Q]‘IIQ}IC qlli{‘kl‘l

run my games past Fritz — it is often
quite shocking what turns up!

-,y ___ _ a__ __L.§_

iime-troupic

The advice here is quite simple: don’t
get into time-trouble in the first place.
This immediately raises the question:
what constitutes time-trouble? Some
people panic when they have ten min-
utes left for ten moves, while others
appear quite calm even when down to
their last thirty seconds.

I will propose a definition: time-
trouble arises if you have less than one
minute left per move. In my opinion
this is the lower limit for guaranteeing
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an acceptable standard of play. It is of
course possible to play well even with
less time than this, but you are really
putting yourself in the hands of fate. If
no unexpected problems arise, no
shocks, no really tricky decisions, then
you will probably survive more or less
unscathed, but how can you be sure
this is going to happen? Those who are
addicted to time-trouble will show
you the remarkable games they won
despite extreme time shortage; they

probably won’t show you the much
Inropr number which thpv lost becanse

ANV iU Y wwwisneidw

of the same time shortage.
If you regularly run into time-
trouble, according to this definition,

then vou are doing something wrong
“AANWA. J 6 SJAALAN VALL llé vy Vlla

and it is almost certainly costing you
points.
The reasons for running s hort

.
timae ara manv Hare ic 2 ca
ulfinl al€ miaily. nflfe 15 a 5C

w

the most common:
1) Indecision. Probably the most
common reason. If you spend a long

AN IEINS MNerAas

l.lll. asUlllLllls Uvuel dClelUllb, Lhcll
you will inevitably run short of time.
The pragmatic approach I recommend
in this book should help. If you find
that, after lengthy thought, you usu-
ally end up playing the move that you
wanted to play straight away, then
learn to trust your intuition more.

2) Worrying too much about very
minor matters. There is no point think-
ing for half an hour about a possible
advantage or disadvantage of what a
computer would call ‘0.1 of a pawn’.
This almost certainly is not going to

cost you a half-point. The piece you
hang later during time-trouble proba-
bly is.

3) Providing yourself with an ex-
cuse. To those who do not suffer from
this particular ailment, it probably
sounds ridiculous, but it is surpris-
ingly common. In these cases there is
a (possibly subconscious) reluctance
to admit that a loss is due to bad play;
problems with the clock provide an al-
ternative explanation. If you find your-

self saying to people after a game ‘I
had a nprfpntlv reasonable nnmt

aalsne

until I ran into time-trouble’ then you
probably have this disease to some ex-
tent. It really is an absurd attitude. The

clock is jncf as much a part of the

AWT W X

game as the board and pieces, and los-
ing because of time-trouble is no dif-
ferent to losing because of weak play —

it’c ctill a 7zoarn nn the conrean chnnf Thp
AL O OLlll Gl LWwiV Vil Viivw DWwULW UDllwiwie. 11

only difference is that if you run very
short of time you will almost certainly
lose; if you play more quickly, you

l\ Fals% 3 YaJ-1 p LXro f\l}' ﬂl nyt ‘\‘I
uxay 1uac vecausc 01 weaxK piay, out

then again you may not. The best way
to improve is to gain over-the-board
experience and if your games just be-
come a time-trouble mess, then you
are probably not learning very much
from them.

If you have time-trouble problems,
then in addition to the points men-
tioned above, bear in mind the follow-
ing tips:

1) Arrive for the game on time

T he most ODVIOUS and SlIIlplGS[ way o
saving time!
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2) Don’t spend a long time consid-
ering which opening to play. If you
have the luxury of knowing more than
one opening, then you should think
about this before the game.

3) Don’t think about theoretical
moves. Some players spend an inordi-
naie lCIlgUl 01 llIIlC reacm‘ng a pO&l[lOIl
with which they are already familiar.
An extreme case was a game I played
as White against Stohl in the Poisoned
Pawn, an opening with which we were
both very familiar. I played a line
which was believed to lead to equality.
He was so worried about the improve-
ment he felt sure was coming that he
thought carefully about each move,
trying to spot the ‘improvement’ in ad-
vance. By the time the improvement
arrived, well into the ending, he had
used 90 of his 120 minutes reaching a

position he knew pprfpnﬂv well. The
‘improvement’, when it finally came,
was actually a rather modest affair, but

thanks to Stohl’s lack of time I won the

aoamae
HAriiv.

4) Don’t use up time thinking about
obviously forced moves. Your oppo-
nent takes a piece; you suddenly no-
tina that aftar vAane rarantinra ha hag a
UVG Llial aiivl _yuu1 1vvaptu1v 11V 11ad a
possibility that you hadn’t noticed be-
fore. Don’t think — just take back.
Thinking not only wastes time, it also

Cr/mItes Atevrnant

Cl.llc.l [ _YUUI UyPUllUlll I.U LhG fabl Lhal
there is something you are worried
about. It he hasn’t noticed it before, he
probably will now! Of course, you

DllUUIU UU SULT UIdL LllC IdeplUlC lCdll.y
is the only possibility, otherwise you

might overlook a powerful zwischen-
2ug.

5) Chess is all about making deci-
sions. Postponing a decision doesn’t
necessarily improve it. Try to get into
the habit of asking yourself: is further

thought actually going to beneficial?

I won’t give any advice about what
to do if you are in time-trouble, since
this situation shouldn’t arise.

If your opponent is in time-trouble,
the main piece of advice is to stay
calm. It is quite easy to become so ex-
cited that you start bashing out moves
as quickly as your opponent and thus
make no use of your time advantage.
You should also avoid thinking “I
must try to win the game during his
time-trouble” and then embark on
some risky venture which you would
never play under norm circum-
stances. Thls is only Justlfled if you
have a very bad or losing position, and

the time-trouble really is your only

I'\nr\n nnn:n a chnice hnhnppn a rnnpf
llUlJ NJALVWIL 4 WwilUVILIWwW UWwL \1

continuation and an equally good
sharp continuation, then by all means
choose the sharp continuation, but an

1thla 10 nA 11otifs
UPPUIIUIIL lll uulG'uUUULC 10 11V jJudtiii~

cation for knowingly playing an infe-
rior move.
Players in time-trouble tend to

rQt e

bPClld IIIUDL Uf LhUu I.llllU aucu_yaxug
forcing, tactical continuations, so be
especially careful not to allow a tacti-
cal trick. Where strategy is concerned,

vl

$AALF
ulc_y Wlll plUUdUly UCblUC Ona aciauit

move’ to play if your move carries no
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special threat. Very often this ‘default
move’ will be part of a plan for trans-
ferring a badly placed piece to a better
squarc. If uu:y' arc uepi‘i'\ft‘:u of any
such obvious plan, then the result is
usually confusion or a ‘nothing’ move.
With any luck, you can use the moves
before the time-control to gain a posi-
tional advantage which will set you up
nicely for next phase of the game.

Laziness

I.aziness at the chessboard manifests

1tse1f in two ways. The first is when
you have a complicated possibility,
but decide not to analyse it on the
grounds that it would be too much
work. Note that is not the same as the
‘DAUT"’ principle mentioned on page
21. That represents a conscious weigh-

ino of the balance between the time
6 AL WGA.

VAAW Ullllv

spent and the possibility of finding a
better move. It comes into play most
often when there is a perfectly ade-

aata altarnativa which ~ kn nlavad
\-ll—lul\/ QLW LIV VA U 1} ]\i

with little calculation. Laziness, on the
other hand, is a deliberate turning
away from a move which may turn out

YV iliil \vﬂ.].l

MAOzen v

I.U bC VUIy bu.Ullé 1udccd LUbllls a
game because you have overlooked a
move is one thing, but losing because
you have spotted the correct move and
could not be bothered to analyse it is
quite another!

A second, more understandable,
form of laziness is when your oppo-
nent has an irritating possibility. You
have to consider this same possibility

every move until you become fed up
with it and spend a tempo ruling it out
completely. The most common mani-
festation of this form of laziness is
preventing a possible check by the op-
ponent. You have to calculate the check
in every single line, and in the end you
just pre-empt the check by moving
your king. There are, of course, many
situations in which such a move is per-
fectly reasonable, but there are also
many in which the loss of time is im-
portant. Playing &hl after 0-0 (or
&bl after 0-0-0) may be just such a
waste of time. When such a move is
justifiable, it is normally because of a
concrete reason rather than because it
is annoying to have to do a bit more
calculation.

Here is an unusual example of lazi-
ness:

E & E@/

/

W// ’,/ @‘Af

//// %’g /4 % ,,,,,
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AK /
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e 24

.
Hopwe &

J. Nunn - Xie Jun
Hastings 1996/7

In this position, it suddenly oc-
curred to me that Black might play
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...a3 as a pawn sacrifice at some stage.
I started to calculate lines such as 21
D3 exfd 22 Lxf4 a3 23 Exa3 Exa3

M e - A A Aasead £ DisAl ao
4 0Xao and wonacréa iir pidacCkK lldb

enough compensation for the pawn. I
decided that she does not, because
White’s &d4 is annoying for Black,
aiming at both c6 and f35. I started cal-
culating more and more lines and in
each I had to take into account the pos-
sibility of ...a3. In the end I just be-
came fed up with this, and decided to
rule it out.

21 Ha3?

My reasoning was that since the
rook is blocked in by both bishops
and unlikely to move along the first
rank, it might as well perform a useful

task (preventmg ...a3). Deep down I
was aware that this move looks highly
artificial; my ‘logic’ was really just a
rationalization for an outbreak of lazi-
ness.

A more sensible piece of reasoning

would have been to note that Black’s

nllﬂﬂﬂcif]ﬂ nawn mna ‘I!\f"l"‘l \illll "\D ‘Iﬂﬂl
ﬂuvvnxoxu\.« l.luVV i1 ll.l“J\Jl J ey Y\/3 ]

good in an ending, and so White must
play for a decision in the middlegame.
For the moment White need not worry

Okr\ a2 thha k‘l k I-\ !11]‘
ﬂUUUl. . Cl.), BlllDU Lll\v [0 3 Sy UlDllUlJ Wlll

prevent the b-pawn promoting for sev-
eral moves.

Thus 21 f5 is correct, aiming to
play Dg4 or &h5 to eliminate the de-
fensive knight. Since White’s position
in the diagram is not especially good,
he should probably be happy with a
sacrifice on h6 leading to perpetual

check.

21...2d7 22 2d3 Wh6 23 &hl
exfd 24 Lxf4 Hxd3 25 Wxd3 Wf2 26
Wd2 Wxd2 27 £xd2 Hfe8

moan lhacrn tmnd ~maan wrass L am

llllllgb nave not gVlC VCly WCII 1U1
White. His rook is still on the ridicu-
lous square a3, Black has the two bish-
ops and White’s e-pawn is weak. All
this adds up to a clear plus for Black
and the main cause was the lazy move
21 Ha3.

Determination

Of all the personal qualities which ar

important at the board, detenmnauon
is probably the most significant. Some
players, when confronted with an on-
erous defensive task, such as defend-
ing an inferior and long-drawn-out
ending, suffer a crisis of will-power.
They see the gloom ahead of them,
with only the distant prospect of at
most half a point, and become despon-
dent. The result is either a feeble resis-

tance, or a decision to stake everything
on a half_ hnartnd cwindlea Wheoen thic

1 ¢t llul..l. LIWvEal U D VYV ALINAINY, VY I.l\ll.l u.u

is brushed aside, they feel that they
can resign with good grace. Not sur-
prisingly, this behaviour no recipe for
success.

Even very strong players can be-
come so resigned to the prospect of in-
evitable defeat that they do not notice
when a saving opportunity is presented
to them.

Here are a couple of notable recent
examples.

The position overlea
technical win for White, and it is har

o
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G. Kasparov - N. Short
London PCA World

Championship (9) 1993
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to imagine Kasparov going so far
wrong as to reach a drawn position,
yet that is what happened.

45 Hal

Not a particularly accurate move,
although it does not throw away the
win. White should simply put his rook
on the fourth rank and march his king
to b4. Thus 45 Ed1+ @eS 46 §d4 or

A8 ¥ KJ.&)n'?AAHI\A nld ha

easily.
45...2e5 46 e4??
An amazmg blunder. One way to

r Al DA Han 47 Hn'zm Hm
Wlll lb Uy STU EV4L EUr T/ &aao \“I’I &1l 1

and 48 Xf4 is also good) and Black
must either allow the king to reach d3,
or permit the advance of the pawn. In

~labimie nmas

CIUICL CAadC VVILILC Wlllb Cdblly
46...%e6??

An equally serious error. Black can
draw by 46...Hc5! 47 a5 (after 47 Ha3
W 4 2AQ o WA A L WWcA, 1
&C4 40 dI &aXC4 47 40 al4+T dnd

50...2f8 Black’s rook makes it back)

47...Bc3+ 48 g4 Lxed 49 a6 Hc8 50
a7 Eg8+ 51 &h5 Ha8 and Black sim-
ply marches his king over and takes
the pawn.

47 Le3 2d6 48 2d4 2d7 49 Sc4
2c6 50 b4 HeS 51 Hcl+ b6 52
Hcd 1-0

In order to understand this double
blunder, you have to take into account
the course of the game. Short had been
losing from an early stage, and Kaspa-
rov had been exchanging down to a
simplified endgame. Both sides were
simply acting out the final stages of a
drama which had been decided in the
opening, and they knew full well what
the result of the game would be. In this
frame of mind it is possible to let one’s
attention wander away from the posi-
tion on the board. Nevertheless, it is an
astonishing error to occur at such a

high level.
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A. Shirov - J. Timman

WiJK aan Zee 1996
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Black had been under pressure for
some time and ended up in this rook
ending a clear pawn down.

45 g4?!

Both players seemed to believe that
this position should be a clear-cut win
for White, but in fact it is not so sim-
plC ll'le move playcu lS pfODley dl-
ready an inaccuracy. After 45 &f3
He6 46 Ed8+ (Shirov comments that
46 Hc3 should win, but White’s rook
is tied to the defence of c6 more or less
permanently and the win does not look
at all simple to me) 46...2f7 47 Bd7+
He7 48 HExe7+ £xe7 White can force
a winning queen and pawn ending by
49 g4 2d6 50 g5 Lxc6 51 Lh6
b7 52 ©xh7 ¢5 53 2xgbcd 54 £5¢3
55 £6 ¢2 56 £7 c1¥ 57 {8 Wc2+ 58
Wf5 Wxh2 (after 58...Wc6+ 59 &h5

We8+ 60 g4 We8+ 61 &f4 White

remains two pawns nn\ 59 04 The

AXZSeA

evaluation of endings w1th Q+& vs W
is a simple matter at home, because
one only has to consult a computer-

generated database. The oracle in-
5\/!1\.«1“&\-« A AW AN AdL

forms us that this one is indeed win-
ning, but of course it is not so easy at
the board. The general feeling amongst

pl‘ 1c tha ndinoc u fhm.l_nﬁ ‘rcw
vo B8

\J1 I.B lD Lllal, Ull\.l.ll 50 W il -Ts

(and the defending king cut off from
the pawn) are almost impossible to de-
fend in practice even if some of them

N

alv dlanl wu.u PCILCL«L play \DUC pasc
150 for more details). Thus even with-
out consulting the database, Shirov
would have been aware that this end-

lllg U.I.lCl.b VVllll.C CAbCllClll Wllllllllg
prospects. In the specific position

above it is quite easy to see that Black
only has a few checks and then White
can advance his pawn to the fifth rank

(€0 WAL, 4N b Was:. 1 e
\W7...800T OU wg/ wa4+ O1L w1/

Wed+ 62 Lf8 Wba+ 63 g8), which
would provide further evidence in fa-
vour of assessing it as winning for

A § 94 ISP

Vv IiulcC.

45...He6

Black must try to force White’s
rook into a defensive position.

46 HXd8+

White could still play 46 Hc3.

46...217 47 Ed7+ He7 48 Exe7+7??

This move throws away the win.
White could still have retreated his
rook and defended the c-pawn along
the c-file.

46...2xe7 49 g5 1-0??

Resigning is an even more aston-
ishing blunder than Shirov’s mistaken
rook exchange. After 49...2d6 Black
draws without undue difficulty:

1) 50 f5 gxf5 51 h4 &e5 52 213 f4
53 h5 2f5 54 g6 hxg6 55 h6 &6 56

Sxf4 g5+ draws.
2) 50 h4 £xc6 51 5 &d6 52 6
2d7 53 213 Reb6 54 2f4 2A7 55 Xe5

e8 56 Ld5 2d7 57 Lc5 Le8 and

Whit Nrannnt alra nraorac -
vy lllt\.« Uallll\}b ll.lal\U lJlUslUDD, lJlU

vided Black meets 2¢6 with ...&d8. If
the white king is on c5 or d5, then
Black can play either ...&e8 or ... 2d7.
The fact that Black has this choice of
moves means that these is no chance
of White winning by somehow losing
a move, because only after &c6 is
Black restricted to a unique square for

his king.
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What makes Timman’s decision to
resign so surprising is that he could
have quite easily taken the pawn on c6

and st 4 d tm cam QLla V0 Zedaaadl e
dild wdiiCd L0 SCC OSILIO0V S 1IICIIUOIL.

Giving up so early is an indication of
defeatism — he felt that the rook end-
ing was dead lost and, since the king
and pawn ending was a natural conse-
quence of the rook ending, then that
too must be lost.

In these examples, both Short and
Timman were paying scant attention
to the position on the board and were

wS waa

heavily influenced by the preceding
play.

The lesson to be learnt from this is
that while the game is in progress, you
should be concentrating on the current
position, regardless of what has hap-
pened before. There are very few play-
ers who have the technical skill to
convert advantageous positions into a
win without at some stage allowing
the opponent a chance for counterplay.
The defender’s task is to maintain his
concentration, so that when a possible
saving opportunity arises, he does not
overlook it. There is no point in play-
ing on if all you are doing is going
through the motions, waiting for the
right moment at which to resign.
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Building a repertoire

l.l WOEIU UC IULC to start the construc-
tion of an opening repertoire from
scratch, so that everything fits together
neatly, and all transpositions are taken
care of. However, most players dori’t
have an elegant opening repertoire.
They play a motley collection of open-
ings which they have accumulated,
more or less by chance, over the years.
However, we will take the idealized
situation of someone starting from
square one (al, presumably).

The first step is to think about your
personal style. Do you prefer open,
tactical positions or closed, strategic
positions? Does an attack on your king
make you nervous, or are you happy
so long as you have a counter-attack?
Do you prefer main lines, or some-
thing slightly offbeat? Next, look at
the various openings available, and
see which ones fit in with your per-
sonal style. For example, when choos-
ing an opening with Black against 1
e4, you might make some notes along
the following lines:

1...c5: Open positions, tactical, at-
tack and counter-attack. Schevenin-
gen and Taimanov systems safer and
less tactical than the Dragon, Najdorf
and Pelikan.

1...c6: Solid positions, strategic,
safe king

1...e6: Closed pOSltl()ns, strategic.

1...e5: Fairly solid, but can lead to
almost any type of position, depend-
ing on the follow-up. Petroff the most
solid option.

1...d6: Sharp positions. Attack and
counter-attack. However, White does
have solid options.

1...d5: Slightly off-beat, fairly solid
but a little passive.

1..2)f6: Sharp positions. These
days considered slightly off-beat.

1...4)¢c6: Slightly off-beat. Need to
consider what to play after 2 &f3.

Do the same with openings against
1 d4, flank openings and with White.
Then you have to consider how all
these fit together. If you choose the
Pirc against 1 e4, it makes sense to
consider the King’s Indian against 1
d4. This is more flexible and will give
you additional options later. For ex-
ample, you may decide later that you
would prefer not to allow the Samisch
against the King’s Indian. To this end
you decide to meet 1 d4 with 1...d6,
and against 2 ¢4 you will play 2...e5.
Many players who would quite like to
play this system with Black are put off
by two things: firstly, White can play 2
e4 and secondly White can play 2 #f3
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(it is true that Black can meet 2 £)f3 by
2...2.¢g4, but many regard this as some-
what better for White). However, be-
cause your Opt‘:ﬁiﬁgs have been chosen
to fit together, neither of these prob-
lems will bother you. The Pirc is al-
ready in your repertoire, and after 2
&3 you can play 2...%f6 and enter a
King’s Indian, but with the Samisch
having been ruled out.

Likewise, the Caro-Kann and the
Slav fit together, and then you can an-
swer 1 c4 by 1...c6, without having to
undertake any additional learning to
cope with 2 e4.

There is a temptation to choose some
really unusual openings, because the
amount of study required is much less.
However, I would advise against this.
Rarely played openings are usually
rare precisely because they have some

defect. annnr or later vour opnonents
AANWWE JA J yt’vl‘vll‘a

will start to exploit this defect and then
you will have to switch openings. If
you choose another very unusual open-

tha ~acg 11l ranaat itca
llls, Lll\/ pereoS vv‘ll r\ul.l\/al' JLS\/lf Af;

ter a few years, you will have spent
just as much effort as if you had cho-
sen a mainstream opening in the first
place, and you will have little to show
for your efforts.

This problem doesn’t arise with a
repertoire based on main lines. First of
au, such 111‘168, which have been tried
and tested in thousands of grandmas-
ter games, are unlikely to be ‘busted’
in the first place The worst that usu-

dlly lldppt:llb lb l.lldl a bllldll llllebC
leads to a minor reassessment of one

line. Secondly, even if the worst hap-
pens and a blockbuster novelty fin-
ishes off a line, it is usually relatively
easy to switch to another line within
the same opening. Mainstream open-
ings such as the Ruy Lopez or the Or-
thodox Queen’s Gambit are not merely
singie lines; they are massive com-
plexes of different systems for both
colours. Suppose, for example, you
play the following line of the Chigorin
Defence in the Closed Ruy Lopez: 1
ed e5 2 Df3 {c6 3 b5 a6 4 L.ad D6
50-02e76Hel b57 £b3d68c30-0
9 h3 a5 10 Kc2 c5 11 d4 We7 12
Abd2 cxd4 13 cxd4 £d7 14 &f1 Hac8
15 @e3 9c6 16 d5 Db4 17 Kbl asS 18

a3 5\96 Qnddpnlv you see a gamp

AL AAR

this line which seems to cast doubt on
Black’s play. You need a replacement
line, quickly. There is a wide range

ﬂ‘F I‘\ﬂQQ1I’\111f19Q fﬂ PhnﬁQP 'Frnm'
rv AULZLLAWLY WARAVUVUOW AKULily

could try 15...Efe8 or, slightly earlier,
13...4c6. Perhaps delaying the ex-
change on d4 and playing 12...8d7 or

1’) 5\ A micht ha an 1r|no All thace

‘uvu llllsllt UU all 1uvd. 13211 Lillvow

v
J Ve

are v1able lines, so there is no need to
panic. They all lead to the same gen-
eral type of position, so that the expe-

nnnnnnnnnnnnnnn

ucubc _yuu havc 5aulcu wuu _yuu1
former line will not be wasted The
general principles governing play with
these Chigorin Defence pawn struc-
tures will be still be valid in yOour ncw
line. Moreover, all the effort you have
put into learning how to combat ear-
lier deviations by White (Exchange

Opdlllbll, L:llle wuu ‘%CL, etc. ) Wlll Ic-
main valid. Instead of facing a major



THE OPENING 69

overhaul, only a minor modification
will be necessary.

Once you have chosen your open-
ings, how best to St‘duy‘ them? There is

nothing better than a good book,
which brings us on to our next topic.

Using opening books

These days there are books on virtu-
ally every opening under the sun.
Some are good, some are competent
and some are bad. Unfortunately, it is
often not easy to decide which is
which. In choosing a good book, re-
views are an obvious guide, but these
are often not very helpful in the chess
world. This i
of the reviewers, I can testlfy from
personal experience that reviewing

openings books is a difficult and

thankless task. In order to assess an

LAASALALY JUINWUID  Sald

not nprpccnﬁ]v the fanlt

Laveaw

opening book properly, you really
have to be an expert in that particular
opening. Of course, you can check to

can 1fit ic nn_ta_.data and wall_writtan
oW 11 1L 1O uy UU uau.« Aliu vYwwvil~ vyviilivil,

but a really good openings book will
contain all those finesses which only a
practitioner of the opening will know.
Cunning
avoid particular lines, moves which
caused a particular variation to be
abandoned, but which were never ac-
tually played in a game — only a spe-
cialist will know whether such things
are in the book or not. If one adds that
chess book reviewers are normally un-
paid (apart from receiving a free copy
of the book), it is scarcely surprising

Acs v

e % A A ¢~
mMove-0racrs uvsigiicvu W

that reviews of opening books tend to-
wards a certain blandness. Major pub-
lishers are perhaps slightly safer than
smaller operauons, since ulcy nor-
mally have some sort of quality con-
trol; having said that, they are also
under far more commercial pressure
to bring a book out on time, which can
lead to a rushed job. The saying ‘Don’t

judge a book by its cover’ is especially

valid for chess books. The covers are
normally made by designers rather
than chess-players; of course they
should be checked, but even so howl-
ers occasionally slip through. In the
end, the reputation of the author is
probably the best guide to the quality
of a book.

Having chosen a book, it is best
first of all to gain an overview of the

opening. Look first at just the main

lines to create a mental r\ﬂ\fnrn nf the
ALLAW/ D LU WwWAWEL A ALAWALALEAL t’ AW VAL

general structure of the opening. If the
book contains illustrative games, it is
worth playing these over first; you will

ain tunisral

‘I‘\i‘l\“\ﬁ"\l‘l a]raor]n natica ~art
] HULUIV \.«\.«l. Laill l.] lJl.\fal.

provaoty air
themes repeating themselves. In most
major openings you will have a choice
against each of the opponent’s possi-
with the choice of the main
opemngs, make a list of the various
options and see which ones suit your
style. Keep transpositional possibili-
ties and move-orders in I‘ﬁii‘lu, to make
sure that your opponent cannot cir-
cumvent your proposed repertoire by
a simple variation in move-order. Sup-
POSE, IOl' CXdIIlplC lndl y u are

g
to play a line of the Sicilian with
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c5 2 &f3 e6, and are thinking about
how to meet the 2 ¢3 Sicilian. You no-
tice that the defence 1 e4c52c3dS 3

awde W 1€ A A4 IN\FL & }’\m DAl
CXao wXdo &4 G4 «ilv IO =84 18

currently popular, and dec1de to play
that. It would be easy to overlook the
fact that White can play 1 e4 c5 2 &3
€6 3 c3 instead. Of course you can still
play 3...d5, but now the line with
...8 g4 is impossible. There are ways
round this particular problem, but it is
important to have something ready in
advance, and not to be caught out over
the board.

Notice that so far there has been no
detailed study. Everything has been
careful planning — good groundwork
and thoroughness is the secret of suc-
cessful opening preparation. Once you
have your repertoire mapped out, then
you can study each line in detail. To

l\ngin \'x'nth nnly cfurly tha m

Q‘ﬂ 11 nag __
“l \JIJ.IJ

CAIN/ LARCALIL 1111N/T

that will cope with 90% of your
games, and you can easily fill in the
unusual lines later

it is better to study an opening book
that offers a pre-selected repertoire
(often called ‘Winning With .., or a
similar title), or one that offers a com-
plete coverage of an opening. Cer-
tainly both books have their place and
the ideal situation is to have one of
each type fora glvcu Upcuulg It is cer-
tainly useful to have someone do
much of the above-mentioned work
for you, but nevertheless some lines in
the proposed reperioire may not suit
you, or developments since the book

was published may throw doubt on
some recommendations. In this case it
is essential to have a source of alterna-
tive pGSSIUHluUb

More serious players who have a
chess database (see also page 166)
may like to check this for recent devel-
opments before playing a particular
line. A database is also useful for see-
ing which lines are currently popular,
and therefore where one should be fo-
cusing one’s efforts.

At first you may find that your re-
sults with a new opening are disap-
pointing. This is more likely with
strategic openings than ones based on
precise analysis. When I started play-

1ng the Sicilian denrf my recnlte

A Wi eedviS

were very good. Thls is an opening in
which concrete knowledge of specific
lines is very important. I had just stud-

ed the nr\nninn in nrnat Antaﬂ anrl SO
Avu LA\ UIJV ]..lls ALl 6

my knowledge was often better and
more up-to-date than that of my oppo-
nents. On the other hand, playing a

ctratacis NN 41 al
ouauusu- Ul.l\dllllls LU\:IUJ.I.UD a PUDluUllal

understanding which is better learnt
by experience than from books. It may
be several games before you get up to
bpccd with such an openmg, but be
persistent — your efforts will be re-

warded 1n the end.

Books on offbeat openings

A particular genre of books which de-
serves special attention is that dealing
with dubious and rarely-played open-
ings. As in all categories of opening
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books, there are good and bad exam-
ples. Typically, such a book will claim
that opening X is unjustly neglected
that recent gainces have shown X to be
playable after all and that all sorts of
hidden resources and novelties are re-
vealed for the first time in the book.
Unfortunately, 99% of the time the
reasons X is rarely played are entirely
justified, the ‘recent games’ turn out to
be encounters of little value between
unknown players, and the resources
and novelties will only stand a few
seconds’ close examination. The tricks
which authors can use to make open-
ings such as X appear playable are
many and varied, and are, of course,
revealed for the first time in this book!
It is hard to give details without
concrete examples, so that means I will
have to choose a couple of victims. In

ﬂ-nc nnrhr-nlor oenre thare ic a r]nr\rncc_
O PAlUVULIGL gVl UIVIV 10 G UUPIUVO0

ingly high proportion of poor books,
and it would be easy to choose one of
the really bad ones and have some fun.

Tn Farnt T ha rhA nf tha
in fact 1 have cnosen one of the ocetter

examples, Tony Kosten’s The Latvian
Gambit (B.T. Batsford, 1995). This
book is unusual in that a strong grand-
master has taken a look at a rarel y
played opening with a poor reputa-
tion. Tony was certainly taking on a
real challenge with this title! When it
arrived, I was quite baffled as to how
the author had managed to fill up 144
pages; I had thought a detailed refuta-
tion would take 10 pages at most.

I decided to use the book as a basis
for a couple of hours’ analysis on the

Latvian (pages 72-76 are based on this
analysis). It is, of course, very rarely
played and I would not expect aGMto
dare i it, but this enhances its Slii‘pubc
value. It would certainly be embar-
rassing to face it and plunge into deep
thought on move three! Moreover,
when a new book appears on an open-
ing, it always encourages a few people
to take it up, so the chances of meeting
it were high enough to warrant devot-
ing a little time to it.

When I was a teenager, there were a
couple of junior players who used the
Latvian which, if you don’t know al-
ready, is characterized by the moves 1
e4 e5 2 &3 f5. For many players this
opening offers a huge advantage: it
provides a more or less complete de-
fence to 1 e4. If you play a line of the
Spanish, then you have to worry about

vamnnc white svstems in the Qnan ch
v AAR J C\/ALARD lll SLAN mllol"

such as the Exchange Variation and
early d3 lines, plus the Scotch and 3
£.c4 — quite a body of theory to study.

Adantina tha T atvian chnart_~rircnite all
n\AUlJul 5 ul\l Lla"vlall DIIUIL VI VUL All

that; apart from the King’s Gambit and
a few other openings, you don’t have
to study anything else to meet 1 e4.

i la

lllC qUCbllUll lb can Lhc Latvxau v
considered playable?

The move 2...f5 has a dubious ap-
pearance' it doesn’t develop a piece
dIl(l ll Wt:dKCIlb lIlC Uiagﬁﬁalb llJ"CO
and c4-g8, the latter being important if
Black intends to castle kingside later. I
always viewed 3 &xe5 as the most
logical reply — Black should be pun-
ished for not defending his e-pawn



72 SECRETS OF PRACTICAL CHESS

with 2...%c6. I had scored well with
this reply in my youth, so I decided to
concentrate on it.

My first bui‘pi‘ise came when I ex-
amined the list of contents. Chapter 6
dealt with (after 3 Dxe5) “3...%4c6 and
other third move alternatives for Black”.
I was stunned — I hadn’t realized that
3...8)c6 was even vaguely possible. In
fact Tony justifiably dismisses the
“other third move alternatives” but de-
votes over nine pages to 3...2)¢6 (D).
My first reaction on seeing an unfa-
miliar move in a book is not to look at
the author’s analysis, but to set the po-
sition up on a board and decide what
would be the most natural response.

wik t 4

L
=

W
=

ABAL KAP
Brgums x

I noticed that White could win the
exchange by 4 Wh5+ g6 5 Dxgb D6
6 Wh4 hxg6 (6...2g8!7) 7 Wxh8 We7.
In return Black has a substantial lead
in development. An assessment of this
relatively complicated position would
take some time, so bearing in mind

UAU 1 l UCLIUCU {0 100K 101 bOIIlCLHlIlg
simpler.
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4 §xch6 is another obvious move,
but after 4...dxc6 I felt that this was
rather playing into Black’s hands. All
Black’s minor pneces caii uluuculawny
come into play, while White still has
to move his d-pawn to bring his c1-
bishop out. Moreover, White has no
minor pieces on the kingside, and if
White intends to castle on that side the
deficiency might allow Black to work
up an attack. Neither of these lines is
particularly clear, but the point of this
initial evaluation is not to assess each
possibility rigorously, but simply to

decide which move looks best based
on general principles. If I had not
found a possibility that really struck

me as the most prnmtmng then I

would have gone round again for a

second look at 4 Wh5+ and 4 Hxc6.
However, at this moment I noticed

4 d4!, This

a verv temnting move:
(<3 J Lvllll.lulls LAY

seemed to me to fit in best with the
principle of rapid piece development
in the opening. White creates a ‘two-

anhranct? mawn ntra and allawe tha
aUl\laa‘- PQWII \v\illu\l Al AllVUvwo Luliv

cl-bishop to be developed without
making any concession. The most ob-
vious reply is 4...fxe4, but this just

1~ aftae € MNvnlk Avnkh £ WILE L anAd
IUBCD auc1 J 'L.IAUU UA\'U U EIIJT auu

6...g6 costs a rook, so Black must move
his king. Nor is 4...2){6 possible, as 5
&Axc6 followed by 6 €5 gives White an

PRy Sy

CKle dell culu a BUUU PUDIUUII Dlabl\
can, of course, play 4...2)xe5 but after
5 dxeS5 the pawn on e5 prevents ...2f6
and Black’s development is corre-
spondingly awkward. If he tries to get

the pawn back by 5...We7, then 6 Wd4
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looks very unpleasant, threatening
&c3-d5. After five minutes I was still
unable to see any playable line for
Black againsl 4 d4, so I decided see
what Kosten gave. His main lines are 4
Hxc6 and 4 Wh5+, with 4 d4 being

relegated to a small note, which con-
tinues “4.. Whd! 5 £.d3 fxe4 6 g3 Wh3
7 £xe4 &Xf6” and ends up as “fine” for
Black. Well, 4..Wh4 was certainly a
surprise! However, I remained uncon-
vinced. Black has violated virtually
every principle of opening play, mak-
ing weakening pawn moves, giving up
a pawn and now developing his queen
before the other pieces — surely there
had to be a way to gain a clear advan-
tage at the very least? Suddenly, I had
an idea. How about 5 @f3 Wxed+ 6
Le2(D)?

/// Py ///// //A/// Y, 7

’//W/// // ///
////// » /////
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The more I looked :
appealed to me. White threatens sim-
ply 0-0 and Hel. Black has insuffi-
cient time to develop his kingside
minor pieces and get castled, for ex-

ample 6...20f6 7 0-0 L7 8 Hel and

8...0-0 loses to 9 Lc4+. At the very
least Black will have to make several
more moves with his queen and fall
hopelessly behind in development. In
addition one must also take into ac-
count:

a) the dreadful positioning of the
pawn on {5, which has no positive fea-
tures at all and only weakens Black’s
position;

b) the possibility of d5, forcing the
c6-knight to retreat; and

¢) the plan of attacking c7 by &c3-
d5 (or b5), possibly coupled with £ f4,

Summing up, Black’s position is
probably just lost. There remained
only one more point to be checked,
viz. that Black could not exploit the
temporarily active position of his
queen by 6...Ab4. However, it would
be a miracle if Black could get away

with breaking the one remaining un-
AL WViWEAINL 6 VAAW Vilw Lv&llullllllé 411

broken rule of opening play, that one
should not repeatedly move the same
pieces while leaving the rest of the

armu at hn
mlll] “Ir l.].Ul..llU

The analysis, however, is fairly
simple: 6...4b4 7 0-0 Wxc2 8 Wel
Le7 (8 Wed 9 4 c3 We7 10 Wd1 Df6

11 A1 INAA 17 22 INAE 12 & A2 .
il C]. SV 1 4 Cl.) VU 1D M) Wlllb}

9 &3 D6 10 De5 (threatening 11
£d1) 10...f4 11 a3 &c6 (11...d6 12
axb4 dxe5 13 dxe5 @g4 14 &d5 £.d8

Z PN\ r < PN\~ A A7 ol
13 UO ‘7_.)10 10 ‘Ll)&l‘l‘ U'U 1 I .E.UD Wlllb)

12 £d3 Wb3 13 bS5 Dxe5 14 dxes
and Black’s position collapses. Even
this is presented in rather unneces-
sary detail; Black’s development is so
dreadful that it would not be amiss to
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condemn his position without con-
crete analysis.

Having done away with 3...8)¢6, 1
turned my attention to the main line,
3...Wf6, again focusing my efforts on
the line I had played decades earlier,
namely 4 &c4 fxed 5 &c3. In those
far-off days the main continuation was
5...Wg6, after which I racked up quite
a few wins with 6 d3 2b4 7 dxed
Wxed+ 8 Qe3. Kosten considers this
very good for White, and his main line
is 5...W¥f7, a move which was practi-
cally unknown in 1970. I was aware
of this move, and indeed had faced it
once quite recently against Fritz in a
man vs computer tournament. I won

that game, but my hapdhng of the

opening was rather cautious due to
lack of knowledge.

Kosten s main line is 6 &e3 c6! (D)
mar rl-)
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His principal variation runs 7 d3
exd3 8 £xd3 dS. Of course, White has
a substantial lead in development, but
Black has some strategic assets. He

has an extra central pawn, and the po-
sition of his queen will turn out to be
quite useful if he castles kingside, as
he will have instant pressurc ?u()ﬁg the
f-file. Indeed, it quickly becomes ap-
parent that Black will have a fine game
if he has a few tempi to complete his
development. After...2.d6, ...2e7 and
...0-0 his king is safe, and the white
knights are poorly placed. Black’s
central pawns prevent the knights from
moving forwards and the knight on €3
blocks in the c1-bishop. A quick look
at Kosten’s analysis bears this out; in
most lines White feels obliged to sac-
rifice a piece by DexdS5 or &c4 to dis-
turb Black before he can castle. All
these lines are very complicated so,
invoking DAUT again, I decided to re-
turn to the diagram position. I imme-
diately wondered why White should

nr\f talra tha nawn on ad A ftor ’7 B\VAA
Nnot (ake Uil pawil Uil V. £l

d5 8 Dg5 W6 9 &3 I was again feel-
ing confident about White’s posi-
tion. White has admittedly moved his
knights several times, but Black can-
not really boast about this, as so far the
only piece he has moved is his queen.
In terms of development, the two sides
are roughly equal and White’s posi-
tion is without weaknesses — in fact,
Black’s compensation for the pawn is
simply invisible Kosten gives two

ll[le 7 .i.c() dlllllllg lU Ldbllc qUCCH'
side, and 9...8d6. Taking 9...2e6
first, Kosten’s continuation is “10 d4
&$d7 11 £d3 0-0-0 (D) 12 ¢3 g5 13
0-0 h5, not fearing 14 Hxd5?! £xd5
15 &xg5 Wg7.”
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92X s2ax
wihd A Ak
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A =mYsy 8
This line shows a typical ploy used
bious line playable: the totally irrele-
vant move. Nobody could criticize the
11 243, but what on earth is 12 ¢3 for?
The d4-pawn isn’t attacked, it isn’t
freeing his f3-knight to move any-
“rhnrn TF Wh:fn rlnpc nnthlng ﬂ'\nn AF

way e W e I Y&
1Y 3.9
70 D & FIPNY
%29 %
/“Wﬁﬁﬁ
by those attempting to make a very du-
natural developing moves 10 d4 and
likely to be attacked and White isn’t

course Black will eventually work up
a serious attack on the kingside, but in
opposite-side castling positions speed
is of the essence. The correct plan for
White is to play c2-c4 to develop coun-
terplay in the centre and on the queen-
side.

Suppose White starts with the most
obvious move, 12 0-0, and Black plays
as in Kosten’s line with 12...g5. White
plays 13 c4 (D) and Black is already in
a very bad way:

1) 13..8.d6 14 Wad b8 15 c5 L7
16 b4 with an extra pawn and a very
strong attack. If Black plays 16...a6,
White can either sacrifice on a6 imme-
diately or prepare it by 17 Hbl.

R A
TeE FAK
s Ak A | A
A
%x% %
: .
A W rInY
O ///////-i%ﬂl‘i.)/
B LW B
2) 13...g4 14 cxdS cxd5 15 Des.
@ xcd h6 (14...g4 15 Dfe5 Lxcd 16
Dxd7 Exd7 17 £xc4 is also very bad,
19 £e3) 15 Le3, to be followed by
some combination of Wa4, Hcl and
ing.
1f Black r\lcny

////// Fy ///// é \m‘i 7
7
.
iy
2 %Y & WY
AK ﬁ&%
3) 13...dxc4 (relatively the best) 14
for example 17...Hxd4 18 Wb3 He7
@ fe5. Black is a pawn down for noth-

cnmp
[SAV 2 8

other 1 ’)th

A L

move, for example 12...82.d6, White
again plays 13 c4 and in this case mat-
ters are even worse as Yxc4 comes
with gain of tempo.

Kosten’s other line is 9...8d6, and
here he gives 10 d4 £e7 11 c4!, which
is indeed White’s strongest line. The

11 NN 1» W2 d'm..om
uuuLuluauuu is 11...0-0 12 ¥b3 <h8!

(D) 13 £d2!? dxc4 14 Kxc4 HdA7 15
0-0, which he assesses as favouring
White (and therefore recommends
9...Ke6 as above).

The point of 13 £.d2 is to prevent a
check on b4, and therefore to threaten
to win a pawn on d5. It is also possi-
ble to play 13 £e2 followed by 0-0,
when White would also threaten the



76 SECRETS OF PrACTICAL CHESS

Xas

az e Y

/ &y
wkd A ,,,@

7 & 7&
. /

//lﬁf/
//A///

»
iy iy va& i

AN
B 2 ©4 K

d5-pawn, and would have achieved
this purpose using only natural devel-
oping moves. Therefore this line may
be slightly more accurate. Once again,
Black’s compensation cannot be de-

tected. The pncthnn resembles one

ALX

from a normal opening such as the
Petroff, except that Black’s f-pawn has
unaccountably dropped off the board.

e On D nY
oY %J‘ZV

When looking through ‘dubious
opening’ analysis, look out for the fol-
lowing:

1Y ‘Nathinag mnvac?
, L‘Uuuus 11U VWD

hyv tha Annn_
U] |9 9 ie] UlJlJU
nent (i.e. the one facing the dubious
opening), which only waste time.

2) Lines in which the opponent
meratande ha 10 in thha ninatananth ~Aan
PICLCIIUD 11V 1D 111 U1V 1111V ivuillLil vuell-
tury, co-operatively grabs all the ma-
terial on offer and allows a brilliant
finish.

3) Lines which are given without
any assessment.

4) Secret code words.

ML . O .2l .4 __ L —

111C 10Ul poliit pceri aps I't:ql.llrﬂb
some explanation. An author who is

both honest and a strong player will
have some doubts about the lines he is
giving, and this often manifests itself
in pui‘ ases which are the chess equiva-
lent of a disclaimer in a contract.
After “6...c6!” in the above line
Kosten writes “Calmly leaving the
ed- pawn to its Iate what exacuy does
Black obtain in return? Objectively,
very little: just a slight lead in develop-
ment and a lot of fun.” Not exactly
confidence-inspiring for Black, but of
course having taken on the book he
can hardly admit that the whole open-
ing is just unsound. The publisher
would doubtless not be amused by a

manuscript consisting of a ten-page

refutation! Similar I{pv nhrncr—sq are

AAXAian

‘might appeal to a tactlcally minded
player’, ‘offers practical chances’ and
‘Black’s posmon is no worse than in

main_lina nnaninoc cnnh QQ thn DII‘I
pesvespe oy 1111\4 vallllléo ou Yy

Lopez’. Depends which variation, I
suppose!

Less honest authors are entirely
ahaAnt cninh atta Th

shameless about such matters. They
recommend the most outrageously
unsound lines without blushing even
slightly. They would never play such
lines themselves, of course.

My second example is also a rela-
tively high-quality product from a reli-
able GM author, Winning With the

T RN

JIiUoCo rtuuu ana u"ic lVI“J bunge I‘ll"
tack by Andrew Soltis (Chess Digest,
1992).

Books with ‘Winning With’ in the
title confer an extra responsibility on
the author, in that the result of the
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author’s research is pre-determined.
If the author reaches page 100 and
discovers that the opening he is rec-
ommenumg is unsound, then he is un-
likely to abandon the whole project.
Of course, this probably won’t happen
if the opening chosen is a popular,
main-line system. ‘Winning With the
Ruy Lopez’ is an uncontroversial title;
many top GMs regularly play the Ruy
Lopez hoping to win. The problems
start to arise when ‘Winning With...’ is
combined with an offbeat and un-
popular opening, such as the Giuoco
Piano. You can be sure that if the es-
tablished theory of the Giuoco Piano
favoured White, then lots of GMs
would play it, but of course it does not.
The author is therefore undertaking to
discover something new which over-

turns the prevailing opinion. Then the

(‘ﬂl{‘1ﬁ] qnpehnn IQ h{\“l vnnvn‘vwno

AAAN/EAR

these new ideas are.

The line of the Giuoco Piano rec-
ommended in the above book runs 1
ede52DF3Nc63 Lcd Lc54c3 (6
5 d4 exd4 6 cxd4 £b4+ 7 Dc3 Dxed 8
0-0 K.xc3 9 d5 (this is called the Mgl-
ler Attack) 9...2f6 10 Hel He7 11

H.,,,A AL 19 D & é).,.. 12 M\v d
(o 4 UU 14 -R.EJ AéJ ) 'LIABJ auu

now there are basically two varia-
tions. The old continuation is 13...0-0,
when White replies 14 £xh7. The more
modern option, and the one which has
really put people off the Mgller At-
tack, is 13...h6!, which leapt to promi-
nence following Barczay-Portisch,
Hungarian Ch 1968/9. Let’s take these
two lines in turn.

After 13...0-0 14 Dxh7 (D) Black
can, of course, accept the sacrifice.
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Traditional theory has it that this is
a forced draw. Soltis offers some new
ideas in the extremely complex posi-
tions which result but, taking DAUT
into account, we will not look at these.
In any case, I think many players would
prefer to avoid 14...&xh7 if at all pos-
sible; it has the defect that White can
force perpetual check virtually at will,

and of course a difficult defence in
whirh o a fatal 1¢

cliocht clin oht h
YYiliiwvil CI. Dllslll Olll} llllélll. UU Adlal 1o

not to the taste of many players. The
reasonable alternative to taking the
knightis 14...2.f5, when the following

Farnade 18 YA
xuuvca axc vutuau_y LULILUU, 10 &all=

(15 Exe7 Wxe7 16 &Hxf8 Exf8 is en-
tirely comfortable for Black) 15...He8
16 Wh5 @gG 17 2d4 (D)

QAléia aizrac b P 1Q £A
uuw ouum glvcb 11 =.c.) 10 14

Nxf4! 19 Exfa R.g6 20 W3 £xh7 21
£.d3 “which is described as unclear by
Harding and Botterill — a judgement

Lllal appau:uuy lldb yﬁl LU UC l.CblCU
However, it is not easy for Black to
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defend against the threat of doubling
on the h-file, e.g. 21...£xd3 22 Wh3+!
g8 23 Hh4 or 21..We7 22 Wh3+
(not 22 Exf7? Hel+ 23 &f2 Whd+).
Black’s best appears to be 21...&¢g8
22 £.xg6 fxg6 but 23 Ef1 retains an
edge.”

The Harding and Botterill book
quoted is The Italian Game (B.T. Bats-

fr\rrl 1Q77\ ur\ wever, 1in the latar I'\nnlr

Jd\dy R /1 § } \iV\lL’ A1l UiV 1AWvl VU

Open Gambits (B.T. Batsford, 1986),
Botterill gives “20 W3 &xh7 21 £d3
£L.xd3 22 Wxd3+ g8 ... it is question-

ahla whathar Whita ha
aovic wnelner ynite nas euuusu fux thv

pawn. However White can hold the
balance with 20 Wh3 Wc8 (Vukovié)
21 &f6+ gxf6 and now:

NN WL A F] PR LI Wr 10y
a) ke &1 1D \lllLCllUIlls EUO}

retains tension, though I think Black is
better.

“b) Simply 22 Wxc8+ Hxc8 23
e _

'- Azl ??
Exf6 is equal.

What is the poor reader to make of
all this? Soitis and Botterill give com-
pietely different lines and offer differ-
ent evaluations. I will try to clarify the

situation. The first important point is
that Soltis notices, as Botterill does not,
that 21...8 xd3 loses Black’s queen af-

e A WL, N0 N LA TTcirnera
WCIL L4 EIIJT wEgO 40 &all4. nUWI:Vt:I,

Soltis does not add that the position
after 23...Wxh4 24 Wxh4 Exd5 offers
White essentially zero winning pros-
pects. Soitis in fact mentions Black’s
best move, 21...We7, but then gives 22
Wh3+ and stops (see point 3 above).

After 22..2g8 (D) it is quite im-
possible to see how White can even
equalize.
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23 Eh4 is met by the simple tactical
point 23..Eh5! 24 HExh5 £xh5 25
Wxh5 We3+, while after 23 £.xg6

lth DIAVN W1ll 1UIVV Cl\bllallscb Uy o=
ther ...Hel+ or ...Bf8, leaving White a
pawn down. This brings us to another

warning:

///////

5) ‘Winning With’ authors display
great ingenuity in finding resources
for ‘their’ side, but often overlook
even quite simple tactical defences for
the ‘other’ side.
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Botterill’s other line for White, 20
Wh3, can be met by 20...Wc8, although
I would feel a bit queasy about allow-

an o~

ing my kingside pawns to be broken
up by {6+ and then blocking in my
bishop by ...f5. I would prefer to play
20...Bh5!, which again depends on a
small tactical point: 21 D f6+ Wxf6!
(avoiding any damage to the kingside
pawns) 22 Hxf6 Exh3 23 Hxg6 Hh4!
and Black reaches a four-rook ending
with a clear extra pawn. White should
prefer 21 Wb3 &xh7 22 Wxb7, when
22.. Wb reaches a more or less equal
ending, while 22...2b8 23 Wxa7 Exb2
is unclear, Black’s more active pieces
balancing the long-term danger posed
by the passed a-pawn.

The above analysis shows that after
17...Be5 18 f4 White has a draw at

most, but I will be fair and point out an
imnrovement for Wlﬂntn I'“r 1 Q 5\:7('

llulJl\J VYN/ALAN LAV AVUR \ANRY S

Wfe 19 Wh7+ <$f8 20 @hS he can
more or less force Black to accede to a
repetition of moves by 20...&¢g8. How-

o harlr Ana mnva thara ic an
UV\/I, sUllls Uﬂ\rl\ Ull\.d 111U VY, UiIVIWV 10 All

interesting possibility for Black to
play for an advantage: 17...&c2! (D).
The point of this is quite simple.

Rlack claarg tha fifth rank for hig al-
D1dCK cicars e 1itn ranx 101 nis rooxK

and threatens (amongst other things)
18..He5 19 Wh3 We7, followed by
...He8, with a winning position since
White is completely hamstrung by the
trapped knight on h7 and can hardly
move a piece.

The alternatives are

______

1) 18 é.(l.& losesto 1 D4 g

Kxh7 20 Wxf4 Hed.

:)
7

7 7
X7 WX
wihdA | AR
//// W //// ’////
. // A // //%’
8B
7/ T T ///
” /////
@ ﬁ .g. // Y,
2) 18 Hg4 De5 19 Ehd £6 20 b5
3) 18 Hc1 He5 19 Wh3 £5 20 g4
Wh4! and again White loses material.
4) 18 f4 We7 with a nasty check on
5) vlvém@gS (relatively the best
move) 18... W6 19 Wh7+ &8 20 Hf3

8 e
3 ///////// e
ZS/& a
£ g6 wins material,
e3 to come
K4 with advantage to Black.

Now we return to 13...h6!, which
most players cite as the reason for re-
jecting the Mgller Attack.

Qnltic rarnonizac tha artanca nf
uuxuo l\v\stlllbUD LII.U llllPUl WII.UU Vi

the line by devoting 16 pages of analy-
sis to the position after 13...h6. The
critical position arises after 14 We2

hxe5 15 a1l Aok 14 Avnk F4 177 ﬁ.,a
U\SJ ) e =~Cl -ﬂ-GU LU UAVU 1V 1/

(D).

Soltis boldly states “This move, at-
tributed to the Finnish correspondence
lacrme Techic ! Cnsmt eolealilleniac tlan
piaycl Julldill oOULIl, ICilaLlIlatcy uic
new Mgller”” We will take a look at
two possibilities for Black, 17...c6 and
17...&f8.

After 17...c6 play proceeds 18 Eh

Hxh3 19 gxh3 g6. Soltis surveys the

(O8]
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moves which have been tried in prac-
tice and concludes that they favour
Black. His suggestion is 20 Wd2 (D).
X Wl
3 | A A / ﬂ ////
AR N
S mn
Ham o
% ///%f////ﬁ// A
Wa5, and threat-
. Soltis analyses 20...d5, but
he doesn’t consider the reply 20...f8,
intending ...&g7 followed by gradual
consolidation with ...dS and ...¥d6,
when White will be a pawn down in a
bad position. White’s only active move
is 21 h4, but after 21...gxh4 22 Wh6+
g8 23 Wxhd (23 He4 fails to 23... W18

MW 1A A ohila D2 W L Nl
<4 BXii4 GO, Wiii€ 25 aXgo+ “2Xgo

24 7+ d5 25 exd8W+ Hxd8 26 &f1

White prevents ..
ens 21 We3. S

UIDLL =By

&f7 wins for Black) 23...&g7 Black
cannot be prevented from consolidat-
ing with ... a5 followed by Eh8, or

V-G JRL | P \mz amA 10
LUJ lUllUWCU Uy EUU dallll ...&ll0

(note that 24 He3 loses to 24...%f5). It
seems to me that Black is virtually

winning.
After 17...2f8, Soltis’s main li

runs 18 £d3 g8 19 Wc2 Kh6 20
Hg3, and ends with the rather weak
comment that “White will now follow
with either Hee3 and Eh3, or by
preparations for £2-f4”. However, af-
ter 20...d5 it is hard to see either of
these plans being effective, for exam-
ple 21 Hee3 Wd6 22 Eh3 Hxh3 23
gxh3 (23 Exh3 Wxe6 24 Wxc7 Hc8)
23..He8 or 21 Hfl Wd6 preventing
White’s f4. Again there are no practi-
cal examples.

This brings us to our next warning:

6) Do not trust lines which are not
based on practical examples. The more
examples there are, and the higher the

ctandard nf the n]ounfc the mare trct
sianGarg o1 uic p1ay<is, ul mMorIc wust

you can place in the line.

The above analysis shows up the

anlrnace nf tha

wr ‘Winninag With’ nr_
wwvanliivoo vl LUiv

Winning With’ ap
proach applied to offbeat openings.
Theory in the Giuoco Piano gives a
unanimous thumbs up to Black; an
author claims to have discovered
something new which rehabilitates
one line. You build your entire reper-
toire on the basis of this claim. With

lllU DUlllb UUU!&, I.lub lllVUlVCb I.Cd.l luug

something against the Two Knights
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Defence and against the various other
systems Black might employ in the
Giuoco Piano. In fact your whole rep-
ertoire is founded on one move, 20
Wd?2, which has never been tested in
practice and which is analysed for just

over half a page. Then it suddenly

turns out that there is something wrong
with 20 Wd2. What do you do? It is no
good switching to another line in the
M TV » I P 1l Lhawsea lama laaae
UlUuuUL L I 1dllU, ad U1 11d Ve 1VUl1E ULl
dismissed as offering White nothing.
In fact, you may as well dust off your

books on the Ruy Lopez.
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This is the part of the game in which it
is hardest to set down rules and give
good advice. For every rule one pro-
poses, there will be so many excep-
tions that the rule may be more
misleading than helpful. Accordingly,
we are going to deal more with the
psychological side of the middlegame
than with technical issues.

Good positions
Congratulations, you have the advan-
tage! But what do you do next? The
first step is to judge whether your ad-
vantage is of a short-term or long-term
nature. If it consists of better develop-
ment or attacking chances, then it is
probably short-term; if it is based on
better pawn structure or superior minor
pieces, then it is probably long-term.
Many advantages, such as control of
an open file, may be either short- or
long-term depending on whether the
opponent has a means of challenging
the asset. This step will provide you
with a clue as to whether you should
be thinking of quick action to exploit
your advantage before it disappears,
or whether you can afford to manoeu-
vre slowly, tidying up your position
ready for further action.

It is also important to take into ac-
count your opponent’s possibilities for

2 a ¥ a
cgaiiic

counterplay. It is no good starting
some leisurely manoeuvres if your op-

am o o & P B e s Yo T =Y am o~ ew ram

PUllClll lldb a debcu pawll uluuut:uug
down the board. Only if both condi-
tions are satisfied — a long-term advan-
tage and a lack of counterplay — can
you afford to indulge in luxuries such
as improving your king position. How-
ever, in this case you not only can take
your time, you should do so. You may
not be able to see a concrete reason
why a particular ‘tidying-up’ move
might be useful, but you lose nothing
by playing it.

v IR //// //‘@

//
/7

/////

Z s /// 7]

T. Petrosian — W. Unzicker
USSR — West Germany match,
Hamburg 1960

White’s absolute domination of the
c-file and pressure against the vulner-
able aS-pawn give him a long-term
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advantage, and Black is so tied up as to
have no realistic prospects of counter-
play. Nevertheless, White still has to
COomic up with a plan for ii“‘u‘pi‘()vni‘ig his
position. He decides that a kingside
pawn advance is the best way to pro-

ceed, but if played immediately this

WOUIU €Xpose his K]Ilg P Cll'OSldIl there-
fore decides to play his king to the se-
cure refuge on a2 before proceeding
with his kingside plan. Only a com-
plete lack of counterplay could justify
such an extravagant manoeuvre, but in
this particular position White has ab-
solutely no need to hurry.

29 &f1 g8

After 29...2Zb8, White would make
progress by 30 b6 Xd8 31 HEcc6 L.¢7
32 Ha6.

30 h4 hS

A very unpleasant decision. This

nﬂlpc White the chance n'F pvnnhlanv
6 AR VW ViiW Wi

opening up the kingside with g4, but
meeting h4-h5 with ...g5 would have a
similar effect, since White could later
nlav f4
play f4.

31 E1c2 2h7 32 el 2g8 33 2d1
2h7 34 &cl g8 35 &bl 2h7 36
We2 Wb7 37 Hcl g7 38 Whs!

Petrosian observes that 38 g4 hxg4
39 Wxg4 Ha6 40 HExa6 Wxa6 41 hS
Wd3+ allows Black to develop some
activity, so he arranges to play f4 be-
fore starting his kingside play with g4.

38...Wa8

Or 38..Wxb5 39 axb5 a4 40 b6
Had7 41 Ha5 Ha8 42 Hxd6! Exd6 43
b7 Hb8 44 Hc8 Hd8 45 Hxd8 Exd8 46

&c6 and White wins.

39 f4 &h7 40 We2 Wh7 41 g4!

hxg4 42 Wxgd We7 (D)
Now 42...Ha6 may be met by 43
W N1 Wit n ~an

£U04L. auu, llldlu&b to l‘l', vwiiie can
swing both rooks to the kingside, giv-
ing a winning attack.

o el

,,,,,,,

y
%ﬁ%l%l%
&% & BWK
V17 / 7
%@@ % %
43 hS Y6 44 La2 g7 45 hxg6
The open { files on the lnngmrle’ cou-
prove too much.
46...2.e7 47 W2 &f8 48 {HNd2 Hb7
After 50...£d6 White wins by 51
Hxd6! Exd6 52 5 exf5 53 Hc8+ &e7
51 Hc8 Had7 52 He5! b3

&A%@
A
By
¢ .
Wxg6 46 Wh4
pled with all Black’s other problems,
49 £\b3 Ha7 50 Wh2 &.£6
54 Whs.
<xb3 Hd6 54 £5! Eb6+ 55 @aZTl-O

One common error in prosecuting
an advantage is to indulge in tactics
for the sake of it. There is a general
feeling that the ideal game is one in
which you positionally outplay your
PRGNIPURPEpI Y S S NS SN SENNRE.PY I IS
OUPPOUICIIL dlld UICI1 11111511 WILL 4 DUISL
of scintillating tactics. In fact, the
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ideal game is one in which you win
without allowing any unnecessary
counter-chances. If you can win with
a clear-cut comuinauon, then that is
the best way to eliminate counterplay,
because the game is over! However,
you should be really sure that your
combination does work; it is quite
easy to miscalculate complex tactics,
and if there is an element of doubt then
a purely strategic approach is proba-
bly better. Even if your combination
‘works’ (i.e. is not tactically unsound)
then you should also be sure that your
advantage in the resulting position is
greater than it is in the position before-
hand. A common error is to play an

elahaorate tactical line gainine. for ex-
WAL AW GAd ALAL e l‘é AVA Wi

ample, the exchange for a pawn, only
to discover that there are fewer win-

ning chances after the combination
than hefore

WiAlL UiVl W,

In the following example White,
with a strategically winning position,
spotted a seductively beautiful combi-

nati N\
uauvu ‘ l./,

This position is a Benoni gone hor-
ribly wrong for Black. White’s pieces
are all actively placed and he has the

hio whhila Dlansl- aQ ~1-
LWU UIDIIUPD, WIiIC Dla\.«l\ S 406-TOOK l.b

useless and his knights poorly placed.
19 e5!

This is the thematic Benoni break-
through, so it came as no surprise.
19...dxeS 20 d6

But this was unexpected. I had an-
ticipated the natural 20 £S5 when Black
is probably just lost. White threatens

to complete his blockade by %e4,

I.

z%z% e
wik & ////'l%f Ag i
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Zurich 1984

when a list of the threats shows just how
awful Black’s position is: d6, fxg6,
£.25, &c4, Dg5. Consequently, Black
would have to try 20...2f6 (20...e4 21
fxg6 hxg6 22 d6 and 23 L£.c4 wins),
but 21 fxg6 hxg6 22 Lg5 e4 23 Hcel

ic ermichina One nnccihle cantinniatinn

AS Wi uoxuu.é. A g )Ly IJUL)OI.UL\I WwUllMiiiuavivil

would be 23...c4 24 fxcd4 ¢S5 25
Qg?f hS 26 We3 &6 27 £.xf6 Hxf6
28 Wd4 Ncd7 29 Dxed Dxed 30 d6!

onrl Rlanrl’c nngitinn igc tnrn tn ol-\rnrl
aAliui lavivn o PUQluUll ID I'ULII. LU olll \.ID

Bellon’s move gave me a momen-
tary glimmer of hope, but then I real-

ized he intended 20...Wxd6 21 Ded

WA 799 £ xiith tha
=1 >N] LL 19 Wlul UIC aaulc Lpr Ul PUBI'

tion as after 20 5. White, it is true, has
given up a second pawn, but his knight
has arrived on e4 with gain of tempo.
A quick look convinced me that there
was no real answer to the threats to f7
arising after fxg6, £.c4 and, if neces-
sary, 9g5. However, there was obvi-
ously nothing better than to take the
pawn.
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20...¥xd6 21 Wxf7+? (D)

IEI Haw
. 4{&///@/@@2

%/.@/4// Z__/ %
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//{{//////@”?//ﬁ
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423 / &”/

I hadn’t seen this queen sacrifice at
all, and when he touched his queen I
couldn’t imagine where it was going.
A second later I found out! It is of
course desirable to avoid revealing to
your opponent that you have over-
looked something, but in this case my

hr\r]y ]ongnagn must havp hrnorlr\ocf

\\

the message far and wide.

The question mark attached to this
move is perhaps a little harsh, because
White retains a winning position even
after it. Yet from the practical point of
view it is undoubtedly a mistake. 21
?e4 would have led to a position in
which White’s win would require Oi‘ily
straightforward, obvious moves — he
just has to take aim at f7 and Black
will soon collapse. The move played
alters the character of the position
completely and presents both players
with new problems to solve.

White had noticed an attractive
combination without tactical flaws
and leading to a won position. He then

made the mistake of not asking the
question ‘Is my advantage after the
combination greater or smaller than

- o am & - am b o

Illy CuIircnt auvaumge y

21...2xf7 22 fxeS5+ g8

I would have preferred to approach
the passed d-pawn that is about to be
created, but after 22...&e6 23 exd6
£xb2 (23..2xd6 24 Hcd+ Deb 25
£ xd7+ &xd7 26 Hf7+) 24 Hcdl the
threats against Black’s exposed king
are too strong, e.g. 24...8d4 25 £xd4
cxd4 26 Df3 He5 27 Rfel Hcs 28
£ xa6 bxa6 29 Hxd4 and Black cannot
both save his pinned knight and stop
the d-pawn.

23 exd6 Des 24 Ded

White’s two active |~nc!1nps better

WV WA

development and dangerous d-pawn
are undoubtedly enough to win, but al-
though there are many very promising

continnatinne thara1ic nn way tn finich
VCULIUIIUGQUIULID, WiV LD 11U ay w nisn

Black off instantly. After 24 Rxa6 bxa6
25 Exc5 (25 £xc5 Dd3) 25...Exc5 26
£xc5 Ad3, for example, Black re-

nnnnnnnnn h) Whita chAnlAd
scuua Lllc l.}anl Ull UL | VY luLG ouuuxu

avoid 27 b4? &xc5 28 bxcS £.d4+). In
view of the doubled a-pawns, White
would be effectively almost a pawn
up, but the win would not be guaran-
teed.

24...c4

Keeping the pawn for the moment.

25 Kg5(D)

25 Kf4 is also very strong.

25...2b8

When you are desperate, it is some-
times necessary to play ugly moves.
The threat of 26 d7 can only be met by



86 SECRETS OF PRACTICAL CHESS

X K
Ak T~ B4

'S i ¥
a I A

& A &
AT
A

T
////////%//

&ﬁw% %8%

moving the a6-knight, but 25...%c5
loses to 26 Lxcd+ Dxcd 27 Hxcd
£xb2 28 Hxc5 Bxc5 29 Hxc5 £d4+
30 2h1 £xc5 31 d7 £b6 32 Ecl and
32 Hc8, so the move played was the

resnlt of a nrocess of elimination
It oI a process ol elimination.

} 11

If your position is objectively lost,
the most important rule is ‘Keep the
game going’. This doesn’t mean that

I{\Il Ch{\ Il’l I‘\]Q‘I {\ﬂ F{'\" a2 ]nnn hmn I‘I 2
J J 11 AVL &4 1 5 LLENs «“

resignable posmon it means ‘do not
allow your opponent a simple forced
win’. The longer you can force your
opponent to wunk, the greater the
chances he will eventually go wrong.
In the diagram position, White would
be looking for a knock-out blow and
would pxuuamy u:qu, lines in which
he is ‘only’ a pawn up. Denying him a
quick win will eventually cause frus-
tration, a loss of objectivity and a pos-
sibie error.

26 Df6+!

Once again this does not throw
away the win, but a pragmatic player
would have contented himself with
the gain of a pawn by 26 b3. After

26...80bd7 27 bxc4 a6 28 L xd7 Dxd7
29 ¢5! £d4+ 30 2hl £xc5 31 Dxcs
Hxc5 (31.. ADxc5 32 Hfd1) 32 Excs

%XLJ Dld(.«l( can I'nglﬂ I.HC deIl, DUI
White wins by 33 Ec1 d7 (33...b6
34 Exc5) 34 Hc7.

It is clear from this variation that
White’s queen sacrifice made the win
considerably more difficult; instead of
a clear-cut and straightforward posi-
tional win, White now needs to calcu-
late quite lengthy lines.

26...2xf6 27 2.xf6 a6!

Again presenting White with the
maximum difficulty. After 27...4bd7
28 Hcel a6 29 £xd7 Dxd7 30 He7
Nxf6 31 Exf6 the passed pawn and
threat to double rooks on the seventh
rank would give Black no chance.

28 £.ad4 Dbd7

At last Black has managed to set up

some enrt nf hincl-ade fnr thn rl nawn
SUILIIV OULL Ul UVIVVAdJdULV u-pa i,

but it is not permanent because the
knights lack any pawn support.
29 Hcel D6 (D)

Dhcocilala thanl-o tha intarm~alatine
' 0O8Sivic lllalll\b lU u 1V 111U IPUlauUll

of ...a6 and £a4.
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30 Rc3
White decides to keep his bishops.
Once again there was a tempting alter-

N Dornl Mol N1 M7 N\ L
uauvc 1u JU ..i.)u.«u &XCO 01 &€/ 23X10

32 Hxf6 Bd8 33 Hff7 Hcxd6 34 Hg7+
&f8 35 Hxb7 (35 Bef7+ 2e8 36 Exb7
H8d7 offers Black fair drawing pros-
pects), but after 35...hS5 it is hard to say
whether White’s advantage will nec-
essarily lead to a win.

30...b5

The queenside pawn majority is
Black’s only hope of counterplay.

31 241!

The correct plan; if the bishop can
reach the b3-g8 diagonal (via f3 or g4)
then Black will be mated.

31..b4 32 204

The simple move 32 £d2 would
also have been very awkward. Black’s
queenside pawns aren’t going any-

1ngo r\nol-\ tha x nnlr]
‘V‘V’here becauo\.« yu luus ul\/lll WUU U

open the diagonals leading to Black’s
king. Thus White has time to play
£.f3-d5 or Ra4 and exploit his great
piece activity.

32...bxc3 33 £2.xd7 cxb2 (D)

Black’s first real glimmer of coun-
terplay, and the decisive moment of
the game.

34 Re6+?

The earlier complications, coupled
with White’s fruitless search for a
knock-out, had left him short of time.
Just at the moment when he could
have really used a few extra minutes,
he was forced to move quickly and
threw the win away. The compiexity
of the position is such that in my

XK 8
vl & T &

& 77K 7 & W
.///")%”Y //////.////
)

5 )
AL T
_ ////// 2
&/4? / ,,,,, ///&/

original notes (published, for exam-
ple, in Informator) I gave two possible
wins for White, only one of which
works. I suppose I should be thankful
that I got 50% correct!

The first ‘win’ was 34 £xc6 Hxc6
35 d7 and now 35...Hcc8 36 dxc8W+
Hxc8 37 Hf2 ¢3 38 Hc2, followed by
Ebl. However, 35...2g7! draws after

36 H.-..Q (36 Ha"l.i_ Dhi 27 Ma doesn’t
OO T IV J 7 &VU UuuULdll

make any difference — Black can still
play 37..Ef6) 36...2f6 37 Eb1 c3 38
Hc8! (White is slightly lucky even to

,1..,....1\ 20 ™az 20 w2 WAO AN
Wij J50..adU 57 &axXCs a&ado 4vu

Hxb2 H8xd7 drawing.

My second line does indeed lead to
a win: 34 £xc8! Hxc8 35 d7 Hd8
(35...Ec7 36 He8+ 2g7 37 Ee7+ 2h6
38 d8W xd8 39 Exc7) 36 He6! (this
is the tricky move to see) and there is
no defence to the threat of Zxc6.

34...2g7 35 £xc4

It is now too late to take on c8: 35
Lxc8 Exc836d7 Eb8 37 He8 b1 W 38
Exbl Exbl+ 39 &2 Hb2+ 40 g3
HExa2 41 Ec8 Hd2 42 Exc6 Hxd7 43
Hxc4 a5, followed by ..Ha7, gives
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Black a rook ending with excellent
winning chances. Besides, having re-
fused to take on c8 the move before, it
would be surp pi'iSli‘lg if White Cuangeu
his mind now.

35..2d4

Suddenly everything starts to go
wrong for White. The bishop has to re-
treat along the a6-f1 diagonal, since
36 £d5 (36 £d3 loses at once after
36...Hc1) 36...Hab8, threatening to
play 37...Hc1, is very bad for White.

36 £d3 Hc3 37 £b1 Hd8

Black can force a draw by 37...Hcl
(intending 38...2d8) 38 £d3 (cover-
ing €2 and so threatening 39 Hxcl)
38...Hc3, but now that things are turn-

II‘\O’ his way he decides to nlav for a

LAV wAWWANEWL WU

win. If Black can take the d -pawn,
then his own passed b-pawn will de-
cide the game.

38 He7+?

There are very few players who de-
fend well when they have slipped from
a winning position into an inferior one.

It requires exceptional self-control to

forget about what has gone before and
just to concentrate on the current

situation. White could still have held
Efmn ™A1 39 ¥~ F1

tha coma r 2Q writh
UIU 5cuu\« Uy JU Aala. &2V V7 &v11 Wil
a dead draw after the exchange of b-
and d-pawns. The move played is are-
flex action to preserve the d-pawn, but
W/litn clhniald cmawvase hawva alhawdanad
YV 11T DIIVUUIU 1ICVUL 11dVe avallluilicu
the first rank, except to attack the
pawn on b2.
38...2h6 39 d7

111 llly uyormuwr notes 1 8ave 37
Hb7 as drawing, but in fact Black wins

by 39...23b5! 40 a4 Hc1! 41 axb5 Hf8
and the f1-rook is caught in a pincer-

movement.
39...Hc1 (D)
7 & 7 7
0 e »
U WA A
A7 7 a%
7 /4 T I
>

v W

D

942;%/%NW% ,,,,,
2K BY

40 £d3

AR )= V4

White is almost without a reason-
able move, for example 40 h4 Hf8

(this is Black’s main threat) 41 Heel
rm Hee1 H\c6 42 HeR Hf7 wins the d-

YV 111D Uil W2

pawn) 41...9e2+ 42 h2 Hd8 43 £.d3
Hxd7 44 Lxe2 Hxel 45 Hxel He7,
followed by ...Hxe2, with a winning

I"II‘I MaALL/N AI’\I‘I

{\I" 1M
lUUl\ uuu yanl vuuxus

40...c2 41 £.xc2 0-1
After 41...HBxc2 42 Hbl Ec1+ 43
Hel Hxel+ 44 Exel Exd7, followed

he, ‘Pha Whita'oc vranl ha
Uy SRV, VY lllLU O 1UUN UCL«UIIICD llll'

moblllzed on bl and Black has an easy
win.

Bad positions

The first piece of advice is simple:
don’t give up hope. The history of
chess is littered with won positions
thrown away. Even world champions
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have been known to do this, and it is
much more common at lower levels.
However, you should not just hope
that your opponent is going to make a
mistake — you have to help him to do
so. Being determined to make the win
as difficult as possible is the first step
in the right direction. A stiff resistance
is almost always unnerving for the
side with the advantage — he may well
have over-estimated the strength of his
own position and be anticipating a
quick finish.

There are two basic strat: ,gjee when
confronted with a bad position. The
firstis to find some way to hang on, of-

ten by liquidating to an endgame. The

foﬁ{‘kpf may nnt fanny WII’\I’\‘II"\U a ]nno

AZARAAREgm B ANSRAN

endgame a pawn up and so may un-
wisely continue to seek a middlegame
win. Even if he does go for the end-

oame a endden cwitch from tactical
éullLV’ “ JWUNANAWLL "l VWil AA VALl LAV LAWVLLL

middlegame play to technical end-
game play can often prove disorientat-
ing. We call this the ‘grim defence’

The second strategy is to seek to
gain the initiative, even at material
cost, hoping to stir up complications

Mmoarxea

and cause the o opponent to go wrong.
We call this the ‘create confusion’ re-
sponse.

The choice between these alterna-
tives depends mainly on the position
on the board, but other factors can en-
ter the calculation. For example, if
your opponent is short of time he may
welcome simplification to an end-
game, so in this case the ‘create

}..

confusion’ approach may be better. If
you are aware of your opponent’s
style, then this might also affect your
decision. One 1mp0nant pOinL is that
you should not change plans in mid-
stream. If you have decided on ‘grim
defence’ then you should not lose pa-
tience and switch plans later unless
your opponent carelessly allows you a
chance to break out. ‘Grim defences’
most often fail because the defender
creates unnecessary additional weak-

nesses, opening the door to the oppo-
nent’s pieces. The whole point of
‘grim defence’ is to set up a solid posi-
tion which your opponent has to work
hard to break down; such positions do
not lend themselves to the creation of
active counterplay.

If you decide to go for ‘create con-

fusion’ then you should press the

panic button sufficientlv narlv to give
l.’ AAA%W UWWIVULL DWAALLWANWVILL l élvv

yourself a reasonable chance of suc-
cess. However, you should be sure that
your position is really bad enough to

1nnrrnnt crirh Aracti acnraec In mvu
walildaliil DUUII uxaouu IIIUGDULUD- i1l lll]

experience, it is far more common to
panic too early than too late.
Here is an example of each type of

anfnn xr n lhath ~ ”»a

Qornnoa tn n
Dua Ey’ l.ll UULI] UQBUD lll IUDPUIIDU iva

stunning opening novelty.

J. Nunn - W. Browne
Y2 e..21. 7002
UJoVIK 1505

Sicilian, Najdorf

1 ed c5 2 &3 d6 3 d4 cxd4 4 Hxd4
96 5 &3 a6 6 .@.g5 e67 14 Le7 8

W3 We7 9 0-0-0 Dbd7 10 g4 b5 11
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2 xf6 Dxf6 12 g5 Nd7 13 f5 He5 14
h4 b4 15 Dce2

In retrospect, one can say that White
should choose something else round
about here, for example the sacrifice
15 fxe6!?.

15...e5 16 Hb3 (D)

XET e K

sl W RARA
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I was feeling quite happy with the

Rlack

5“111\40 A7 LA AN

had invariably continued 16...8b7,
and I had analysed the resulting posi-
tions and concluded that they favoured
White.

16...Dxed!!

I was dumbfounded when this move
appeared on the board and for several

PR S P, |

minutcs .l JUBl LUUlUll l. S€c LllC lJUllll U.l
it. After 17 Wxe4 £b7 18 Eds, fol-
lowed by £.g2 if necessary, everything
seemed to be fine for White. Sooner or
later Black would have to take on d5
when White would have complete
domination of the light squares. Then
I suddenly saw the idea (which will be
revealed in the game continuation)
and realized I was in trouble. Even

R

\\

Opening In prnuu\nc oamecg

though Browne failed to win the game,
his novelty was voted the most impor-
tant of the second half of 1983. As the

similar vote in the first hailf Of 1933

gave a lower score to the winner, it
would be fair to say that the most stun-
ning novelty played anywhere in the
world during 1983 had just landed on
my board.

After 1 had recovered from the
shock, I settled down to decide on the
best reply. I saw that I could take the
knight, which leads ultimately to a
better ending for Black, or I could try
17 K.g2, which sacrifices a pawn for
not very impressive compensation.
My choice was determined largely by
practical factors. I realized that Browne
would have analysed both these lines
carefully at home, so this was cer-
tainly a crucial decision. I had spent a

oreat deal nf time mthnn at the l-\nnrrl
6 AL WWELL Ul Li1LLIW JiVRAL & VAN

calculating these alternatives and so,
unusually when facing Browne, I was
far behind on the clock. In view of the

itriata T Anihtad o ahilit
ull.l\/ auuauuu, 4 UUUUL\/U l.l.ly auuu,y LU

find my way through continuing com-
plications which Browne would have
analysed at home. I therefore decided
to go for the ‘grim defence’ option,
when the many possibilities for both
sides would inevitably mean leaving
Browne’s analysis within a few moves
of entering the ending. Moreover, my
lack of time would be a less relevant
factor as the complications would be
less intense.

As an aside, there is very little you
can do to prevent the occasional
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shocking opening novelty — if you
play sharp openings then it is an occu-
pational hazard.

17 Wxed

In a later game Wedberg-de Fir-
mian, Oslo 1984, White did indeed try
17 £.g2 £b7 18 We3 d5 19 L.xed dxed
20 &g3 a5, but lost after great compli-
cations.

17...£b7 18 Ed5 Hc8 19 ¢3!

The only move, since 19 &bl £xd5
20 Wxd5 Wxc2+ 21 &al 0-0! leaves
White completely tangled up. He can
try 22 6 gxf6 23 gxf6 £xf6 24 Hgl+
&h8 25 Wxd6, but after the simple
25...8 g7 White has not solved any of
his problems.

19...Wcd 20 Wxcq

Not 20 £g2 £xdS 21 Wxd5 Wxe2
and Black wins.

20...Xxc4 21 2.g2 £ xd5!

Nlasl
Black must take straight away, be-

cause 21...Hxh4? 22 Exh4 Kxd5 (or
22..Rxg5+ 23 Hd2!) 23 Hg4 gives
White an extra piece.

(b.,.l ¥ 1A /D)
22 Kxd5 Exh4! (u;

2B
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This move is the key point which it
took me several minutes to see at move
16. The upshot is that Black gains a
rook and two pawiis for two Ki‘uglub
In an ending, a rook and two pawns is
worth more than two minor pieces at
least 90% of the time. Two bishops
may sometimes hold the balance, but
two knights have almost no chance.

23 Hgl!

White must try to keep Black’s
bishop passive. The material situation
would be the same after 23 Hxh4
£xg5+ 24 ©c2 Lxh4 25 cxbd, but
Black would have a far easier time.
His bishop can emerge via f2, his h-
pawn is already passed and his king
can obstruct White’s queenside pawns
by ...&d7-c7.

23...bxc3

After 23..Eh2? 24 Rc4! White

oaing t1 a hy ocling tha a_nawn
s llD uu.u.« U.y ubtuvmué Wi & y“"ll.

24 Dxc3 24!
Black fastens onto the weak king-
side pawns.

" (b c6+!
ade)

An important finesse. After 25 £e4
&d7 Black develops his h8-rook eas-
ily, while on 25 g6 fxg6! 26 fxgb hS
Black has no need to develop his h8-
rook — it is already ideally placed be-
hind the passed h-pawn.

25...2f8

After 25...2d87 26 Qa5! Black’s
king becomes exposed, for example
26..Hxf5 27 Qb7+ &c8 28 &d5
L£xg5+ 29 &bl and Black is obliged
to play 29...Ed8 in order to avoid a
worse fate. Therefore Black has to
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move his king the other way, but this
blocks in the rook on h8.
26 2.e4 h5!

A Lo A A 121 DI Lo
AICr LO (13 Z1 XUD! DIACK I1dS

rather a lot of pawns attacked. The
move played is best; White cannot af-
ford to let the pawn race down the
board, so he has to exchange on h6,
but then Black has activated the h8-
rook.

27 gxh6 Hxh6 28 d2! Xh2 29
dSs!

Utilizing a tactical point to occupy
the key d5-square. If now 29.. . Hxd2,
then 30 Eh1! (30 Hxf4? Ed4 31 Ehl
£.g5 wins for Black) 30...g6 (30...&e8?
31 Dxf4 Bd4 32 Lc6+ and White
wins) 31 Dxf4 Ed4 32 Hd5 Hxe4 33
f6 £xf6 and Black has only a slight
advantage.

‘Grim defence’ doesn’t necessarily

that vAnr chAanlld tannAra fonfqno
lll\lall ‘«lla‘- yUu Dl.lUUl.u lsllul\l taviivo

completely. Tactics are not the sole
preserve of the attacker.
29..2ff2 30 Hf3! Eh3 31 Dd2
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White has made considerable prog-
ress since the last diagram in setting
up a light-squared blockade; of course,
he is quite happy to repeat moves. His
main problem is the insecure position
of the bishop on e4.

32 9f3 Eh3 33 Hd2 Eh4!

Black finds a way to play on. He
both prevents 34 &f3 and threatens
34...Hxd2.

This only apparently allows the
black bishop to emerge via d§ and b6.
In fact, 34...2.d8 could be met by 35
4.

34...d5!

A combination liquidating to arook

en rhng favourable for Black. How-

NWAANAALL

ever, there is saying that ‘all rook end-
ings are drawn’. While this is clearly
not intended literally, it contains a

larcoa ala t nf trmth RAanlk andin
1a.15\.« Ulblll\alll Ul WLutil. l\UUl\ \«uuxuso

are often tricky to judge, because in
one position an extra pawn may be in-
sufficient to win, while in another, one
pnayer may have a decisive advaumgc
despite material equality. The reason
for this is that piece activity is very im-
portant in rook endings and can often
prevent the exploitation of a material
advantage. Likewise, if material is
equal a difference in piece activity
may decide the game.

35 Hxd5 Exd2 36 ©xd2 Hxed 37
Dxe7 Lxe7 38 Hxg7 Hf4?

This wins a pawn, but allows White
to activate his king and rook. By now
Browne had become short of time
himself, and so missed the stronger
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continuation 38...&f6 39 Eh7 a5, aim-
ing to push the pawn to a4 before go-
ing after the f-pawn with ...Hf4. In this

s ameemn naswrad

case Dldbl‘. WUUIU lldVC plet:l ved g0ud
winning chances.

39 Hg8!

White’s first chance to play actively
since the opening!

39...Bxf5 40 Za8 X2+ 41 2c3 Hf6

The only way to keep the extra
pawn, but now Black’s king is driven
back.

42 Ha7+ 28 43 2d3 He6 44 Led
a7 45 25 (D)

Countering Black’s threat of ... 216,
...2d6, ...&e6 and finally ...f5+.

5 @ /// /// A @
Am myE w
.0 A % ////

5 5
5
& %& //// // ///
;zgi:nly chance is to push the e-
pawn, but White can round it up once
it has become disconnected from the
46 87 €3 47 Zel Hd
The only try, since after 47...e2 48

Hel, followed by &f4-f3, White draws

easily.

48 Hg1+!

A counterpart to the check on move
25. White seizes his chance to force
the black king into a more passive po-
sition.

48... 218 49 Hel Hd2 50 Hxe3 Hf2+
51 2e5 Exb2 52 Ha3 HEb6 53 215 (D)

%7
.

...... “u mAm
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¥ / m
AT // /

////////////////////////
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The exchange of another pair of
pawns brings White closer to the
draw. In view of the active position of
White’s king and rook, Black’s win-
ning prospects are minimal, and now it
only requires moderate care to steer

ﬂnn game ceafalv hn
Wi scuu.\« Dul\dl.] llUllL\l

53..2g7 54 Hg3+ Hg6 55 Ha3
6+ 56 Le5 Hb6 57 Hg3+ Kg6 58
Ha3 He6+ 59 2f5 Hf6+ 60 2eS Eh6
61 Bf5 He6 62 B3+ I8 63 Hb3
Hc2 64 Ba3 Hc5+ 65 26 Hc6+ 66
&f5 Le7 67 He3+ 2d7 68 Ed3+ 27
69 Xf3 ©d7 70 Ed3+ Le7 71 He3+

. .o 7y LY b
&€V 4 K2ADO wdﬁ 73 Kbl gca 74

214 a5 75 Hxf7 Bxa2 76 Led 2c5
15-1)

This was a good example of
defence’. Faced with a choice of evils,

€ raes 2
Bliill
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White decided to go for the inferior
ending. After placing as many diffi-
culties as possible in Black’s way, he
was eventually rewarded with a slip
allowing the half-point to be saved.
The next game provides a real con-

trast.

J. Plaskett - J. Nunn
Lambeth Open 1979

Sicilian, Najdorf

1 e4 c5 2 Df3 d6 3 d4 D6 4 D3
cxd4 § Hxdd a6 6 Le2 Nbd7 7 Le3

&S

After the present game I gave up
this line. The idea of playing the knight
to ¢5 is to exert pressure on nA but
once White has played {3 this pressure
is irrelevant, and then it is hard to see

what the knight is doing on c5.

anxoxmmown-l 10 0-0 a7 11
U e 7 AL

a4 0-0 12 a5 d5 (D)

XLl Xe
'S 3 ////x ///
V/ %/ //%78//////
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At this stage 1 was feeling quite
confident, because in an earlier game
Jansa-Nunn, Budapest 1978 White

\
&\

N

\\

had continued 13 exdS5 exdS 14 K4
Wd8 15 Had and here a draw was
agreed After 15...%xa4 16 Hxad He8

) 0 ) PR I S A Sy, A sl ~ mem

Black’s pieces are quite active and the
rook on a4 is misplaced, factors that
balance the slight weakness of the iso-
lated d-pawn.

13 e5!!

A complete shock for me. Objec-
tively speaking, this move simply re-
futes Black’s opening strategy. I saw at
once that after 13...Wxe5 14 £f4 my
queen would be in trouble, so I looked
to see where I could move my knight,
Unfortunately, Black’s natural retreat
13...2fd7 loses a piece after 14 b4, so
Black would have to play 13...%e8.

”r\“rnvpr thnn 1A FA F< 1 < pvfé (heoct

LUVOL,

if White tries to play on the kingside
with h3 and g4, then the knight on €8

might actually become useful with

ol and MNo7Y 18 Nvfi 16 O M
5\) alil\l ...'usl) Lddees LIALYU 1LU JSalJ

gives White a clear positional advan-
tage — the e6-pawn is weak and it is
hard for Black to bring his c8- bishop

TTrATI A

lllLU pla_y HUWCVCI, Blauk iS Uy no
means lost and this would be a reason-
able attempt at a ‘grim defence’ strat-
egy.

In the late 1970s Plaskett was prone
to time-trouble, and he had already
thought a long time before playing
13 e5. Given the choice between a
messy, complicated position and one
in which he could increase the posi-
tional pressure by straightforward
moves, I would certainly have pre-
ferred the former. I therefore decided
to look again at the capture on €5 and
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in the end I found the continuation
played in the game.
13...¥xe5 14 2.4 Wh5 15 g4 Wg6

cemnsmd Tacaa e

1 UlUll t opCiiu 1Vl Uil UIC ImoveEs

15...Wh4 and 15...Wh3. Itis quite easy
to refute the former: 15...%h4 16 £.g3
Wh3 17 Hfel De8 (17..Whé6 18 g5)
18 &1 Who 19 Wxh6 gxh6 20 Dxd5
and Black’s position is disgusting. Al-
though it is quite hard to find a clear-
cut refutation of 15...Wh3, there is lit-
tle point in thinking about such moves.
White can regain his pawn immedi-
ately, and there is almost no chance
that Black can survive with his queen
stuck on h3 and none of his other
pieces co-operating with it. Home
analysis shows that 15...Wh3 16 Ef2
De8 17 b4 A7 18 Dxd5 £.d8 19 De3!
is very strong; e.g. 19...8.f6 loses to 20
£f1 Wh4 21 R.g3 We5 22 f4.

16 hd

This was the point of White’s pawn
sacrifice. The knight has to move, and
then Rd3 traps the queen.

16...%ced!

Except, of course, if it moves to e4!
Black can avoid immediate material

loss by 16...e5 17 &xe5 &e6, but after
10 & a2 Wr

10 &.05 sgS 19 “é”ng %ng) 20 h4
De6 21 SIS he has a very bad ending,
for example 21...8xb4 22 R xf6 gxf6
23 Nxd5 L.c5+ 24 ©hl. This doesn’t
even qualify as a ‘grim defence’ — it is
just very bad without any redeeming
features.

17 fxed dxed (D)

This continuation is Black’s best
practical chance, once he has decided

il
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on the ‘create confusion’ method. He
has two pawns for the piece and, ow-
ing to the attacks on b4 and g4, he is
sure to gain a third pawn. This is not a
coincidence, but results from the fact

that White’s tactical operation de-
yvl“b‘vll Ao 4

7

W////i//
& 7

pended on the weakening pawn stabs
b4 and g4. Given that Black obtains a
material equivalent for the piece, you

maxy “rnr\rlnr ‘II"\\I l-\n IQ \!II\I‘(‘D T"\ =
1““;’ YYULINAWL VY llJ! 11%W 10 VWULROW. 1 ll\l ‘lll

swer is simply development. All the
white pieces are in active play, while
Black’s queenside is still sitting at
hameoe

18 &h1

White decides to jettison the b4-
pawn preferring to keep the pawn on

......

g‘f Wlllbll DIUC}UD lllb Mllg AflCl 18
£g5 Bd8 (18...8xb4 is also possible)
Black has sufficient play.

18...2xbh4

Not 18..9Dxg4 19 Lxg4 Wxgd 2
Hgl1 Wh4 21 &xed b5 (the only hope
is to get the bishop to the long diago-
nal) 22 Wg2 g6 23 &c6 and White
wins.

19 KeS!
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An excellent move. The bishop
serves several useful functions on e5;
it supports the knights on d4 and c3,
threatens Kxf6 in some lines and rules
out any possibility of Black activating
the c8-bishop by ...e5. At first sight
Black can reply 19...e3 20 Wxe3 £xc3
21 Wxc3 Wed+ regaining the piece,
but White continues 22 f3 Wxe2 23
HEfel Wb5 (23.. W12 24 £.d4 loses the
queen) 24 £ xf6 gxf6 25 Wxf6 Wc6 26
He5 h6 27 g5 with a decisive attack.

Up to here, White has handled the
game well. He has not simply been
content to keep his material, which
might have allowed Black to complete
his development and create strong
counterplay. Instead, he has kept his
pieces active and not been afraid to
calculate tactical lines.

19...b6!?

Following the

t\nnfncu\n I‘\{\li t“l
YULIL WDV pPULLVv Y.

White’s last move demolished Black’s
hopes of activating his light-squared
bishop on the c8-g4 diagonal, so now
tha idan ic tn davalan 1t An tha lange rl;_
Uuiv Iuva 1o (U uv V\-«IUP AL Ull UiV I.Ul.ls ul
agonal. The choice of ...b6 rather than
...b5 was based on two factors: firstly,
in some lines Black plays ...&.c5 and
thnn :¢ 10 1vanfirl ¢~ haowra ¢ha liohne An
UICIL 1L 1D UdTILUL tU 1lave Uulv UlbllUp uc-
fended (see the game); secondly, the
possibilities of axb6 and ...bxa$5 give
White more to think about.

An Wi_1

&V 8CO

Both unpinning the c3-knight and
preventing the e4-pawn’s advance.

20...8b7 21 DI5?

An incredibly ingenious idea, which
aims once more to exploit the poor

position of Black’s queen. However,
the resulting complications are not in
White’s favour.

This was the moment to switch
from tactics to calmer play. After 21
£.xf6 gxf6 22 axb6 Hac8 23 Dad L.d2
24 Wg3 Bfd8 25 c¢3 White’s pieces
may appear scattered and poorly co-
ordinated, but Black does not seem
able to exploit this. One possible line is
25...2.x¢3 (25...€3+ 26 ££3) 26 Dxc3
Hxd4 27 £.xa6 and now 27...8xa6 28
Hxa6 Hd3 fails to 29 b7.

A common error in wild games is
to overlook a positional continuation.
With the adrenaline pumping, and
mates all around, it is easy to develop
‘tunnel vision’ that only sees tactical
possibilities; then a calm liquidating
line can easily be missed.

21...exfs 22 gxf5 &.c5! (D)

nlor\lr moln:c use nF fhn nrnfnr\f on
ACANIN ALACALAN [> A% VAL t’ vatlull

of c5. After 22...%g4 23 K.xg4 Wxgd
24 Hgl W3+ 25 Wxf3 exf3 White
forces mate by 26 Hxg7+ &h8 27

X
//g//
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23 Wxcs
Forced, as after 23 fxg6 R xe3 Black
is material up.

77 L2194 &M
£deT2es I T o L"? Sl

Black wins after 24 Xf3 K xf3+ 25
K.xf3 Wxf5 26 Wxe3 Hae8.

24.. .@.xf3+ 25 Hxf3 th 26 Wxe3

Afier 26 Wc6 Eac8 27 Wb7 Dg4 28
£.¢7 Black has the pleasant choice be-
tween 28...0xh2 29 £xh2 Hxc3 30
Hg3 Hxc2 31 Hg2 Hxg2 32 Wxg2
bxa5 and 28...Hxc7 29 Wxc7 Dxh2 30
Wxh2 Wxf3+ 31 Wg2 WxfS 32 axb6
Wf6. In both cases Black ends up with
four pawns for the piece.

26...0g4 (D)

The unexpected point of Black’s

l“v After the queen moves, Black

tak es on e5, regaining his piece.
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27 Hd5??

A horrible blunder in extreme time-
trouble — White plays for a mate which
does not exist. Despite the downturn
in his fortunes, if White had kept a
clear head then he would probably
have saved the game. The correct

continuation was 27 Egl! &xe5 (not
27...%xe3? allowing mate in five) 28
Hfg3 (28 Hf4 6 29 axb6 is unclear; the

nnnnnnnnnnnnnnnnn 'O § V4 "S-Yie N
passed b-pawn is an asset, but White’s

king is exposed and the eS5-knight is
impossible to dislodge) 28...Wxf5! 29
Hxg7+ £h8 30 Wh6 (30 axb6 Dg6 31
Who Wf3+ 32 Hg2 is also a draw)
30...Wf3+ with perpetual check.
27...50xe3 28 D6+ gxf6 29 Hg3+

g4 0-1

Defending well after having made

an oversight requires especially cool
o ~1 r J

nerves. We have previously discussed

the possible causes of oversights and

the warning signs which can indicate

when danger is near. Sunnose. desnite

this advice, you nevertheless overlook
a surprising and strong move by your
opponent. The first piece of advice is

tn cfnv calm Tt ic all tnn aacy fn hach
1L} Qy “dailil., it 15 ail VU Casy vasn

out an instinctive response, either
through uncontrollable nervous agita-
tion or in an attempt to persuade your

nt that vnnn had fAaracaan hic
UPIJU‘J.UI]‘. L]J.at ]Uu llau LULUDUUII luD

move and had a reply ready. This is a
mistake. The correct approach is to
spend a few minutes just calming your
nerves. Don’t get \.«ausut up a mental
loop of self-recrimination — you don’t
have time for this while you are at the
board. Try to forget about the history
of the position, and just consider the
current state of affairs on the board. A
calm look will very often show that
your opponent’s move is not nearly as
strong as you feared at first and that
there are still fighting chances. Then
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you can choose one of the defensive
techniques outlined above and con-
tinue the struggle.

Attack

'Inviting everyone to the party’

Most books dealing with attacks on
the king discuss the various typical
methods of breakthrough; sacrifice on
h7, sacrifice on g7, double bishop sac-
rifice, and so on. I will not deal with

these, partly because they are dis-
cussed at length in many other places,
but also because they represent only

the final stages of an attack. Most

nlaynrc can manage a double hnshnp

WwEAll AARERiiris

sacrifice, provided that they first arrive
at a position in which such a sacrifice
is possible

Tha n fartar onvarning tha QY1
P S IIU u.uuu L“\.«t\}l 5\}'\4& llllls LIV OUN

cess of an attack on the enemy king is
whether you can bring more attacking
pieces to bear on his king position than

xrvEw

hC bdll IIIUDLGI fUl Lhc dCfClle 11 yUU
have a large local superiority of force,
then a sacrificial breakthrough will of-
ten arise as a matter of course. You
still have to calculate that the sacrifice
works, but the odds will be heavily in
your favour if you have enough wood
in the vicinity.

This title of this section is Yasser
Seirawan’s catchy phrase for an im-
portant attacking principle. Incorpo-
rating every possible piece into an

attack greatly increases its chance of

success. If you have staked everything

on your attack, there is no point hold-
ing pieces in reserve, since the game
will be decided before reserve pieces
will be of any use.

The following position is a classic
example:

//////// SALLoLls

//%

////////
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A. Nimzowitsch - S. Tarrasch
St Petersburg 1914

////////

/
////

_

Black already has a local superior-
ity on the kingside, because White has
no defensive pieces there at all. How-

oS § -3,

CVvel, 118 \gh“l’ iS lllCﬁCbUVC UWllls lU

19 &f3 and the kingside is shored up.

Tarrasch’s next move brings the c6-

bishop into the attack as well.
18...d4!

Not only unveiling the bishop, but
also ruling out both the defensive f3
and counterplay by Wc3.

19 exd4

There is nothing better as White is
unable to feed any pieces across for
the defence. Now, however, 19...Wh4
20 g3 Wh3 gets nowhere after 21 $e4.

19...2xh2+!
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The moment is ripe for the double
bishop sacrifice.

20 ©xh2 Wh4+ 21 &gl Lxg2 22
l

Forced. After 22 &xg2 Wgd+ 23
&h2 Hd5 24 Wxc5 Bh5+ 25 WxhS
Wxh5+ 26 g2 Wg5+ Black picks up

AN oA B

the Kﬂlgnl on CIA, while 22 14 Eg_) 1S
deadly.

22...Hfe8

With the pawn on £3, 22... g3 may
be met by 23 &e4.

23 Ded

A desperate bid for counterplay
based on the long diagonal and weak-
ness of 6. After 23 Hfel HExel+ 24
Hxel Wxel+ 25 2xg2 We2+ 26 g3
Hd5 Black wins easily, for example 27
f4 Hh5 (threatening 28...2h2) 28 Wcl
Wh2+ 29 &3 Eh3+ 30 2e4 Wg2+ 31
Le5 Hed+ 32 2d6 He6+ 33 &xc5
Hc6+ picking up the queen.

23...Wh1+ 24 2f2 £xf1 25 d5

25 Hxf1 Wh2+ wins the queen.

25 1526 W3 We2+ 27 Le3 Hxed+

fvnA fA+

Overlookmg a quicker mate after
28.. Wg3+ 29 &d2 Wi+ 30 &dl
We2#, but Black wins easily anyway.

20 ch.,m e 2N ok WhYL 21
- Al &S107T JYU ﬁc.‘ B ll&aT JA

Pe6 He8+ 32 2d7 Lb5# (0-1)

Many familiar attacking manoeu-
vres are designed to gain the local su-
periority which is usually necessary
for a successful attack. When you play
Hel-e3-g3 or Wdl-e1-h4, you are cre-
ating the preconditions for the attack
to break through. The opponent must

counter these manoeuvres either de-
fensively or by generating counterplay
in another par( of the board.

In addition to Uui'igii‘lg your owi
pieces to bear on the enemy king, it is
also important to block the passage of
enemy pieces to the threatened area.

Sometimes a sacrifice is necessary.
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S. Dvoiris — A. Khalifman

Russian Championship, Elzsta 1997

15...h6 16 h4!?

A brave decision, but it was proba-
bly made easier by the fact that 16
£ h4 WhS is rather bad for White, who

cannot play 17 .Q.g3 on account of
17..8xe4 and the d1-

l6...@c5
Black can accept the piece at virtu-
ally any stage over the next few moves;

10m nar~nh Anon

111 Cauvll Ladv lhc VCldlbt wuuld bc uii-
clear.

17 Wg3 HHh5

Svidler suggests 17..218!7, intend-

2 em pogs | Aes en
lllg I,U Ldl&C ()11 gJ ana tnen re

knight to g8.
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18 Wh2 hxg5?!

Khalifman finally decides to grab
the bishop, but it turns out to be the
wrong moment to do so. Having said
this, it would be a far-sighted player
who anticipated White’s 21st move.
The safest continuation was 18...Wf2
19 £xe7 Zxe7 20 Efi Wg3, heading
for the exchange of queens and a
roughly equal position.

19 hxg5 g6 20 g4 Hxf4 (D)

% %E%@/
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Now Black appears to have every-
UI.I.IIB uudm L«Ulll.lU} Af"WI L}. glll Dl&Ck
can play 21...We5, using his queen
like a Dragon bishop. 21 Wxf4 is also
inferior after 21.. ﬁng followed by

“é”ca when Black has an extra pawin
and a large positional advantage.

21 Hds!!

An amazing move. Black’s defence
is based almost entirely on switching
his queen to the kingside. White is
prepared to offer another piece to pre-
vent this. The result is that White is
able to operate with his queen and two
rooks on the kingside, whereas Black

////////
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is defending with very limited mate-
rial.
21...exd5

ULﬂCl Imoves arc IlUpCleb, .lUI' €X-
ample 21..20xd5 22 Ehl &c3+ 23
bxc3 Wxc3 24 Wh7+ &f8 25 Hdfl
gg7 26 Exf7+ Wxf7 27 Whe+ Wg8
28 Hfi+ £.16 29 Wxf6+ and mate, or
21...2xg5 22 Eh1 Hh5 23 gxhs g7
24 hxgé Bh8 25 Wg3 exds 26 Wxg5
dxed 27 Wg4 247 28 Wxed K15 29
Wxb7 £xg6 30 HEhgl, followed by
Hdf1, with equal material and a crush-
ing attack for White.

22 Eh1 Dh5

Again a forced move; 22...£6 allows
23 Wh7+ 2f8 24 exd5 £xd5 25 Exd5
Dxds 26 Wxg6, while after 22...f5
23 Wh7+ 2f8 24 exf5 the kingside
pawn-mass is immediately decisive.

23 gxh5 2g7 24 exd5

Tha ra fantiira nf tha raof nf tha
Lll\l .l\\/] Awdilulv Ul lll\.« WOl Ul LUIw

game is the way White’s blockade on
d5 prevents Black’s queen from taking
part in the defence.

24...2.d7

24...2h8 loses to 25 dxc6 Exh5 26
Wf4, but perhaps Black could have
put up slightly more resistance with
24...8b5. However, even in this case I
think White should win by 25 hxg6
Eh8 26 W4 fxg6 (26...6 27 Wed Wc7
28 We6 wins) 27 Ehel Wc7 28 Heb
(intending We4) 28..Eh7 (28...Eh5
29 Wedq 28 30 c4 gains access to f1,
while after 28...Hdg8 29 Edel £d8 30
Wd4+ 218 31 La4! a rook will land
on either e8 or f1) 29 Hdel and now
Black can try:
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1) 29..2g8 30 Hxg6+ Hg7 31
Exg7+ 2xg7 32 Wdd+ 7 (32..Lg8
33 Khl) 33 g6+ @ng 34 Hgl+ Rg5

e W, FUPSE Y I
DI ﬁC‘f'r WIIllllllg 101 VVll.lLt:

2) 29..He8 30 c4 Ra6 31 Wdd+
wins.

3) 29...2f8 30 c4 £a6 (30...8d47
31 Exg6+ ©h8 32 £¢2 £g7 33 Eh6!
£xh6 34 gxh6 is lost for Black) 31
£c2 2g8 (31...8xc4 32 Lxgb Eh3
33 &.f5 Eh5 34 Eh6 2xa2+ 35 al!
wins, or 32...2¢g8 transposing) 32 £.xg6
Eh3 (32...8xc4 33 Lxh7+ Wxh7+ 34
g6 £d3+ 35 Lal Wd7 36 He7) 33 b3
b5 (Black has nothing else) 34 He7!
£.xe7 35 W7+ ©h8 36 Hxe7 Ehl+
37 &b2 Eh2+ 38 £.c2 and wins.

25 hxg6 Zh8 26 W4 £5

26...fxg6 27 Ehel is dead lost.

27 Eh6!

A nice collinear move (see page
56). The threat is simply Wh?2 and

} uiliwva ID oxmyx_y Blla Aallui
Hhi, and thanks to Black’s inability to
feed pieces to the threatened sector,
there is not much he can do to stop it.

™ ™A.Q
bt ] 0 MUITO

Alternatively, 27...Hxh6 28 gxh6+
Ph8 (28...&xg6 29 We3+ Lg5 30
Bg1)29 c3 £.£6 (29...2g8 30 g7+ Lh7
31 Rc2 Wc8 32 Hel K16 33 Heb!
wins neatly) 30 £c2 Wb6 31 g7+ g8
32 Wg3! (threatening 33 h7+ &xh7 34
g8W+) 32..&f7 33 Hgl £xc3 34
g8W+ Hxg8 35 Wxg8+ Le7 36 Eg7+
Kxg7 37 Wxg7+ &d8 38 h7.

28 Wh2

Decisive.

28..2xg5 29 Eh7+ Hxh7 30
Wxh7+ &f6 31 W7+ Des 32 Wxd7
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He7 33 Hel+ 214 34 Ef1+ g3 35
Wxfs We3 36 a3 Hes5 37 W8 1-0

A common method of excluding
defensive pieces from the critical sec-
tor is the pawn-wedge. A chain of
pawns extending deep into enemy ter-
ritory has the effect of cutting his posi-
tion in half, and may in itself prove
sufficient to prevent any pieces com-
ing to the rescue of the beleaguered
king. Then it is a matter of whittling
away the defensive pieces on the side
of the wedge near the king, by sacrifi-
cial means if necessary. It is important
to watch out for a counter-sacrifice
breaking up the wedge, but otherwise

nch attacke are nenallv nlain cailing
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J. Nunn - A. Vydeslaver
Leeuwarden Open 1995

I had earlier sacrificed my h-pawn
in order to gain time for my attack.
This had the positive effect of opening
the h-file and allowing the f-pawn to
advance, but on the other hand Black’s
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bishop has occupied a post on g5 that
is invulnerable to pawn attack.
20 fe!

The tactical justification for White’s
last move lies in the line 20...gxf6 21
exf6 e5 (21...20x£6 22 Exh6 £.xh6 23
2 xf6 Wc7 24 Ehl wins) 22 Exh6!!
£xh623 Wg3+ 2h8 24 Wha Wxf6 25
£.xe5 and wins.

Since Black cannot remove the in-
truding pawn, he decides to continue
on the queenside. Now White’s task is
to remove the only piece left defend-
ing Black’s kingside, the g5-bishop.

21 KhS'
most d1rect method poss1ble The ma-
terial loss involved is irrelevant. Not
21 De2? £b5!, when the exchange of

the d3-bishop greatly weakens White’s
attack.

21...Dxf6

After 21...bxc3 22 Hxg5 hxg5 23
Wg3 mate is inevitable within a few
moves, and is only delayed by one
move after 23...2b8 24 b3. 21...gxf6
22 exf6 bxc3 23 Exg5+ hxg5 24 Wg3
and 21...2.xf6 22 exf6 &xf6 23 Exh6
bxc3 24 £.xf6 are no better, so Black
decides to offer a piece to break up the
deadly pawn-wedge.

22 exf6 2.xf6 23 Exhé6!

White should win in the end after
23 2 xf6 Wxf6 24 Wxf6 gxf6 25 De2
g7 26 L.xa6, but I decided to calcu-
late a tactical kill out to the end. The
next few moves are all forced.
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23...8xd4 24 L h7+ 2h8 25 Wxd4
eS

Or 25...bxc3 (25...f6 26 §h3) 26

AL A0 N7 ¥ 111 L s

Sl o1 wgo L I éUﬂl g)ulo AO HXIIU 10

29 Wgd+ &7 30 Eh7+ mating.

26 WxeS5 16 27 Wh2 gxh6 28 ¥xh6

Black is helpless against the many
threats.

28...We7 29 215+ g8 30 Le6+!
Hf7 31 ZXh1 1-0

In the following example, all the
above three elements (inviting every-
one to the party, excluding defensive
pieces and the pawn-wedge) come to-
gether.
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N. Short - A. Chernin
European Team Championship,
Pula 1997

A7

////

In this position White clearly has a
very strong attack, but Black has cer-
tain counterchances based on White’s
weak back rank and the possibility of
...&)f2+. Chernin thought that he had
prevented the sacrifice on hS, but ...
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29 Hxhs!
.. Short played it in any case. The
point is that after 29...gxh5 White does

not K«UHUHUC JU %XIIJ, Wﬂlbll dllUWb
30...2f2+, but 30 e5!. This includes
the d4-rook in the attack, excludes the
c5-rook from the defence and cements
the e5-f6 pawn-wedge. White would
then threaten the devastating 31 Exg4,
and Black wouldn’t be able to do
much: 30...2d5 (30...Hxe5 31 Hxg4
Hel+ 32 Wxel hxg4 33 Exh8+ &xh8
34 Wh4+ &g8 35 £h6 mates) 31
£ ¢3! (the simplest, covering 2 and so
threatening to take on h5; after 31
£.xd57? exd5 Black would defend g4,
when the attack would be stopped)
31...40xeS5 (31...0xe3 32 Wo5+ 2f8
33 ExhS mates) 32 Wxh5 £xf6 33
Hxd5 exd5 34 Wh7+ &f8 35 Lc5+
winning Black’s queen.

270 YWevol 20 Weal
b]-uﬂASJ JU EASJ

White could have won instantly by
30 Hg7! Eh5 (30..002+ 31 Wxf2
.@.xg7 32 fxg7 @xg? 33 Wd2 wins a

..... N N Wse e
pwuc; 31 &3xhS gAuJ 32 = g5+ S106

33 e5 D2+ 34 &gl Dxh3+ 35 gxh3
and Black has no defence to the threats
of 36 Wxh4 and 36 Eh4 followed by
Hxhs.

However, even after the move actu-
ally played White retains a clear ad-
vantage

30...012+ 31 gl Hxh3+ 32 gxh3
L£c6?

Black collapses. This move fatally
weakens eb.

33 &Hf4 2h7 34 e5 213 3
Weé 36 Ecd 1-0
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Over-sacrificing

Most chess players love to attack.
Pressing home an assault against the
enemy king, sacrificing a couple of
pieces and finally delivering mate is a
great thrill ... provided it works.

One of the great dangers of even a
correct sacrificial attack is over-sac-
rificing. It very often happens that the
first sacrifice is sound, but then the
player gets overwhelmed with the de-

sire to finish ‘brilliantly’ and instead
of llle bringing un all his nieces and
ipiiip VY r

Seai zaav AW W NS Seiies

mating his opponent, he goes on a
quite unnecessary sacrificial spree,
endangering the win. As the material

deficit increases. the onnonent gains
AW AS AL ’ CAAN l.ltl e

more and more chances to return some
or all of the material in order to fend
off the attack. Sometimes some quite

nhilaly_lanl-in ¢ ha
uuul\\.«l] xuumus moves oecome yuo-

sible if there is enough spare wood to
jettison.

24087
b

M%/
w kR
'y 3

/,

/////

_

7
//

//IL//// | S/

///// gé//////
,&57

%t/
/&ﬁ 13
/g% |
/%/gﬁ
_EY

///////

A

//////

_




104

White’s minor pieces are ideally
placed to attack Black’s king, except
for the knight on h3. The ugly cluster
of black pieces on the queenside is not
doing much and is certainly of little
help in defending the kingside. White
therefore decides, quite correctly, to
sacrifice his one poorly placed piece
in the interests of opening up Black’s
king position.

22 Dg5! hxg5s

Black must accept, since otherwise
he cannot defend £7.

23 fxgs 8d7 (D)

After 23...26d7 24 Dxf7, followed
by Wh5, White has a crushing attack,
so Black offers to return the piece.
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24 Dxf7?

This second sacrifice is not only un-
necessary, it even endangers the win.
After 24 Dxd7 Exd7 (or 24...5xd7
25 Exf7 &xf7 26 Wh5+ and White
forces mate) 25 gxf6 Kxf6 26 Exf6
gxf6 27 Wgd+ ©f8 28 L.a3+ Hd6 29

W' g3 &e7 30 c5! White’s attack breaks
through without any difficulty. This
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winning line is mundane, but it is effi-
cient.
24...2xf7 25 g6+ 2e8?? (D)

£4 non Py ana b~

ﬂllCl llllb DldLK Bew llldlCU 1'16
should have played 25... 218 26 Wxe6
@e5! (Black’s two extra pieces jus-
tify this odd-looking move) 27 Exf6+
gxf6 28 Wh3 (thus far given by Bot-
vinnik) and now either 28...&¢5! or
28...2b4 29 Hel Lxg2! 30 2xg2 L xel
31 dxe$ fxeS. The position is still very
complicated, but Black, a rook and a
piece up, has plenty of possibilities to
return some of the material. My own
view is that White would be struggling
to draw in these lines.
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ished nicely:

26 Wxe6+ Dh8 27 Wh3+ g8 28
K15 I8 29 Le6+ Dxe6 30 Wxe6+
&h8 31 Wh3+ g8 32 Exf6 L.x£6 33
Wh7+ &f8 34 Hel Ke5 35 Whs+
Le7 36 Wxg7+ 2d6 37 WxeS5+ 2d7
38 W5+ 2¢6 39 d5+ Sc5 40 La3+

4 a4 Ul

‘IHXC‘I' 41 %e4+ ECJ 44 .H.D‘H' %D& ‘I'J
Wh1# (1-0)




THE MIDDLEGAME

Defence

The principles for defending against
an attack on the Kiﬁg are to some ex-
tent the converse of those given above
in the section on attack. The defender
should try to move his own pieces
across to heilp the endangered king
while, if possible, obstructing the free
passage of the opposing pieces to the
cntlcal sector.

One particular motif which often
arises in practice is that of the defen-
sive sacrifice. The idea of the attacker
sacrificing material is a familiar one,
but it happens almost as often that the
defender gives up material. Here I am
not talking about the situation in
which the attacker has sacrificed, and
the defender is returning material, but
about cases in which the defender is

‘I‘\I"ﬂﬂ')‘l"ﬂl‘l tn ~rrant a oon ‘I"‘Iﬂ 7win
PlUPmU\I I-U “\v\v\/yl a svuuxuv 11144

deficit.

The basis for such sacrifices very
often lies in the positional concessions
made by the attacker. In a Sicilian, it
may be very useful for attacking pur-
poses if White pushes his kingside
pawns to g5 and f6, but if the attack
coiiapses the white mug may not ap-
preciate having had his defensive
pawn wall sent into the other half of
the board. Launching an attack usu-
ally involves a concession of some
sort; it may be the creation of weak-
nesses, as in the case of a pawn ad-
vance, or it may be sending pieces off-
side. If White plays his rook to h3 and
queen to h4, then mate on h7 will end
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the game, but if there is no mate then
queen and rook may have to grovel
back to the centre, with great loss of
time.

The defender can often exploit the
negative side of an attack by a suitable
sacrifice to take the sting out of the on-
slaught.

G. Sax - M. Stean

European Team Championship
Final, Moscow 1977
Sicilian, Scheveningen

/////
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1 ed ¢5 2 3 e6 3 dd cxdd 4 Hxdd

06 5 Ne3 d6 6 Le2 a6 7 0-0 Le7 8

Hd7 12 £5 HdeS5 13 £6 £.d8 (D)
S B T3

// A 14
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A typical Sicilian position. The white
kingside pawns have launched them-
selves forward, but in return Black has
undisputed control of the square e5.

14 fxg7?!

This looks like a mistake as there is
no need for White to commit himself
to this capture so early. Recently this
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intuitive feeling was backed up by a
practical test; Sutovsky-J.Polgar, Til-
burg 1996 continued 14 £.d3 (ena-

bling the whiie queen to reach hS5)
14..2xd4 15 Lxd4 Was5?! 16 fxg7
Pxg7 17 hl £b67! 18 L xe5+ Wxe5
19 Wh5 Re3 20 Ef3 £xg521 Egl 16
22 h4 1-0. Subsequent analysis of this
game suggests that although Black
need not have lost so quickly, White
retains some advantage after any de-
fence.
14...2xg7!

anvplv phmrnahng one of the da

gerous whlte pawns. After 14.. §e8?!
15 Wd2 b5 16 &h5 De7 17 b3! A7g6
18 ad! bxa4 19 Hxa4 £b7 20 &Hf3
White had a slight advantage in Khol-
mov-Spassky, Moscow Zonal 1964.
Stean’s move may appear suicidal,
but it turns out that White has prob-

1o continmming hic attanl hacance hic
1I€ImsS uuuuuuuxs LD Aaltavin Uvwaudw 111D

development is rather poor (all those
pawn moves on the kingside). He
really needs his queen on the kingside
in order to create genuine threats, but
both 15 £d3 (intending Wh5) and 15
Wel drop a pawn after ...2xd4 and
...82.xg5. Note that in the latter case
Black justifies his play with a tactical
point: 15 Wel &xd4 16 Lxd4 Xxg5
17 Wg3 &h8! and the bishop is invul-
nerable.

Thus White has to proceed with his
attack much more slowly, but Black
only needs to play ...b5 and ...&b7 to
set up a further awkward threat against
the e4-pawn.

15 Wd2 b5! 16 g6?!
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White decides to grab the exchange,
but Black obtains tremendous com-
pensation It would have been better
to try 16 a3 followed Uy, for t‘:xar“ﬁple
doubling rooks on the f-file. However,
I do not believe that Black has any
problems as a major threat from White
is still several moves away.

16...hxg6 17 Lh6+ g8 18 L.xf8
2xf8 19 Hxc6 Wxcé (D)
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The transformation since the previ-
ous diagram is remarkable. There is no
trace left of White’s advanced kingside
pawns. Now Black only needs to play
..&g7 to secure his kingside com-
pletely. He has a monster knight on €5,
and tremendous pressure on the dark
squares. Finally, once he has played
..&g7, ...&b6 and ...L2b7, his rook
can swing across to h8 and White’s
king will be the one subject to attack.
In return for these many positional ad-
vantages all White has to show is the
very small material advantage of rook
for bishop and pawn.

20 243
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After 20 Who+ g8 21 Exf7 &xf7
22 Hf1+ &e8 23 Wg7 Re7 Black de-
fends easily.

20..2g7 21 De2 Kb7 22
£.b6+ 23 £h1 Eh8

All Black’s pieces are in attacking
positions; White is obviously in trou-
ble.

24 Wg2 Wd7 25 Hael We7 26 We3
Whd 27 £g2 (D)

The exchange of queens would be
no help to White. One line is 27 Wxh4
Hxh4 28 He2 &ga 29 Ef3 2.d4 30 b3
g5 31 9h3 6 32 Hg3 b4 33 Hd2 &h6,
and now that Black has everything
prepared, he is ready for the deadly
breakthrough ...f5.
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27...g5 28 Dh3 6
White has no active play at all, so
position before making further prog-
ress.
The changing of the guard. Now the
bishop comes to occupy €5.

//
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//
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Black has plenty of time to tidy up his
29 He2 Dg6 30 Heel £.d4
31 c3 Le5 32 Wxh4 Hxhd
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Material loss is inevitable.
33 Zh1 HExh3 34 &xh3 &Hfd+ 35
g4 DNxd3 36 He2 15+ 0-1

A defensive sacrifice can also prove
effective for psychological reasons.
The attacker is mentally geared up for
a possible sacrificial assault on the
enemy king, and then suddenly he is
defending and trying to nurse his ma-
terial advantage to an ending. This re-
quires a complete shift of mental gears
which can prove difficult to achieve.

L. Ljubojevi¢ — A. Miles
European Team Championship
Final, Skara 1980

Qicilian Draocon

1 e4 c5 2 D3 d6 3 d4 cxd4 4 Dxd4
f6 5 Ne3 g6 6 £4 Dbd7 7 DF3 WeT
82d3£g790-00-0102h12a611a4
b6 12 Wel £b7 13 Whd e5 14 £d2
@c5 15 Hael Hae8 16 fxeS dxeS (D)

VA

) EEd
W/gy,/gg;
Ad ' Air
A a2
ﬁ% oy

. @g%@%

ANAg AN
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A fairly typical position for the 6 f4
Najdorf (the game started as a Dragon,

/8
7=,
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but later transposed into a Najdorf).
White has attacking chances on the
kingside, while Black can organize
counterplay against the isolated e4-
pawn. The long-term chances are with
Black, because of his superior pawn
structure, so the burden of proof lies
with White.

The normal plan of attack is based
on £h6 and Pg5, but this is not very
effective here because White would be
losing a tempo with his bishop and so
Black would be able to meet 17 £h6 by
17..50h5.

17 Dg5s

This appears very dangerous, since

18 Exf6 is threatened, and 17...h6 18
ﬂvfﬁ' @ v'FA 10 @vhﬁ @ vnq ’)ﬂ @ vn(

-mh NAANS

He6 21 Lc4 Hd6 22 @dS £.xd5 23
£.xd5 gives White a crushing attack.
17...Dcd7

TI‘\QI‘Q{"{\"Q fl‘\ 1 MTMmNua ‘l(‘ Ff\"f‘ﬂf‘ TF
1ICECIUIC ulld INUVve 15 10T, 1l

White’s bishop were on h6 instead of
e3, then he would have a standard at-
tacking plan of g4 (preventing ...20h5),
followed by doubling rooks on the {-
file, but as it is White always has to
take ...h6 into account.

18 Zf3 h6 19 h3 Dh5!

Not 19...g5 20 Hixg5 hxg5 21 Kxg5
with a tremendous attack for White.
One line is 21...Ke6 22 Hd5 Wd6 23
Hef1 Pxd5 24 exd5 Eg6 25 Eh3 £5 26
Wh7+ &7 27 &xf5 Exg5 28 £g6+
e7 29 Wxg7+ 2d8 30 Hxf8+ Dxf8
31 Eh8, and wins.

The text-move shields the pawn on
h6 and prepares the following pawn
sacrifice.

SECRETS OF PRACTICAL CHESS

20 g4?!

White was wrong to take the pawn.
20 Hef1 would have been better, when
20...f5 21 exf5! f&xf3 22 HExf3 is a
very dangerous exchange sacrifice.
Therefore Black would have to con-
tinue more slowly, for example by
20...Wc5, but White would have an
edge.

20...Df4 21 Hxf4 exfq
?es 23 Eh32!

White will be forced to take on e5
in any case, and it seems odd to put the
rook offside. 23 Bff1 was better.

23...85 24 Q.xes

The rook would only be useful on

h3 if White could play 24 £xg5 here,
but then 24. mnﬁ 25 @h( ﬂn‘; wins a

piece.
24...Hxe5 25 Weg3 (D)

22. & xf4

//%xz%
W

7 /
X &

VAUAY
. e wE
7%&/W% A
) B &

Again, there has been a remarkable
transformation in the position. The
only trace remaining of White’s attack
is the misplaced rook on h3. In return
for the pawn, Black completely domi-
nates the dark squares, while White’s

%
sl AW
_ %
iy

SN
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pieces are doing little apart from de-
fending the pawn on e4. Moreover, the
advance g4 has seriously weakened
White’s mi‘igSiuc, and if Black man-
ages to play ...f5 under favourable cir-
cumstances then White will be in real
trouble.

An additional point is that Ljubo-
jevi€ is an attacking player who does
not adapt well to positions requiring
careful defence; this game is a case in
point.

25...Wc5 26 Wgl

White should be thinking about how
he can draw, and his pieces are so pas-
sive that the only realistic chance is to
play &\d5 at some stage, returning the

nawn to reach the havpn nf onposite-
P VWU AWwilwilil Wil yy DA VW

coloured bishops. However, the im-
mediate 26 )5 is impossible because
of 26...8xd5 27 exd5 Wxd5+ 28 gl

Hxel+ 29 \Mwn ém/u. 30 abm wn.u_

and Black wins.

26...%b4 27 Eb1?

White has failed to adjust to the
changed situation. He tries to hang on
to his pawn, but putting another piece
on a bad square allows Black’s initia-
tive to increase decisively. After 27
Hf3! “s“'XUA 28 Q\Ju_) he would still
have had good drawing chances.

27...15!

An excellent move. Black gets rid
of his backward f-pawn and activates
the £8-rook without actually moving
it!

28 gxf5 Hexf5

The additional threats which resuit
from the penetration of the black rook
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put White’s position under intolerable
stress.
29 Wel Wes 30 He3

L~ éeesaloc ~all 1A~ ~

The tricky 30 £xa6 leads on ly to
self-destruction: 30.. .ﬁ.xa 6 31 exf5

Lb7+ 32 Ded WxfS5 33 He3 £d4

30..112 31 Hg3_

31 Be2 £.d4 32 Exf2 Exf2 33 Hd1
Hxc2 34 £xc2 Wxc2 wins for Black.

31...2d4 32 Hds Wd6

Threatening 33...Hxh2+.

33 De3 Wgb

Avoiding the trap 33...£.e5? 34 94
Hxh2+ 35 &xh2 £ xg3+ 36 Lg2! and

White survives.
34 Dg2 (D)

A A Y~ A T

o ke
B//A//y// .

‘//%///// W /y%
-
AT Zéz&/ L
J B
KA EBOK

/g//// % ,,,,,, //@

J“' WiIlD.

A pity. Black could have finished
the game immediately with the pretty
stroke 34...2xe4! 35 £xe4 Wxed, for
example 36 h3 Wxel+ 37 Hxel Efl+
38 @h2 Hxel 39 Hxel KeS.

35 Wd1

After 35 Wgl Ke5 36 He3 Hd2, fol-
iowed by ...Eff2, White would be to-

tally paralysed.
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35..Wxd1+ 36 Exd1 £.xe4 37 h4?
Loses at once. The only chance was
37 Rcd+ g7 38 Hg4 213 39 !gxd4

A AN DA 1 A1 WP_
é.)(gl. “4v -E.UJ ..lxu.) “41 axu.) H)&LL

(41...Bff2 42 Bd7+ g6 43 E1d6+
2h5 44 Eh7 Exh2+ 45 &gl may not
be a win), but even here Black has ex-
cellent winning prospects.

37...2e5 38 £xed £xg3 39 De3
Eh2+ 40 &gl Exh4 41 2.d5+ g7 42
g2 212 0-1

It goes without saying that the at-
tacker should strive to prevent such a
defensive sacrifice, although this often
involves being quite far-sighted.

14 ¢52 H)F3 Hic6 3 d4 cxdd 4 Hxdd
56 5 3 d6 6 Lcd e67 Le3 Le7 8
We2 269 0-0-0 Wc7 10 £b30-0 11 g4

Ad7 12 Ehgl He5 13 g5 b5 14 Hxcb
Dxb3+ 15 axb3 Wxc6 16 Whs b4 17

£d4 2b7 (D)

z%

“x WA

/////

158 5
iy Wi

28 B

This is a theoretical position from
the Velimirovi¢ Attack in the Sicilian.
White’s aim is to transfer a rook to the

% Ed
&141
/ )
éff/
o

9
i

/////
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h-file in order to deliver mate on h7.
However, White must be careful be-
cause Black threatens to defend h7 by

..bxc3 followed by ...&'xe4. The solu-
tion appears simple: White must play
his gl-rook to h4, so as to both defend
h7 and cover 4.

That is indeed what happened in
one of the first games to reach this po-
sition, Chandler- Yudasin, Minsk 1982,
but after the further moves 18 Hgd
bxc3 19 Zh4 cxb2+ 20 £xb2 White

was shocked by 20...Wxe4! 21 HExe4
2xed (D).

27

x/
/
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& %
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Once again, if we compare the dia-
grams then we can see the change that
oo ¢talrase salana DIaal?5 Tonlad (nveznaend
11ad Llanlll pldbc. DIACKN > ugut-bqualcu
bishop is absolutely secure on the c2-
g6 diagonal and while it is there White
has no attacking chances on the king-
PR RO U [ - R § § 4 T PR I
SIJC. 1NACCU, 11 15 [IOW VWILIC WIIO 11dd
to think about defence, since c2 is very
weak and Black can open further lines
by advancing his a-pawn. The posi-
tion is in fact favourable for Black and
White was soon in trouble: 22 £a3
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Hfc823 Ed2 Eab824 ©b2 Eb525h4
L16+ 26 cl Ke5 27 Wed Hxb3 28
Wxeq4 Exa3 29 &d1. Now, if Black

wmlacinad DO Wanrn J R TPV .
uau playcu 47...84aaC), u m uuuuuu1

that White could have survived. In the
game Black played the less forceful
29...g6 and White eventually escaped
with a draw.

However, that is not the end of the
story. James Howell realized that the
sacrifice on e4 is Black’s only method
of preventing mate on h7, and so dras-
tic measures to prevent it are justified.
Howell-Wahls, World Junior Champi-
onship, Gausdal 1986 continued 18
&d5! (to block the queen’s path to e4)
18...exd5 19 Xd3 Hfc8 20 ¢3 (D).

Now Black has no reasonable an-
swer to the threat of Eh3. The finish
was 20...dxed 21 Eh3 &f8 22 g6!
fxg6 23 Wxh7 Le8 24 Exg6 bxc3 25
Wog+ 2d7 26 Web+ 2d8 27 bxc3
L1828 Wf7 Le7 29 Wxe7+ Txe7 30
HExg7+ 1-0.
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Howell’s stunning innovation was
widely publicized and sent Black hunt-
ing for earlier alternatives. These days
you can only expect to get one point
from a piece of homework, but several
years later Howell was the fortunate
recipient of a second point — Howell-
E.Ragozin, Cannes Open 1993 contin-
ued as above up to move 24, and ended
24...2d7 25 Hxg7 He8 26 216 Whs
27 ¢4 Wc6 28 Exe7+ Hxe7 29 Wxe7+
c8 30 Eh7 1-0.
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Many games are decided in the end-
game, especially between players of
comparamc bucugul Mastery of the
endgame is just as important as profi-
ciency in the opening and middle-
game. Even though this truth has been
repeated over and over again, the end-
game still remains a neglected area of
chess study, especially amongst club
players.

In the past they had some excuse, as
many club games were decided by ad-
judication before the endgame was
reached, but quickplay finishes are now
the rule rather than the exception. In
tournaments, too, the quickplay finish
is the most common method of decid-
ing long games. The practical effect is
that players can no longer rely on an
‘if I get an endgame, I’'ll work it out
over the board’ attitude. The fast
time-limit implies that you have to
know the correct method beforehand.
Moreover, familiarity is very impor-
tant. If you have to ransack your mem-
ory for some half-forgotten but vital
snippet of information, the chances
are that you will have lost on time be-
fore your memory cells release the
necessary information.

This chapter is therefore designed
as a quick guide to what it is abso-
lutely essential to know about the end-
game.

King and Pawn endings

-y ~Ee~

mug and pawn CllUlllgb very Oiien
represent the final phase of a game. Of
course, both sides may promote, in
which case the players can look for-
ward to a lot more fun, but the major-
ity of @+A endings are decided in the
pawn ending itself. Unlike most other
types of position, the concept of an
‘inaccuracy’ is aimost unknown in
&+A endings. Given sufficient energy
and skill, most positions are capable
of being analysed to a definite conclu-
sion. This means that errors can only
occur in half-point jumps. Also, un-
like other types of position, in which
you may recover from a mistake and
gradually fight your way back into the
game, a slip in a @+4 ending usually
means the certain loss of half a point.

This means that accuracy is at a
special premium in this type of end-
ing, so it is essential to be familiar
with the main principles.

There are three fundamental con-
cepts in £+A endings. Surprisingly,
however, not even all GMs are famil-
iar with their correct application.

Opposition

This is the most basic principle and has
the widest application. The following
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position provides us with a clear-cut
example.

Z // ///// ///// 7 ///

////////
;%7xy%g/

The two kings face (‘oppose’) each
other with the minimum possible gap
of one empty square between them.
White has the advantage because his
king is one square further advanced.
This advantage is sufficient to win if
Black is to move, because the black
king has to move to one side or the
other. This allows White’s king to ad-
vance to the fifth and run to one or

nﬂnaf nf tha In thic o|h10=
Viliwil Ul ul\/ \/ll\/lll] P“W l.lD 411 L1110 oLt

tion we say that ‘White has the opposi-
tion’.
However, even in this relatively

aiennmla ~Rnaocn Ana Finacon

tha +: 11
auul.uc; vane LllClC I.B Dllll U111V 1111UDDV,

After 1...2¢6 White must not run di-
rectly to the g-pawn with 2 &e5, be-
cause after 2..2c5 3 2f5 b4 4
Dxg5 Pxad 5 f5 £b4 6 g5 a4 both
sides promote at the same time and the
position is a draw. Instead, 2 2c4! is
correct, again taking the opposition,
but under even more favourable cir-

cumstances. If Black plays 2...&b6 3
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&dS b7, then White can win in two
ways:
1) If White now heads for the g-

linc ~nisan satbnl b .

leWll, llC 1ad gaulcu a vital LCIHIPV. ‘l

LeS b6 5 2f5 e 6 Dxgs b4 7
Sf5 Sxad 8 g5 £b4 9 g6 a4 10 g7 a3
11 g8W. It is worthwhile thinking for a
moment about why moving one file to
the queenside has actually gained a
tempo in this line. The point is that af-
ter 3 €d5 the black king is not only
unable to approach the a-pawn, but
must actually move one square further
away. Thus White loses one tempo but
Black loses two.

2) 4 £c5 (White mops up the a-
pawn before heading for the kingside)
4..2a6 5 £c6 La7 6 b5 b7 7
Pxa5 2c6 8 b4 b6 9 Lcd with an
easy win.

If the black king heads the other
way with 2...2d6, then White heads
for the a-pawn, having gained an extra
tempo because his king is one square

nearer the queenside: 3 b5 LeSs 4
Lxas L4 5 &bd Txgd 6 a5 Sh3 7

- Ak

a6gd48a7g39a8¥W. ThJS position is a
technical win; if you are unfamiliar
with the process, here it is: 9...g2 10
Wezy Sh2 11 W Shl 12 Whas

BilJvT Hil 11 Sle =il 1‘4 11T

gl 13 23 2f1 14 Wid+ Le2 15
Wg3 2f1 16 W3+ gl 17 W4 Shi
18 Wha+ g1 19 2d2 f1 20 Wel#.
The situation after 1...&e6 is virtu-
ally symmetrical. Once again White
must avoid the immediate dash for the
pawn with 2 2c¢5?. The correct method
is 2 Led &f6 (2..2d6 3 2f5 and
White promotes first; Black’s a-pawn
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does not reach the seventh rank) 3
@d5 Pf7 4 2c5 (4 DPe5 also wins)
4..2e6 5 b5 Le5 6 xas 2f4 7

o) W-de o TPNY I . QU _JPC N T, PO Sy
DO =EXE4 0 40 Wiy, UaidpLdIE W0

line 2 above.

While the details of this position in-
clude one or two subtle points, the
basic principle 1s clear enough: when
White has the opposition, Black must
give way with his king and permit
White’s own king to advance. It is
worth noting that if White is to move
in the diagram, then Black has the op-
position, but because of White’s ini-
tially more favourable king position,
he can hold the draw: 1 2¢4 (1 e4
also draws, but any king retreat to the
third rank loses, as Black can trans-
pose into the above analysis with re-
versed colours) 1...&c¢6 (after 1...e5

both sides promote simultaneously) 2
@d4 and Black has nothine better than

o
CQliI\A LJ1AAWwD 110D llvllullé U LW UL

to return to d6.
The situation becomes only a little
more complicated when the kings are

Frrivthar hanl-.
LUlLLIVE vadavih.
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With White to play, one’s first im-
pulse is to rush forward with the king
by 1 2c37?, but this is a mistake: Black
replies 1...2c7! and after 2 2c4 Lc6
or 2 2d4 2d6 Black gains the opposi-
tion and White cannot make progress.
The basic principle governing such
cases of what is calied the ‘distant op-
position’ is that when the kings face
each other with an odd number of
squares in between, then the player to
move loses the opposition. The situa-
tion when there is just one square in
between the kings (discussed above) is
then just a special case of this rule.

In the above position, it follows that
1 2¢2! is the correct move (1 &b3? is
also bad, since after 1...&d7! Black
can meet 2 2c4 by 2...2c6 and 2 L¢3
by 2..%&c7). Black replies 1...2d8.
Now 2 €b3? can be met by 2...2d7,
and of course 2 @c3? c7 and 2 2d3?
&d7 give Black the opposition. The
correct move is 2 2d2!, again in ac-
cordance with our ‘odd-square’ rule.
At first sight White is not getting any-
where, since if Black just keeps mov-
ing his king up and down the first rank
by 2...2e8, White can apparently only
follow suit on his second rank.

However, White can make progress
by carrying out what is called a ‘by-
pass’. This involves moving in the op-
posite direction to Black’s king and at
the same time advancing. If it works,
then the result will be to regain the op-
position, but with the kings two
squares closer together. White can re-
peat the manoeuvre until there is just
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one square between the kings and then
we have the situation discussed in the

previous diagram. Here White exe-

3 ha2 ! Now
BWOUJe INUW

there is a direct threat to play 4 &c4
and 5 b8, so Black has to head for
c6 by 3...&d7. White continues 4 2d3

and he has achieved Ills ODJCC[IVC
Now the situation is simpler. 4...&c7
and 4...2e7 lose because White just
heads for the g-pawn or the a-pawn
respectively, so Black’s king must ad-
vance to third rank. White just op-
poses the enemy king and gains the

close opposition, winning as in the
previous diagram. Had Black played

2...2¢8, White would have by-passed
on the other side by 3 &e3.

Aretnac o her svnaoco wrre

th
CUILd a Uy~paoso Wllll

When I first saw this idea as a very
young player, one point really con-
fused me. On most files White was

ntant cimnlv tr\ maintain the nr\nnm_
vunxtvnlt \Jlllly J VW ALLAGALALAVERALL VAN \.ll.ll.)

tion but then, suddenly, on one par-
ticular file White would abandon the
opposition and perform a by-pass.

un“’ l'ln A 97aY 3] l’“n“' nn “'I‘\If‘h 'F;la tr
0w GO YOU KIiOw O Willlil 1L O

execute the by-pass? Eventually I was
able to answer my own question and in
doing SO gained a deeper understand-
uxg O1 luug and pawii cuuulsa In pOSi-
tions dominated by the opposition, the
attacker has two targets. In the above
diagrams these are the pawns on a5
and g5. This is perfectly natural: the
nature of the opposition is that if
Black’s king goes to the queenside,
then White’s king slips through to the
kingside and vice versa. If there were
no kingside target, then Black would
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lose nothing by allowing White’s king
to penetrate in that direction. Simi-
larly there must be a queenside target

e Dlanl, ~Ansld cafals, sae e Lot

or Black could Saiciy move his King {0
the other side of the board. The by-
pass manoeuvre is almost always per-
formed on the file which is equidistant
between the two targets. In the above
case this is the d-file.

w// / % //%
2 "
/i/ 7// //l////
8///%,/ // L //%
% //

=
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In this position, which is superfi-
cially similar to the above, White to
play cannot win because there is no

k"=ﬂ0(‘(‘ ‘x’h AAQO “71 ‘;‘F l‘\ ﬂl’ﬂc
Uy -pasd. vy nite aoes win if he taxkes

the opposition with his king on the
fourth rank, but he cannot force this
from the diagram. The critical position

avicnc aftas 1 DAY AT 3 DAL LA
dlldUd dllV]l 1 SEU4s SU/7 4 S UJ dilld

now Black must take care. 2...2c6? 3
@c4 and 2...2d67? 3 2d4 allow White
to gain the ‘close’ opposition, and in
addition Black’s king must also be
ready to stop White lunging for the a-
pawn. It follows that 2...&c7! is the
only drawing move. This would be the
ideal time for a by-pass, except that
the e4-square, which White needs for
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the operation, is controlled by a black
pawn.

In the above examples the ‘two-tar-
get’ situation was quite obvious, be-
cause the targets were far apart. Cases
in which the targets are closer together
are governed by the same principles,

even if their nature is less transparent.

7 7
5 5

1 B By
////

// // ////y //

/ ///// // //
3
///% _ //%//
. e T

7
__

In this position the target squares
for Black are (obviously) f3 and (less

nhevinng N\ £1 Tha lattar 1c n taraat ha -
UUVIUUDly} 1. 1nc¢i1aticris a Lalsut (919

cause if Black’s king reaches f1 then
White is losing no matter where his
king is (within reason) or who is to
pla_y FUI CACU].IPIC, lf ‘V‘VI}‘ULU’D }.\llls is
on g3, then, with White to play, 1 @h3
212 2 g4 g2 wins easily. If Black
is to play then 1...2g1 forces the same
line. It follows that the opposition ma-
noeuvres will take place along the
ranks (because the ranks are at right
angles to the line joining the two tar-
gets) and that any by-passing will take
place on the second rank.

SECRETS OF PracticAL CHESS

White to play can draw, but only if
he starts with the paradoxical move 1
&h1!. Other moves fail, for example 1
217 (this loses because White cannot
maintain the close opposition) 1...&2d2
2 &2 2d3 (White would like play 3
&f3, but his pawn is in the way) 3 &g3
De3 4 g2 e2 5Lg3 Lfi and Black
reaches a target. Other first moves fail
similarly: 1 @h2 &d2! (preparing the
by-pass) 2 &gl (2 g2 Le2) 2...Le3
(by-pass executed) 3 g2 2e2 and
wins, or 1 2g3 el 2 g2 e2.

After 1 @h1! Black cannot make
progress, as White can always main-
tain the opposition:

1) 1..2e2 2 &g2 &d3 3 h3!
el 4 g3, etc.

2) 1..cl 2 2gl! (the only move)
2..2c2 (2...g4 is met by 3 &g2!, but
not 3 fxg4? e4 4 2f2 £d2 and Black
wins) 3 g2 ©¢3 4 g3 2d3 5 2h3

and so on.

We end this section on the opposi-

I‘l I’\ II(‘“"!I l!'l‘lm!ﬂ h I'\ l
uuu wuu thc usuai wariliiig that winiie

general principles can provide excel-
lent guidance, in the end it is the spe-
cific position on the board that matters
and a forced win overrides any other
considerations.

The following diagram is very simi-
lar to the Neustadtl position given
dDOVé UIl lﬂlh Ddblb one IIllg[ll assuIne
the position to be a draw, because after
1 &6 2b6 or 1 Lg6 a6 Black gains
the distant opposition. However, there
is a slight difference because the kings
are further apart than in the Neustadtl
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A. Mandler
Prager Presse 1929

position and this operates in White’s
favour. After 1 2f6? b6 play pro-
ceeds exactly as before, but with the
kings on the g- and a-files a second
factor enters the position: the possibil-
ity of a breakthrough by c5. This only
works if Black’s king is on the back
rank, so that White will promote with
check. Moreover, Black’s king must
be on a&, because otherwise ¢S5 can be
Dc7 (we saw this in line 2 of

N/ \VVU DA VY uuo lll l.ll.l\: = Ul
the previous diagram). Thus White can
win by 1 2g6! £a6 (Black must main-
tain the opposition; if he deviates, then

mat hy
el 8 U]

White gains the opposition himself
and wins by reaching d6 or d8 with
his king) 2 $g7! £a7 3 2g8! (3 f8?
b8 4 c5 ‘&c7') 3..&a8 (Black is

............. D 4 Hrg
dragged to his doom; 3...=b8 4 =18,

3...2b7 4 &7 and 3...&b6 4 A8 all
win for White, the last line being a
by-pass) 4 ¢5 dxcS5 5§ eS and promotes
with check. In this case the logic of the
opposition broke down past a certain

I~y
P~y
N

point, because a new factor entered the
equation.

The Réti manoeuvre

There is no better way to explain this
idea than to give Réti’s original exam-
ple, even though it is one of the most
famous endgame positions in chess
history.
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R. Réti
Kagan’s Neueste

White appears to be two tempi short
of catching the h-pawn, but he never-
theless manages to overhaul it by si-
multaneously threatening to promote
the c-pawn. The analysis runs 1 2g7!
h4 (1...2b6 2 26 h4 3 Le5 trans-

~» hect réal_c
pUbe I.U lllC llldlll llllC} A ‘510 -

(2...h3 3 e7 b6 4 $d6 and both
sides promote at the same time) 3
LeS! Lxc6 (3...h3 4 2d6 and again
both sides promote) 4 24 and the im-
possible has been achieved.
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If you have not seen this position
before, it is worth playing over the so-
lution several times to see exactly why
it works. Once again, the ‘two-threat’
concept is important, but this time it is
not a question of tempo play, but the
exploitation of the fact that a diagonal
king move, if measured with a ruler, 1s
longer than an equivalent horizontal or
vertical one. In terms of catching the
h-pawn, the routes @h7-h6-h5 and
Lg7-f6-e5 are identical. The advan-
tage of the latter is that it activates a
second threat, that of promoting the
c-pawn. It takes Black two tempi to
deal with this threat, by taking the c-
pawn with his king, and this is exactly
the time White needs to catch up with
the h-pawn.

Despite this coldly logical explana-
tion, it is a remarkable idea and there

still seems to be a whiff of magic about

the position.
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L. Prokes$
Sachové Uméni 1947
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The use of a second threat as a kind
of warp-drive for White’s king occurs
in quite a wide range of situations. The
above uxagrarn is a second cxamplc in
which White’s king goes on a lengthy
detour before catching the enemy
pawn.

In this case the white king is one
tempo short of catching the h-pawn,
for example 1 a6? c6 2 c8 b6 3
b8 Lxa6 4 2c7 h5 and White is too
late. However, by correctly exploiting
the threat of promoting the a-pawn
White can make up the time: 1 &¢8!
2c62 b8 b5 3 2b7 (this is the key
move; the white king just makes it into

the square of the pawn) 3..&xa5 4
&c6 and White is in time.

Triangulation

/A A V2

7//////, D
v B 7 7
NI B B
i3 B
» /////
. % ]
/// 5
.

If it were Black to play in the dia-
gram then he would lose immediately,
as White’s king penetrates to b6 and
takes the a-pawn. If it is White to
move then his task is considerably
harder. The key is a king manoeuvre
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which, by losing a tempo, transfers the
move from White to Black. However,
before starting this manoeuvre White
has to play what is, in any case, a forced
move: 1&2d5. Now 1..2d82 &d6is a
win even without the a-pawns, so
1...&¢8 is forced. White cannot then
win with the direct 2 &d6 &d8 3 c7+
&8 because 4 Rc6 is stalemate — he
must be more subtle. While the white
king remains adjacent to c5 Black’s
king cannot occupy c7, and so is re-
stricted to shuffling back and forth
along the first rank. If the white king
moves around the triangle c4-d4-d5
the effect will be to transfer the move
to Black: 2 dcd4 2d8 3 ©d4 2c8 4
&dS5 and now we have the position af-
ter the first move, but with Black to
play. White wins after 4...2d8 5 &d6
or 4..2c7 5 Rc5.

White’s triangulat
cause of Black’s lack of space; he
could not emulate White’s manoeuvre
without stepping off the edge of the
board.

If you have looked at an advanced
book on king and pawn endings, you
will probably have noticed something
called ‘the theory of corresponding
squares’. This is normally accompa-
nied by diagrams with lots of little
numbers (or letters, or sometimes both)
on the squares. While this is an inter-
esting subject from the theoretical
point of view, to be quite honest it is of
almost no practical value (not to men-
tion that your opponent might object
when you start adorning the board

with mystic numbers). The opposi-
tion, triangulation and a little bit of
brain-power are all that are needed
for the types of position that arise in
over-the-board play. Of course there a
few esoteric positions which cannot
be solved by such straightforward
techniques, but in all my career I have
never seen such a position arise in
practical play. The following position
represents about the limit of complex-
ity that one can anticipate over the
board.

74 ////////A////W//////,

7/////,[%/,//

7 4

N. Grigoriev
K novoi armii, 1920

A emmnebaman nranle Ao tladtn exrmeel A Lin e
A pOsition sucn as tnis wouid De an

easy win for White if his king were on,
say, d4, but here the win is difficult be-
cause of Black’s active king position.
The first point to note is that afier 1
d4? e4 2 2¢3 Black does not play
2...2d57, when 3 &d3 forces the en-
emy king back, but 2...2f5!. If White
moves anywhere except to d3, then
Black just returns to e4, but after 3
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&d3 &f4 White cannot make prog-
ress, €.g. 4 d2 Led 5 2c3 2A5!, etc.
It becomes apparent that White
would be much better off in the dia-
gram position if it were Black to play.
If Black’s king goes anywhere except
to f4, then White wins by 2 &e3 or 2
d4, while after 1...&f4 White piays 2
&e2 and the black king is gradually
forced back. In fact the win is still not
too easy, but we will return to this
point later as the first step is to work
out how to lose a tempo. If White
plays 1 &c2, then Black must reply
1...2f4 (since 1...2e3 2 &c3 loses at
once, and after other moves White

wins by either @c3-d4 or 2 d4). Read-

ers mav now rppncnwp a pattern emerg-

A adalisy Sy aAa Wwadawa

ing: the situation is basically the same
as in the previous diagram rotated
through 90 degrees, with c3-e3 taking
the place of c5-c7 and c2-f4 the place
of d5-c8. Now the solution should be
apparent. While the white king remains

adjacent to c3, Black’s king must re-

tn ae. nthar wnrde
main auJavvuL o \-«J, l.ll ULll\.«l wWOIGS

Black can only oscillate between {3
and f4 (e2 and f2 are out because the
d-pawn advances). White only has to
¢tminnasirtlata AN L) L2 A0 All ¢thn ¢10an
ulalligulalv LL-vsL-vo-v4, dll uiv Ul
staying adjacent to c3, and he will lose
a tempo. The solution runs 1 2¢2 &f4

2 b2 23 (2...Le5 3 2c3 2d5 4

QLL {‘%\CJ J %-‘UI lellprbe) J @UJ
&f4 4 Lc2 (unlike the previous dia-
gram, there is still quite a lot of play
left in the position) 4...2eS (the most
resilient defence; 4...2e3 5 &c¢3 and

4..2f3 5 2d2 lose more quickly) 5

SECRETS OF PRACTICAL CHESS

2d1! (5 2d2 2d4 forces White to re-
trace his steps with 6 &c¢2) 5...&f5 6
De2 Sf4 7 2of2 SeS (after 7...2f5 8

A a0 A4 DA 1IN DAY L
ﬁCJ wWCo 7V U4+ w0 1V wUAD WIIILE

wins by driving Black’s king back) 8
e3 &d5 (the critical moment; if
White is to make progress he must
give up the b4-pawn) 9 d4! Lcd 10
Leq 2xb4 11 dS 25 (forced, or else
White promotes before Black) 12 &e5
(White must spend a tempo support-
ing his pawn, so now both sides pro-
mote at the same time; however, ...)
12...b4 13 d6 b3 (interposing 13...2c6
14 &e6 doesn’t change the situation)
14 d7 b2 15 dSW b1 16 Wc8+ and
17 Wb8+, winning Black’s queen.

Expect the unexpected

Readers will have noticed several odd

lr'inog mannenvrec in the nrecedino Do-
lull& ALASRALAV/NV WA VAN LAl VAAW y WAL llé y

sitions. This is no coincidence; para-
doxical king moves are quite common
in king and pawn endings. It is very

rtant tn talra inta an~aniint tha nAacoo
llllPUl talit v Lal\\.« IIILU avuvuulil L.llD PUD

sibility of ‘unnatural’ king moves,
both for you and for your opponent. It
is impossible to give rules for ﬁnding

laanarion

but.«h lllUVCb, plelely vcLaudyv uxcy
are often ‘one-off’ events which only
work in that precise position. How-
ever, this won’t prevent me from giv-

ine n falyr antartatning avamnlac
ing a tew entertaining €Xxampies.

Shirov had headed for the position
in the following diagram because it
seems an obvious draw after, for ex-

ample 1 g5 &g2 2 f4 &3 3 £5 ed.
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However, after the surprising 1 &g3!
Shirov resigned. The threat is simply
to push the pawn to f6 and then run
with the king to take the f7-pawn, si-
multaneously defending White’s own
pawn. Black can only try to extract his
king from the box by 1...&g1 2 f4 &f1
3 £5 &e2, but White can keep Black’s
king at bay: 4 @f4 6 (or 4...%d3 5
&e5 and wins after 5..%e3 6 {6 or
5..2cd 6 2f6) 5 Ded! 22 6 2dS5.
The backward move of White’s king is
sufficiently counter-intuitive that even
such a strong player as Shirov over-

lAanb-ad 3¢
1IVURAWA 1L,

In Hebden-Flear, Black had been a
pawn up for most of the game, but here

20 txresnsnssn v bt Asenead

llC auauuuucu h‘lb W1lllllll g dlLClllpr
and played 1...Hd5?!, at which point
the players agreed to a draw. Indeed,
after 2 Hxd5+ &xd5 3 &xf4 Leb
there is clearly no point in continuing.
However, as soon as the draw was
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M. Hebden - G. Flear
British Championship, Brighton 1980

agreed the players suddenly noticed

that White could play 3 &f5! (D) in-
stead of 3 &xf4.
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Suddenly Black is in trouble. After
3..2d4 4 xf4 Ld3 5 2Af5 Le3 6

Dok DFA T Dw T D FAL Do &
agu {4 7 SAg/ sg.) o f4+ <xh5 9

f5 the f-pawn promotes, while 3...2d6
4 g6 eb6 (4...Le5 5 Lxg7 d4 6
Dxh6 Le3 7 2g5! xf3 8 h6 g3 9
h7 £3 10 h8W 2 11 Whi; in this line
Black lost because he was not able to
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play his king to g2 at move 8) 5 £xg7
Le7 6 2xh6 2Af6 is hopeless because
White can extract his king by using

up ﬂ.lb UIIC lClIldllllllg LClllpU Wllll UIC

h-pawn: 7 2h7 &f7 8 h6 L8 9 g6
g8 10 2f5 2h7 11 2g5 followed by
12 &xf4.

Having analysed both 3...&d4 and
3...2d6 to a loss, one might be tempted
to assess the position as a win for
White, but remember: ‘Expect the Un-
expected’. What does Black need to
achieve in order to draw? First of all,
he must be able to defend his g7-pawn
if White plays @xf4 followed by
&f5-g6. That means that his king
must stay within three squares of f8. If
White

adonts l'nc alternative n]an of
YV LAALW &ANS P SAA VWA

AASA VA SAA1 A

heading straight for g7 W1thout both-
ering about the f4-pawn, then Black
has to be able to answer @xh6 with

Dvf- Ana Mmave cln\nnr nnrl White
... X155, ONC IH1OVC 51 ang ywinite

will win as in the bracket given above.
Since it takes three moves for White to
reach h6, it follows that Black’s king

ot rithin the cmiarag nf f2
1L1UDL BL“)' Wwiuiiil Llu\«\; o\iuau.«o O1 15.

The first criterion implies that Black
must move to c5, ¢6 or d6 and the sec-
ond implies that he must move to c4,
d4 or c5. Luckily for Black, there is
one square common to both these sets,
namely c5. Thus 3...&c5!! draws, e.g.
4 g6 2d4, 4 2xf4 Ld6 or 4 Le5
c6.

It is quite hard to describe exactly
what this motif depends on - it cer-
tainly has nothing to do with the oppo-
sition. Perhaps it is closest to the Réti
manoeuvre, in that Black’s king is
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trying to fulfil two tasks at the same
time.

Chess is more than counting

One technique applicable in king and
pawn endings, which is often recom-
mended in textbooks, is that of ‘coun-
ting’. This name refers to the method
of working out how many moves both
sides will take to promote a pawn. Of
course, this is only useful in ‘race’
situations, where each king marches
into the opposing pawn-mass with the
aim of creating a passed pawn as
quickly as possible.

I strongly advise against using the
technique of ‘counting’.

There are several flaws with this
method, and its unrestricted applica-

tion can result in dreadful blunders.
hlam 1c that thic mathnd

he
4 11w iiidaiil AVUVILWILL 1D WALl L1110 1iiwviiiVG

| 4
cannot detect any of the finesses which
make king and pawn endings so inter-
esting and which arise quite often in
practice.

The first cause of confusion is that
you have to take account of who moves
first. If White takes seven moves to
promote and Black eight, when White
promotes does Black reply by promot-
ing or by pushing his pawn to the sev-
enth? The answer is that it depends on
who moves first. In the heat of battle it
is quite easy to get this wrong and be
‘out by one’ (computer programmers
know all about being ‘out by one’).

The second cause is that the count-
ing method gives you no clue as to the
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relative whereabouts of the pieces at
the end of the race. White may pro-
mote and give check, or promote on
h8 and stop Black’s promotion on al.
These things are obvious if you run the
variation through in your head, but are
not obvious if you are just counting.
The simple fact is that you actually
have to calculate the variation to make
sure that one of these special situa-
tions doesn’t arise at the end of the
race and if you are going to do that,

then you may as well not waste time
on counting.

I will quote a position taken from
Chess: The Complete Self-Tutor by
Edward Lasker (it appears in all edi-
tions before 1997), a popular chess
primer which advocates the use of the
counting method.

wy f/
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Lasker writes “In the position
reached, the sequence 1 b4+ axb4+ 2
b3 forces Black to leave his pawn

___________

unprorecrea, glVng White a pdSSCG

pawn. After 2...2c6 3 @xb4 b6 4

//

Iy
N

@c4 it is all over. White captures the
black pawns on {4, h4, and g3 while
Black takes the a4-pawn and walks
back to the kingside.”

Lasker does not consider what hap-
pens if Black plays 2...2d4. By count-
ing (carefully!) one quickly finds that
Black’s g-pawn is siill on the sixth
when White queens and, moreover, it
is White’s turn to move - enough rea-
son to abandon the position as lost, if
one does not take the trouble to visual-
ize the resulting position.

If we actually play over the moves
2..8d4 3 a5 2e3 4 a6 212 5 a7 xg2
6 a8Y &h2 (D), then we arrive at the
following diagram:

w%%%/
//%///////////
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It only takes a few moments to real-
ize that this is a special situation. The
congested mass of kingside pawns
prevents White from pinning the g-
pawn diagonally and from giving
check on the h-file. In fact the g-pawn
is unstoppable and the best White can
do is to grab as many kingside pawns
as he can, hoping for a favourable
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queen ending. However, even this hope
is in vain: after 7 Wb8 (7 Wh8 g2 8
Wxh4 gl@ 9 @xf4+ Wg3 10 Qfo

Wl 1. 1 U |

99X 11 Eg4’ ? Eg.‘) aid 14 ‘é’gé 15
also a draw) 7...g2 8 Wxf4+ &hl 9
Wxf5 g1 W the ending is a sure draw.

Finally, if you don’t calculate the
whole variation, how can you be sure
that the moves you are intending to
play are actually possible? Here is a
simple example.

/////////////////
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W. Schlage — C. Ahues

D,....I 109
DEeriin 174

7
1

It takes White five moves to take on
a7 and it takes Black five moves to
reach c7, so Black can meet &xa7 by
...&c7 and the position is a draw. This
was borne out by the game, which
duly finished 1 Le6 L¢3 2 2d6 d4
3 2c6 LeS 4 2b7 2d6 5 2xaT Sc7
12-Y%2. Right? Wrong! If White had
played 2 €d5! then he could still take
on a7 in five moves, but Black would
take longer as the moves he wants to
play are illegal, for example after
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2..2b4 3 2c6 a5 4 2b7 he cannot
move to b6.
There is far more to king and pawn

CHUlIlgb lIldIl u.Juang, dIl(.l if you use

this method you are asking for trouble.

Rook endings

Rook endings are the most common
type of ending to occur in practical
play. The reason is that if there are no
open files, a relatively frequent occur-
rence, then exchanges of rooks are
rather unlikely. Minor pieces and
queens can be exchanged far more
readily. The ability to play rook and
pawn endings well is a great distin-

gnmlnng feature between a master

AT VWA

player and a club player. In simultane-
ous displays, it is noticeable how the
club players routinely lose completely

Dﬂllol I"{\r\l’ A A I'\n“’ n’)o‘ll‘ I‘
€quai rook naings, anG now casuy the

master manages to escape with a draw
from lost rook endings.

Part of the reason for this is that
rook and pawn endings are genuinely
complicated, with a great deal of the-
ory. Experience is perhaps even more
important; the master will probably
have encountered many rook endings
in the course of his career, the club
player far fewer. However, the situa-
tion for club players is certainly far
from hopeless; indeed, this is one of
those areas in which a few hours’
study can provide great dividends. We
start with the ending of rook + pawn
against rook, which is fundamentai to
all rook endings.
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Rook and Pawn vs Rook

This ending is sufficiently complex
that your author was able write a 320-
page book solely about this material
balance (and even then several inter-
esting positions had to be omitted!).
However, many average tournament
players have not studied even the fun-
damentals of this ending. In fact, a few
basic principles can be quite effective
in improving one’s rook endgame
technique.

If the defender’s kmo can occupy

the pawn’s queening square, then the
ending is almost always a draw. The
only exception is when the pawn is al-
ready far advanced and the defender’s
pieces are badly placed. The general
drawing technique is quite simple and
is called the ‘third-rank defence’.

W //// //// % //
%/y ///% /
K @/
_
7, 77 Y ///4
2358 B
Here is a typical position. White ap-
ress. His rook is cutting the enemy
king off on the back rank and his king

////
_
5y
//
/// % / //
pears to have made quite a lot of prog-
and pawn have advanced as far as the
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fifth rank. Nevertheless, the position is
completely drawn because Black has
positioned his rook on his third rank,
thereby preventing the immediate ad-
vance of the white king. The only way
in which White can get his king to the
sixth is to play 1 €6, but then Black
switches plans and plays 1...Ebl, pre-
paring to bombard the white king with
checks from behind. Now that the
pawn is on €6, there is no hiding place
for the king, and after 2 &f6 Ef1+ 3
Le5 Hel+ 4 2d6 Bd1+, etc., the posi-
tion is clearly drawn. If, in the diagram
position, White waits with 1 Ha7 then
Black does likewise by either 1...Hc6
or 1...Eh6.
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The second important principle is
that of ‘checking distance’. If the white
king has no way to hide from a check-
2ameme Ll ol dblne sln £andne Aabaa
111g UIdCK ITUUK, UICI] UIC 1aClul aciel-
mining whether the checks are a minor
nuisance or a serious problem is the
distance between the king and the
JUPIRUE, R e o) FUSIERY RGPS NSRRIy Pl sy s L
TOOK. 10NC IUIUICT dapdll UICY 4icC, LIC
better it is for the side with the rook.
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The above example makes this clear.
If it is White to play then he should
continue 1 g6, which creates the
most awkward problems for Black. If
White waits, then Black sets up the
third-rank defence by ..Eb6. 1 &f6
Hb6+ leads to the same thing, while 1
f6 Hgi+ is an immediate draw (note
the large checking distance).

After 1 g6 it is easy for Black to
go wrong, for example the passive line
1...2b8 2 6 &¢8 fails to 3 Hg7+ A8
(or 3..2h8 4 Eh7+ £g8 5 f7+) 4 Eh7

and White’s n]an of qwﬂchmg to the

other side’ leaves Black defenceless.
Note that this line would be a draw if
White’s pawn were on g6 and his king

on hﬁ because there would be no

NJAL LA\

room to switch to the other side. This
leads us to the important conclusion
that in the type of position in which

Rlack has been forced to de fend pas-
AJA WA W v AN

GUwivn 11840 ik uvtv

sively with his rook on the first rank,
the result is a draw with an a-, b-, g- or
h-pawn, but lost with a pawn on one of
the other four files.

Here we have an f-pawn so this de-
fensive plan is not good enough for

Black. Instead, he should play 1...Kf1.

el e crrasan

.llllb CIIDULTD Llldl. dlLCl L ngT r‘&\CI
White cannot play 3 f6+. White can
only make progress by playing 2 2f6,
which threatens mate. Black has to
choose between 2...2e8 and 2.. ‘ago
One move loses and the other draws.
The correct choice depends on en-
suring that Black has sufficient check-
ing distance in the subsequent play.

After 2...2g8! 3 Za8+ h7 White can
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try 4 Xf8 (4 e6 ©¢7! and 4 Ha5 g8
do not help White) intending 5 e7,
followed by 6 6. If Black keeps his

IUUK 1[1 llb cuirent PUblI.IUll I.IlUIl llC Wlll
eventually lose, but Black can change
direction by 4...Hal!. If White now
plays a king move to free his pawn,
then Black starts checking from the
side. There is no shelter, so in view of
the large checking distance White
cannot effectively meet the barrage of
checks. White can, of course, play
other moves but they do not help, for
example after S He8 (to meet 5...Ha6+
by 6 He6) the simplest draw is to re-
turn to f1 with the rook.

On the other hand, 2...2e8? loses.
After 3 Hag+ &d7 4 HfR, there is noth-
ing Black can do to prevent White
playing 5 €g7 (or €f7, if the rook
leaves the f-file), followed by 6, and

thara 1c ng wavy fn et the nawn,
CLANVE v A4 Yy J er\}l.l lll\d lJ

Black’s problem is that he lacks the
lateral checks which saved him after
2...2g8. There is no space for his rook

11 ryQ1 annnt oitua

Ull LhU klusoxdv, alld hU valiiiuvut 51\’\4
checks from the queenside because his
own king gets in the way.

This principle is usually formulated
as ‘move the king to the short side’ in
order to leave the other side free for
long-range rook checks, but in the end
it all comes down to ensuring adequate
checking distance.

Here is another example (D):

Black is to play, and he faces the
threat of &c4 followed by b5. If he

plays 1.. é-l'lD then White advances his

pawn by 2 @a4. The only possibility
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to defend is to retreat the rook along
the b-file, so then when the white king

moves to a4 or c4, Black can start
checking. In order for this to work,
Black needs to have the maximum
possible checking distance and in fact
1...Xb8! is the only move to draw. Af-
ter 2 Ed4 (2 &c4 Ec8+ 3 b5 Eb8+
4 2c5 Hc8+ 5 2b6 Eb8+ is pointless

— the “r}ntp king has to retreat: aftar
6 v“‘ LA VWA

)

the text-move, however, this line is a
threat since White could play &c7 at
the end) 2...&e5 (dislodging the rook

fram tha dafanca aftha h_n 27
irom ine uvu.«uvp oIt » P“ u) u r 1ty

&e6 (Black cannot wait; 3...2e4? loses
to 4 2c4 Ec8+ 5 ¥b5 Hb8+ 6 &c5
Hc8+ 7 b6 Hb8+ 8 Hb7, followed by

nnnnnn

| N 'S 2 A} ¥4 " Al ~Affa

UJ, 1].1 llLI.D uuc \AJ llllG S TOOK ciice-
tively reduced Black’s checking dis-
tance by being able to interpose on the
seventh rank) 4 Ea7 2d6 5 a4 2c6
and Black is in time to prevent the
pawn’s advance. If the checking dis-
tance had been even one square less
Black would have lost, for example
1 [ PR e e s - P I W oS W -4 - PN« I 79
1..8D/!7 2=C4 AC/+ J =DI &CO (Uy-
ing to regain his checking distance;
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3...Bb7+ 4 &c5 Hc7+ 5 b6 is hope-
less) 4 a6 Ha8+ 5 b7, followed by
b5, and White wins.

A Y V7P PR | ~a mamalool o

A\AA™ dlICdU)’ Saw lll l.IlU dlldlyblb OUll
page 126 how the defender must be
prepared to use his rook flexibly and
operate from different directions ac-
cording to changing circumstances.
Here is another, very important, exam-
ple of this:

g2
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Black cannot move his king to the

queenside because after .Le7 White

nliag a7 and tha Ling 1¢c fano ht ha_
L\ayuuo a/ anda tne mué is Caugiit o

tween two stools. After either ...2d7
or ...2f7 White replies Eh8, winning
the enemy rook. It follows that Black’s
king is trapped in an invisible box on
the kingside, consisting of the marked
squares in the above diagram (plus g7,
the square the king is currently stand-
ing on). Black can only use his rook to
defend, and he must counter White’s
threat of playing his king over to de-
fend the pawn, releasing his rook and
clearing the way for the pawn. If Black
checks from behind, the white king

Bl

///////
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hides on a7 (this is why White must
not push his pawn to a7 prematurely)
and again his rook is freed.

| PO R,

Black to pldy draws Uy Uculg flexi-
ble with his rook: 1...Ef1+ 2 &e4 Bf6!.
This change of direction is the key;
a7 is no hiding place when Black is
checking from the side. Play might
continue 3 &d5 Eb6 4 &c5 (4 Ba7+
g6 5 c5 Bf6 is the same) 4..Hf6 5
b5 (now White threatens to move his
rook, so Black must start checking)
5..Bf5+ 6 c4 Bfd+ 7 &d5 Ef6 and
White cannot make progress. If White
plays a7 at any stage, Black replies
...2ab6 followed by ...Hal, and if the
white king then approaches the pawn,
Black draws by checking the king from
behind (the nook on a7 is no longer
available). This double change of di-
rection (al to f6 and then back to al) is

nlntp hard tn see nd in facrt 1t was not
“ AiCRA N VU v ullu ALL ASAW L

discovered until 1924 by Vancura.
Several years ago I was asked to
check some rook ending analysis, but I
nldn’t vindarctand anv l\{" Whita

UUUIUII 1 Ul amuu au_y L = VV 1IN,

who had the advantage, seemed to be
forcing Black to reach a drawn posi-
tion, which Black then avoided! Fi-
nally, I looked at the date of the
analysis — 1912 — and realized that be-
cause the Vancura draw wasn’t known
at that time, all positions of the type
shown in the previous diagram were
thought to be winning for White. Not
surprisingly, this led to some odd
moves.
I should add that if White’s kin

nearer to the a-pawn in the above

SECRETS OF Pracrtical CHESS

diagram, then Black has no time to set
up the Vancura draw. The precise de-
tails of how close White has to be to

Wl[l aiv ldl.llcl LUlupuLawu auu llldy Uﬂ
found in specialized endgame books.

The extra Pawn

One of the most common endgame
situations in practical play is a rook
and pawn ending with an extra pawn
on one side of the board, and the posi-
tion otherwise symmetrical.

Here is a typical situation:

7 / 7

,,,,,,, T
7 % %/%
> > >
- -
% 7 WA
ARA BEAS
- N

.

An ability to win positions such as
this is fundamental to successful chess.
White may have won a pawn with a
combination, or perhaps Black had an
isolated e-pawn which White picked
up with subtle strategic play — what-
ever your chess style, situations in
which you win a pawn for essentially
no compensation are very common.
The question then arises: how often do
you convert the resulting positions
into a full point?
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I showed this position to some of
the world’s leading grandmasters, in-
cluding Karpov, Kramnik and Anders-
son, and asked them to estimate their
winning chances as White, assuming
an opponent of equal strength. The an-
swers were all in the range 80-90%.
1 ﬂC gﬁ:IlCl”dl 1ccur“1g was lﬂdl SijCﬂ a pU-
sition should objectively be a win, and
the ‘missing’ 10-20% represented the
probability of making a mistake one-
self rather than the probability of run-
ning into exceptionally good defence.

A search of 500,000 games re-
vealed 94 clear-cut examples of this
type of structure (3 vs 3 on one side, 3
vs 2 on the other, no doubled pawns
and pawns not blocked). The result
was 72 wins, 19 draws and 3 losses(!).
The 77% success rate was slightly

lower than the GMs thought, but at

thair ]nun] fnnhninnp 1S hottor onrl
VAIN/1L AN/ VL L\d\rlllll\i a0 uvu,vx CLLANG ,

assuming that the position is ob]ec-
tively won, they would be more likely
to round up the point. They probably

nlon wnnldn’t laca a 100 lr
AIdYU YWUUINLL L 1UDV A LV

a clear extra pawn!

Unfortunately, such situations are
poorly covered in endgame theory
lhAanlro wwhinh tand tA AAnAranteata An
UUUND, WIliLil ViU VU VUlLIvviilr altv vil
more simplified positions. While they
devote a lot of attention to the situation
with 3 vs 3 on one side and an outside
p&SSﬁu pawn On the other v'v'ii‘lg, the
situation in which there is a majority
rather than a passed pawn is hardly
covered at all. The massive Encyclo-
X Loy T ¥ ___4il. 17177
paeaia of Cness cnaings, Wiin 1727
positions, doesn’t contain anything
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like it, nor do standard works on the
endgame such as Levenfish and Smys-
lov’s famous Rook Endings.

Fine’s old Basic Chess unumgs
contains perhaps the most helpful ad-
vice. He recommended that if the de-
fender’s king is on the side where the

1 shouild

pawns ar€ balanced then n you
adopt the following plan:

1) place the king and rook on the
best possible squares;

2) advance the pawns on the other
wing as far as convenient, without ac-
tually setting up a passed pawn;

3) transpose to a won ending with
an outside passed pawn.

What he means is that you should

not ne cpqennlv create the nnequ pawn

Sa VY ax

as quickly as possible, as some posi-
tions with an extra outside passed
pawn are drawn. Instead, you should

continne tn mannenvrs 1nntil ﬂ‘\n noccpr‘
WwULLILWLLIUW LU 11LGILVUVWU VAW Wlluil y

pawn can be created under favourable
circumstances, for example with your

rook behind 1it.
T“" I‘\C‘ Aﬁpﬁﬂf]bf l’iﬂﬂ ‘l {\ I'\A c;rln
Irl.l\/ Vi iwiliNIv Mlls A1 LiiN DI\

with the potential passed pawn, then
the decisive manoeuvre is the penetra-
t10n of the attacking king on the oppo-

Itltn

Havmg played over all the 94 ex-
amples mentioned above, I failed to
find any clear-cut examples of this
'v'v'ii‘li‘lii‘lg plan Either the cuuulg was
misplayed by one side or the other, or
the defender seemed to assume that he
would lose in the long run and em-

play. Thus readers will have t make
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do with Nunn vs Fritz5 from the dia-
gram on page 128:

1h4

We are in the second of Fine’s cases
mentioned above, so White’s long-
term aim will be to penetrate amongst
the queenside pawns with his king.
However, at the moment this pawn
structure offers no avenues of approach
for the king, so White must find a way
to induce the pawns to advance. One
plan would be to play @el and then at-

tack the pawns by He3-a3, etc., forc-

ing them to move forwards. Then
White could play Zd3 and £d2, cross
the d-file with his king and then try to
get amongst the pawns.

Perhaps this plan is the most sys-
tematic, but I decided on another idea,
that of advancing the kingside pawns.

TF nlm«lr romnn\c nassive. White will
ACANIN AWALALAGAR11D P AV W L) YV LAAVLW VYV A

gain a great deal of space on the king-
side and should eventually be able to
create a passed pawn there under fa-

Anrahla Arircnimetancace If Rlacsl Gﬁnc
quauu.; Vil VUllldilalivywo. 11 idavin uiivo

to generate counterplay by advancing
his queenside pawns, then White will
again have the possibility of switching

| R |

lub Mllg lU LhC Uthl blUC Uf LhC vvalud.

1...bS

I doubt that a human would defend
in such forthright style! Fritz decides
to gain space on the queenside, butitis
creating precisely the sort of openings
that will help White later on.

2g4a53@g3a44a3

Itis a good idea not to let the queen
side pawns advance too far. Later o

SECRETS OF PRracTICAL CHESS

the black rook may switch behind the
pawns, and this could prove very awk-
ward if Black has pawns on a4 and b4.

N Ay that Dol lhac adevranmand am e raa
INOW ulat piack 1ias aavaincca a pawil

to a4, White can conveniently halt the
pawns by a3 and c3, which also makes
his queenside safe against an attack by
Black’s rook.

4..Hd1 5 hS

In rook endings it is quite often a
good idea to have such a chain of
pawns. If the white rook defends the
base of the chain, then all the pawns
are secure against enemy rook attack.

5..Hb16c3 g5

An attempt to obstruct White on the

kingside.
7 hxot+ hvo6s 8 4 ¥d1 /D)
SARVT RAgY & =is |82
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9 Ze3

This is where Fine’s advice came in
helpful. The immediate attempt to ad-
vance with the king leads nowhere,
since after 9 @e5 c6 Black is ready to
drive the king back with ...Ed5+. In-
stead, White intends 2d2, followed by
&d4-c5. In fact Black can prevent this



THE ENDGAME

plan, but White loses nothing by try-

ing it before considering other ideas.
9...216?

o mmm  am b o~

ﬂll Cl1U1, auuwulg VV llllC {0 €xecute
his plan. 9...Xf1 was also bad since 10
Hr2 Hd1 11 Hd2 Ef1 12 BEd7+ 216 13
Hxc7 bl 14 Hc6+ transposes to the
game.

The correct move was 9...2e6!,
when 10 Hd2 Hel+ 11 €d4 &d6 pre-
vents the king reaching c5. Instead 10
Zed is probably best, followed by f4
and the possible creation of a kingside
passed pawn.

10 Hd2 Hf1

10...Hel+ 11 &d4 Ef1 12 2c5 Bxf3
13 &xb5 is hopeless — Black’s queen-
side pawns are too weak.

11 Hd5

Now White can exploit the queen-
side pawns with the rook instead of the

ino
mllé.

11...c6 12 Ec5 Eb1 13 Exc6+ 27
14 214 Hxb2 15 g5
This more or less forced sequence

l-\no 1aft Whaita vam: uwall mlasad
aS 1ICIU VY e VCOI

a wrill
_)’ W\-«ll l}la\vbu. Liw vwilil
inevitably win the g-pawn, thereby
gaining two connected passed pawns
on the kingside, whereas Black cannot
create two paased pawiis On the quecn-
side.

15...Eb3 16 £4!

A small finesse avoiding Fritz’s
trap. After 16 Ec7+? 2e6 17 &xgb
&d6! Black either perpetually attacks
the rook or drives it away from the de-
fence of c3, when Black can also gain
two connected passed pawns (e.g. 18
Hc8 &d7 19 Eb8 &c7, etc.).
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16...Hxa3 17 Hc7+ Pe6 18 Lxgb
2d6 19 Ec8 £d7 20 Hc5
Black cannot continue his attack on

3 Iy S am == aa PR S

tnc rookK as UIC UJ pawil lb lldllglllg

20...2b3 21 £5 a3 22 £6 Zb1 23 {7
E£1 24 Bxb5 a2 25 Ha5 Le7 26 Hxa2
Bf6+ 27 g5 1-0

This, incidentally, provides an ex-
ample of using computer programs for
training purposes. It is possible to set
up simplified, idealized positions and
play them out against the computer.
The best method is to play the same
position several times for both col-
ours, trying different ideas to see what
works and what doesn’t. This kind of
experience cannot be gained in over-
the-board play. We will return to this
subject in Chapter 5.

Manv endings with an

vira nawn
Hl.l] Vllullleﬂ 'Vltll (<398 Vl\

L & tlu" a1

eventually reduce to the situation in
which the pawns are equal on one side
and one player has an outside passed
mawuwn nn tha Annncita winag Tha ra_
l}anl Vil v UPPUDIL\.« Wllls. L1IV A\

mainder of the section deals with this
common occurrence. For the sake of
simplicity, let’s assume that White

v Moo mAnOAn A Avxrbean mnsrres ea Pt P-P-% -

PUDDLODED all TAlla Pawll Ul l-hC yucuil-
side. White’s rook will need to defend
the pawn, and there are three possible
positions for the rook: behind the
pawn, to the side of the pawn, and in
front of the pawn. This list is arranged
in descending order of desirability
from White’s point of view.

The situation in which White’s rook
is behind the pawn is a familiar one.



132

The pawn is continually threatening to
advance, so Black has to block the
pawn with his rook. Not only does the
rook become tied down, but Black is
left open to the possibility of zugzwang.
The classic example of this situation is

also one of the best:
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A. Alekhine - J. Capablanca

puonnc A 1roc Wnr’/]

CIVWD 41

Championship (34) 1927

T arsrnrdanna urith tha ahn~
11l avLeuliLuadiliive vwilll ul\f aUUVU Pl lll'

ciple, the rook is better behind the
pawn than to the side of it.

54...2f6

White’s immediate threat is to run
his king to b5 and lift the blockade of
the pawn. Black can prevent this using
his own king, but he quickly runs into
zugzwang.

55 Pf3 Les5 56 e3 hS 57 &d3
Pd5 58 ©c3 2c5 59 Ha2

This is the reason why having the
rook behind the pawn is so favourabie.
Since Black cannot move his rook, the
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situation is just as if he had lost the op-
position in a king and pawn ending.
After ...2d5, White plays b4 and

- am o~ & em e

supports his pawn with the king; after
...&b5, White can head for the king-
side pawns with his king. Black can
only avoid these lines by playing pawn
moves on the kingside, but White can
always move his rook up and down, so
that Black is sure to fall into zugzwang
sooner or later.
59...2b5 60 b3
Black is helpless, so White can af-
ford to gain time on the clock by re-
peating moves.
60...%c5
After 60...Bxa5 61 Bxa5+ &xa5,
White wins by 62 2c4 b6 63 d5
Dc7 64 e5 Ld7 65 2f6 Le8 66 4
D18 67 5 gxf5 68 Lxf5 and 69 Lg5.
61 2c¢3 b5 62 2d4

Nnxn fhn lnnn hnor]c far the vn]npr=
6 SAJ AVUA WiiWw VYV Ulllwk

able enemy pawns. Black’s king is
too far away to prevent this, so Capa-

blanca decides to use his king to

hlansclada tho nd hic ol tn
oiockade the a-pawi anda inis roox o

fight against the penetration of the
white king. This is indeed the best de-
fence, but however Black plays he
cannot overcome the fatal handicap of
having one or other of his pieces fully
occupied blockading the a-pawn.

62..Hd6+

If Black tries to arrange a perpctual
attack on White’s rook by 62...&b4 63
Hal &b3, then 64 &c5 b2 65 LbS
wins.

63 Le5 Eeo+ 64 214 a6 65

He5+ 66 &h6 Xf5 (D)

P S
S LgS
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The alternative is to defend the f7-
pawn along the second rank by 66...H2e7
67 g7 Bd7 68 &6 Hc7, but White

i aftoan £0 A Dwal TN WL PN
WIIIS 4l U7 aC2 wXado /v af/ &aCs

71 Bxf7 Bxf2+ 72 2xg6 Hg2 73 Ef3.

5y

7 7 A
© | A%

N U X A

// %,/ B

z///ﬁ/
2 v B

67 £4?!

By exposing the pawn on g3, Ale-
khine makes the win more difficuit.
After 67 2g7 Ef3 68 ©¢8 f5 (the only
chance, as 68...Kf6 69 f4 Xf5 70 &g7
wins immediately) 69 g7 f4 70 £xg6
fxg3 71 fxg3 Hxg3+ 72 &xh5 Hc3 73

a4 cbk< 74 Hf4 dbw.: 75 Das tha

h
- AAY -l J Ll.].\.« 11~

wi

pawn decides the game w1thout diffi-
culty.
As Speelman points out, White can

1A th M 1 tarmlax £
€veil avoia ui€ miniimai Counierpiay o1

...f5-f4 by continuing 67 ¥h7 Ef3
(67...2£6 68 Lg8 Hf5 69 4) 68 Rg7
2f5 694, winning straight away.

£ P2 L0 P .2 PF. Q H"T P
O/. =La uo 2al Ec7 u7 g/ A

70 £5?!

Once again introducing unneces-
sary complications. 70 &£6 Ec7 71 f5
(the He3-¢7 plan is less effective now,
since Black can target the g3-pawn)

A7
[ ¥)
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71...gxf5 72 @xf5 Hc5+ 73 &6 Ec7
74 Ef3 &xa5 75 Bf5+ wins easily.
70...gxf5 71 Lh6 £4 72 gxf4 Hds

AT e AR A LEE W AN o
fTosg/ 82l /Iv&ade "0 /10 a9 540

76 &h6 Exas
Black could have put up more resis-
tance by 76...&b7, but White can still

WP 1

win with 77 Ee5 Exf4 78 &g5 HEf1 79
5! Hgl+ 80 2xh5 a6 81 £h6, and
SO on.

77 HeS Hal 78 &xh5 Hg1 79 Hg5
Zh1 80 Ef5 &b6 81 Exf7 &c6 82
He7 1-0

If you have an extra outside passed
pawn and your rook is behind the
pawn, then you should have very good
winning chances. As with any pro-
posed rule, there are exceptions (for
example, a position with rook on al
and pawn on a2 against rook on a3

wonld he far lece favanrahle huit in
YV UWANS UVUW AL AWUD l“'vul“ulvu}, VWLV ALl

normal situations such positions are
extremely favourable for White. The
further away from the kingside the

tha hattar far Whita i
PQWII lb, uic ULwiLivi 1UL Yy lllLG, Uul UVUII

with a c-pawn his winning prospects
would be good.

When the rook defends the pawn
formne thha citda fura il accizenna ¢tha senanls
L11ULL1 LIV DIVUU \ WU WL AdDULLLIV LIV IUURN
is to the right of the pawn), Black will
place his rook behind the pawn. Then
much depends on the kingside pawn
Oternmdrasen "Tha ceelalén wnn~ls 25 <realea oo
DLLULLULICT, 11IC WILILIC 1T1UUKN 1D VUIllICI-
able to attack by Black’s king, and the
best situation arises when the rook can
occupy an invulnerable square on the
1. 22 __ L _ . . :_ A_C_ 1.3 L_. _
KIiNngsiac wiiCic 1t 15 dciciidcd by a
pawn.
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B. Spassky — Zhu Chen

Veterans vs Women,

Copenhagen 1997
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Here White has an ideal position on
the kingside. His rook can settle at {5,
creating a cosy little cluster of pieces
defending each other. Black can only
break this up by playing ...h5 at a mo-

ment when both hpr rnr\l{ is attacking
us

the pawn on {3 and the white king is
not defending it. However, it turns out

that this possibility is of little value to
Rlarl-

White can win by simply playing
his king to cl. If the black rook stays
on the second rank, White pushes the
b-pawn. Otherwise the king has to be
released and it can then advance. The
analysis runs 49 &f1 Hc3 (49...2g6
50 el Hb2 51 2d1 Ef2 52 Ef5h5 53
el wins a pawn) 50 2e2 Eb3 51 Hf5
g6 52 ©d2 h5 (the only moment
when this is playable, but it is too
slow) 53 €c2 He3 (53...hxg4 54 2xb3
&xf5 55 fxgd+ wins) 54 Exh5 Hxf3

55 b6 He3 56 b7 Ee8 57 Eb5 b8 58
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&d3 with an easy win as the king ad-
vances to support the b-pawn.

The course of the game is a warning
agmns; ) y1115 to be too clever in tech-
nical positions. If you see a systematic
and safe winning procedure, don’t
worry about the fact that there may be
a quicker win; just play it.

49 Xh2??

The idea is that Black has to check,
or else White switches his rook behind
the pawn, but then White’s rook can
return to hS and he has released his
king from the back rank immediately.

49...Ecl+ 50 g2 15!

The point Spassky had overlooked.
Black breaks up White’s favourable
pawn structure on the kingside and
draws.

51 Eh1

After 51 gxf5 Ebl 52 Eh5 &f7 53
Hxh6 Exb5 54 f6 White has no win-
ning chances as his rook is completely
immobilized. 51 Xh5 fxg4 52 fxgd
Hb1 53 &3 Eb4 is no better because

Whita’c Ling

mnua tn tha
YV 111lw O

nt
1115 \/ullllUL 111V Vv \.U Lll\/

queenside without immediately aban-
doning the g-pawn.
51..Hc2+ 52 2g3 Eb2 14-1

The final case, when the white rook
is in front of the pawn, offers the few-
est winning chances. Indeed, most po-
sitions are drawn. Even in the most
favourable case (that of a b-pawn) it is
unclear whether White can win unless
he has an additional advantage, such
as a weak enemy pawn structure on

the kingside.
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The situation with an extra pawn
and all the pawns on the same side also
occurs quite often in practice. Here is

P Ya Ty

a L_ypu,cu puaiuuu

ory
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Rlack’s ideal defensive pawn struc-

A wA.

ture is £7-g6-h5. White’s only chance
is ultimately to create a passed pawn,
and this pawn formation means that

White can only make one at the cost of

—
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several pawn exchanges. First he must
play g4, when Black can swap his h-
pawn. Then White will aim for {5, but

ntha nf n
anoucr pau 01 pawns disappears It

follows that once Black has achieved
this optimal set-up, White’s winning
chances are minimal. Thus if Black is
to play in the diagram, 1...hS! is the
right move.

If White moves first, then of course
he plays 1 g4!. While the resulting po-
sition is still theoretically drawn, there
is no doubt that in practice Black’s
task is rather difficult. Black cannot
prevent White from gaining a lot of
space on the kingside (£g2-g3, h4-h5,
etc.) and his defence is not easy.
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Endings with 3 vs 2 (and no passed
pawns) on one side are also drawn;
again the same principles apply. If you
remove the pawiis ol €3 and {7 from
the above diagram, Black’s safest first
move is again 1...h5!. White to play
could try 1 g4, but here his winning

chances would Uﬂly be very smalil.

We have already mentioned that piece
activity is extremely important in rook
and pawn endings (see page 92). A
rook on the seventh usually ties the
opponent’s pieces down to defensive
positions, while a king penetrating into
the opposing pawn-mass can make
mincemeat of them. Another point is
that a passive rook is very often per-
manently passive. Here is an example,
taken from Levenfish and Smyslov’s

classic book Rook Endings.
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At this point London conceded the
game. Chigorin gave analysis indicat-
ing that White could win and the posi-
tion has been subject to considerable
debate ever since. Levenfish and Smys-
lov gave the verdict that Black could
draw, but only with very precise play.

The white rook can range freely
across the fifth rank, while Black’s is
restricted to just three squares. First of
all, defending passively is no good.
White can move his king towards the
vulnerable a-pawn and the defence
eventually breaks down: 1.. Ha7 2 &e4
a6 3 &d4 Ha7 4 f4 a6 (or4..2d6 5
Bb6+ e7 6 2c5 Hc7+ 7 b5 Hcl 8
g5 5 9 Hxg6 Hf1 10 &xa5 Exf4 11
26 Hf1 12 b6 14 13 a5 Hgl 14 Hxf4
Hxg515a6 Hg6+ 16 b7 Hgl 17 Eb4
and wins) 5 b7+ 2d6 6 5 gxf5 7
gxf5 Ha8 8 Hb6+ e7 9 &c5 Hd8 10

H]\S and “nﬂnfts \'xnnc the

a_ ﬂQ\lIﬂ \ilhl]ﬁ
CLLING ¥V 11lVbW lJ

vV R11D Irll\l [«

retaining both his pawns. With his
pieces so actively placed, this means a
sure win.

Vaw nfta ~rh citniatinng it
V\lly Ul\.\/ll lll Du\vll au.uauuuo, L lD

better to jettison the weak pawn and
try to activate the rook, and here this
plan just about draws for Black. Note
tlant DInAl, sanzzot sandé Aalazre sFlan A1lAce.o
Ulat DI4aCR 111Udl 1HUL Utiay, 11 1iC dllUw)
White’s pieces to become any more
active before giving up the pawn, then
the game will be past saving The best

llIlC lb 1 au) 4 HKdD HL‘I"!‘ J @CJ
&f7! (another difficult move to find;
the king has the option to moving to h6
and g5 for a counter-attack against
White’s pawns, while being protected
from rook checks by his own f- and
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g-pawns) 4 Ha8 (4 Ha7+ &e6 5 a5 Had
6 a6 2e5 7 f4+ 2d5 8 Ha8 Ha3+ 9
212 Led is also a draw) 4...2g7 5 a5

YW AL LD oA

Sde U A =11V /7 1< kl.lylllg lU plcVUlll
the king’s entry; 7 a7 &g5 is a clear-
cut draw) 7...g5 8 f5 (8 fxg5+ fxg5 9
d3 &g7 is also drawn) 8...2g7 and
White cannot make progress. If White
plays a7 at any stage, then there is no
shelter for White’s king on the queen-
side. However, if the pawn stays on a6
then Black can safely take the g4-

pawn and return to a4.
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U. Andersson - R. Hiibner
Johannesburg 1981
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In this position White has a perma-
nent positional advantage in the shape
of Black’s backward c-pawn. Never-
theless, it requires a high standard of
endgame technique to convert this sin-
gle positive factor into a win.

23 g4

It is moves like this that are the key
to successful endgame play. It is not
just a random pawn advance but part
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of a well-thought-out plan for putting
White’s central pawn majority to use.
The obvious plan is to play e4 at some

ot vn t Far thic Whita nando tha crvem
D‘.asc, UUL AUL LD YY lutC uCGU.b ‘-IJU bup-

port of the king (note that the rook
should stay on the c-file to prevent
...c5). White could try €3, e2-d3 and

PRty PRy PR N

[Ilell C‘I- Dl.ll. Dldbl& LUUIU counier lﬂlb
plan by playing ...f5 at some point.
The move played not only makes it
much harder for Black to play ...f5, but
also opens up a second possibility for
activating the white king, based on
Hc2 and £g3-f4.

23...a5 24 h4 g6 25 Ec2 h6

After 25...£5 26 gxf5 gxf5 27 L¢3,
followed by &f4, White ties Black
down to the defence of f5, and then
plays €3 and Hg2, when his rook can
penetrate along the g-file.

26 g3 g5

This is Black’s counter- r\lan He

prevents White’s king occupying f4.
27 hS
It would be wrong to exchange on

n-< ac Rlaclk’c rr\nlr \xlnnlrl hn ina nNci-
ts A AJidviy U l}‘Jl’l

tion to occupy the h-file.
27...£6 28 A2
White now returns to the original

mlan Afnmlaviinag hic ina t~a A2 lhansranca

Plall 01 pla_y 1115 1ua kllls LU d?), vUvLvauow
the change in the kingside pawn struc-
ture has made ...f5 virtually impossi-
ble (if Black tries to prepare it with

gxo, then White playb ¢4 immedi-
ately)

28...2¢7 29 €3 2b6 30 Le2 Hc8
31 BcS

Of course Whiie prevens ..

32...He8 32 2d3 He7 33 e4 (D)
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White finally achieves e3-e4, and
gives Black a difficult choice. If he ex-

changes on e4, then White’s rook gains
access to f5 to attack the backward f-
pawn, while otherwise Black has to
defend the dS-pawn.

33..2d7

After 33...dxed+ 34 fxed He6 35 Ef5

c7 36 e5 fxe5 37 dxeS 2d7 (37...c5
38 ed c6 39 Hf6 2d7 40 2d5 wins

V777

easily) White can pursue a policy of
constriction, e.g. 38 ¥d4 &e7 39 b3

2e8 40 a3 Le7 41 b4 axb4 42 axb4d
Def 43 B3 e7 44 Ha3 and White’s

rook penetrates.

34 a3 Hd8 35 Hcl

White’s intention is to play b4 so as
ta mernvida fiirthar crimnnnet far tha +Anl-
w pxuvnu\.« AUl Uiivil DUPPULL 1UL UIV 1UUN,
but for the moment he simply waits
until the game is adjourned at move
40.

¥r b
F— alJ a
38 Hc2 Ed8 39 Hc1 Hd7 40 Xc5 2d8
41 b4
Now White undertakes positive ac-
tio

n.
41...axb4 42 axb4
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Black is in zugzwang.

42..Xd7

After 42...dxe4+ 43 fxe4, activating
the rook by 43...Ha8 is too slow, as
Black’s kingside pawns are vulnerable
and White would just play 44 Hf5.
Otherwise a rook move along the file
is the only possibility.

43 exdS

Exploiting the absence of the rook
from the first rank. Now 43...cxdS
loses to 44 Hc8, for example 44...f545
gxfs Hf7 46 Eh8 Kf6 47 Eh7! &c6 48
De3 2d6 49 Eb7 Lc6 50 Ha7 b6 51
g7, followed by Eg6.

43...Hxd5 44 2ed

Making use of the extra support for
the rook provided by b4.

44...2d8 45 d5 (D)

______ _
50,0 /// L ¥
&4 w
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White cannot penetrate to {5 as his
d-pawn is hanging, but once it has been
exchanged Black will be unable to de-
fend his kingside pawns.

45... He8+

45...cxd5+ 46 Hxd5 He8+ 47 215
He3 transposes to the game.

SECRETS OF PracticAL CHESS

46 2f5 cxdS 47 Exd5 He3

Black’s only chance is to counterat-
tack, but Andersson has everything
worked out.

48 xf6 Exf3+ 49 2g7!

This is the crucial finesse. Black
draws after 49 g6 Ef4 50 Lxh6

P S I |AE'I'\I/“IAE’\IH

Hxgd 51 g7 Exb4d 52 h6 Eh4 53 h7
a5,

49...2f4 50 Zdé6+

The point behind White’s last move.
He takes the h6-pawn with his rook,
and at the same time cuts the black
king off along the third rank.

50...2¢7 51 Exh6 1-0

White wins after 51...Hxb4 52 Hg6
Hxg4 53 h6 Hed4 (however Black
plays, he has to give his rock up for the
pawn within a few moves, for example
after 53..Hh4 54 h7 White threatens

Eh6, so Black has to take the pawn im-
mediately) 54 h7 He7+ 55 &h6 Hel

diiwNiial

56 h8¥W Eh1+ 57 g7 Hxh8 58 &xh8
g4 (58...b4 59 £g7 b3 60 Hxg5 2c6
61 Hg3 wins) 59 &g7 g3 60 &7 g2

(6N WA £1 Hv..q AL £D H,.t:\ 61
\UU...U"I' Ul As EUU V4L 55 }

Hxg2 &b6 62 Hg5 a5 63 Leb and
the white king is easily in time.

Minor-piece endings

This is really four endings rolled up in
one; knight endings, bishop vs knight
endings and bishop endings, with ei-
ther same- or opposite-coloured bish-
ops. A detailed coverage of each of
these endings is not possible here, so I
will concentrate on the most useful in-
formation.
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Knight endings
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Here is a common situation — the
knight is single-handedly holding back
a passed pawn. There are three possible
outcomes to such a struggle: either the
knight loses the battle against the white
king and pawn, and the pawn pro-
motes. Then White wins. Alternatively,
the white king cannot achieve more
than a perpetual attack on the knight;
then the result is a draw. Finally, it may

be that the knight can not only restrain
n dAn en whila 71

the pawn, but can do so while provid-
ing a continuous supply of spare tempi.
Then Black has time to advance his h-
pawn and win.

a Awnerr

ThC dlagl am pUBlllUll lb a araw. ThC
knight can prevent the pawn’s promo-
tion but without providing any spare
tempi: 1 2b7 Ab5 2 Lb6 ANd6! 3 Rc6
Ac8 4 &c7 Da7 and so on.

If the pawn is on a7 and the knight
on a8, then of course White wins by 1
Fb7.

Moving the other way, with the pawn
on a5 and knight on a6, the position is
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a draw since 1 &b6 again gives a per-
petual attack on the knight. If the
pawn is on a4 and knight on a5 then

WMlota Vcnc asrme

YV I1IL€ 10SCS €V 11 l.lC cail dlld.bl& LIIC
knight with 1 &b5 on the first move;
Black just plays 1...&g5 and when he
promotes on hl, White is prevented
from promoting on a8.

Now suppose that the pawn is on b7
and knight on b8, with Black to play.
The position is drawn by repetition:
neither side can deviate from the se-
quence 1...Da6+ 2 2b6 b8 3 Rc7
(3 £a7? \d7 would win for Black)
3...20a6+.

Now move the pawn to b6 and the
knight to b7. Black to plays wins by
1...4)a5, because the white king takes
far too long to make it round to attack
the knight (note that even 1 2d6 is im-
possible because of 1...2)c4+). How-
ever, White’s loss here was due to the
poor initial position of his king on c7.
If the king starts on c6, then the posi-
tion is a draw since 1...2a5+ 2 2b5

and 1. 5\AQ_L 2 cb,w both lead to repe-
ali\i /7 UULUL Ivaul (v IUPU
titions.

With the pawn on b5 and knight on
b6, it doesn’t matter where the white
lﬁi'ig is; Black alwa_ya wins since he
can generate an unlimited supply of
tempi. If White attacks the knight by 1
&c6, then 1...%Ha4 wins as before,
while 1 &c5 is met by 1...8c8, and 2
c6 fails to 2...2Da7+.

With a c-pawn, Black wins even
with the pawn on the seventh rank. If
Black’s knight is on c8, he can meet

&d7 by ...2a7 and #b7 by ...2e7,
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and the white king has to take the long
way round to attack the knight again.
Moving on to knight vs knight end-
ings, the most important point to note
is the devastating effect of an outside
passed pawn. The knight is such a
short-range piece that if it is prevent-
ing the advance of a passed pawn on
the queenside, then it cannot exert any
influence on the kingside. Thus the
side with the outside passed pawn will
be effectively a piece up on the other
side of the board. Knights are particu-

larly ineffective against rook’s pawns:

,,,,,,, GO T
) " m mem
BOBAMAR
Tl
SR /
¥

= /

_

S. Dolmatov — A. Beliavsky

rric L non
UOO[\ \,numptun.)rup, uue.mu 1707

Here Black is fighting against two
rook’s pawns. Despite material equal-
ity and the small number of pawns,
White has a winning position.

57 ©d4 Daé6

White is normally happy to swap
his h-pawn for Black’s f-pawn, since
his king will then be faster to reach the

SECRETS OF PracTticAL CHESS

queenside. Thus after 57...2h5 58 £¢3
a6 59 Dxf5 Lgd 60 De3+ Lxh4
White wins by 61 &xd5 @gS 62 fcd

e £79 Ave P\LO 24 F\L
=wlo 00 wDOo ‘21D0 U4 ‘LlD‘I- Wﬁo 03

&c6 Nd7 66 ab. The line 57...f4 58
Pe2 h5 59 &f3 Sxhd 60 2xf4 is
similar, for example 60...&h5 61 eS
g6 62 2d6 L7 63 c5 Dab+ 64
b6 Qb8 (or 64...80b4 65 Lb5) 65
b7 Dd7 66 £ b3.

58 De3 A5 59 2f4 Nd3+ 60 Se3
b4

If Black repeats by 60...4c5, then
White continues 61 3 2f6 (61...2h5
62 &f4 g6 63 Re5) 62 hS Lg7 63
0\d4 h6 (63...216 64 h6 Lgb 65
Dxf5) 64 Lf4 Txh5 65 Lxf5 winning
ag in the nreviong note
as in the previous note.

61 214 Hd3+ 62 2£3 Db4 63 De2
216 64 Nf4 d4 65 e2 Sf7

Not 65...&e5 66 Dd3+.

66 ab.n dbm 67 db.n /D)
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Black is in zugzwang and must go
back with his king.

e A om oo PN A

67..217 68 DeZ

Now the d-pawn is lost.
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68...2g6 69 Nxdd4 f4 70 Le2 LhS
71 13 Pxhd 72 Lxf4

This D+A vs &) ending is a simple

72...@h5 73 Des5 g6 74 2d6 f7
75 2c5 Dab+ 76 b6 Db4d 77 Hc6b
Nd5+ 78 b7 Le6 79 a6 <§d7 80 a7

, PN a
D7 81 Des5+ 2d8 82 Hicd Has 83

Nb6
White avoids the trap 83 ©xa87?

&c8 drawing.
83...2¢7 84 &c6 1-0

The relative value of the bishop and
the knight is a familiar topic in every
nhaee of the game, and the basic prin-
c1ples are the same in an ending.

On average, a bishop is worth a lit-
tle more than a knight. A bishop is at
its best in an open position with a fluid
pawn structure. Pawns fixed on the
same colour as the squares on which
the bishop moves are an obstruction;

thp more cur‘h paulne PX‘ISI, the more

restricted the bishop is and the weaker
the squares of the opposite colour.
Knights favour blocked pawn struc-

tnrac nd lLilka gtahla vitlnarahla
lul \JD allu lll\\/ DLaUlU, lll V ulll\ll aUlU

squares on which they can settle with-
out being disturbed by enemy pawns.
A typical such situation arises when a

PR

Lo tha £ ~F
l\.llléllt uLLupivs LllC aqua.lc lll llUlll O1

an isolated pawn, as in the following
diagram.

We will not discuss this very com-
1 mndad A A mnan n Sm b T Vo
plcdicd Ciagdiig 111 dctall 11CIc. wapa-
blanca, who was one of the greatest
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endgame players of all time, just about
managed to save the game, but I would
doubt my ability to do likewise! He
adopted what is undoubtedly the cor-
rect plan, namely to avoid allowing
any more pawns to be fixed on light
He therefore played ...b6,
...a5,...8d7 and ...f6, and waited to see
if White could make progress.

It is worth noting that if Black had a

dark-sanared bishon. then the nosition
“ tl Vll WA AN P

sqauares
SHRaEISS.

would be a comfortable draw. If, on
the other hand, Black had a further

pawn weakness, for example the pawn

n h7 were on hS& (en ﬂnnf Whita ~AnnlAd
Ull WU/ VWAV VLl UJ \O wiiat vy lut\l \-«UU L ¢ 3

fix the queenside pawns by playing
b4), then he would be lost.

It is worth adding one point which
applies particularly to the endgame.
Bishops prefer positions with unbal-
anced pawn structures. If both sides
create a passed pawn, a bishop can sup-
port the friendly passed pawn while at
the same time holding up the enemy
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passed pawn. Knights, being short-
range pieces, have to be committed to
one or the other task.

rlayefs often underestimate the ad-
vantage which is conferred by having
a bishop against a knight, even in posi-
tions with symmetrical pawn struc-

tures.

V ///
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I suspect that many players would

handA a Ae hat 1
vanaon ulC PUDluUll as a \uaw, outl lll

the game White won. Ilin¢i¢ anno-
tated his game in both Informator and
the Encyclopaedia of Chess Endings,
claiming that the diagram position is
actually winning for White. As we
shall see, this claim is rather far-
fetched, but it is true that White’s ad-
vantage is sufficient to justify playing
on.

26...2g8 27 ©d2 17 28 Le3 Leb
29 R¢3 g6 30 ed

White has two very slight advan-
tages: his bishop is better than the
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knight in this open position, and his
king is slightly more active.

30...h5

There is nuﬂ‘u‘ﬁg wIong with this
move. It allows a possible penetration
by the white king via f4 to g5, but in it-
self this is not dangerous as the simple
reply ... 217 secures the kingside pawn
structure.

31 Kel De5 32 22 (D)

White aims to provoke a pawn move
on the queenside, so as to provide a
possible entry route for White’s king

on that side also.

3>
4 /// 7

| | /ﬁ%x/
. A A

v ey o

4 %/% 7

i3 @//&ﬁ
// /// =

32..2c¢4?

This leads to an exchange of pawns,
which helps the defender, but allows
the white king to occupy the fifth rank,
which is a far more important factor.
Ilin&i€ gives 32...a6 33 2d4 Hd7 34
£.¢3 but stops here with the claim that
White is winning. However, Black can
just move his knight, meeting 35 &c5
by 35...2d7+, and further progress is
not easy.

33 Lxa7 Hxb2 34 ©d4 2d6

o

\\
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Certainly not 34..2f5? 35 &c3,
winning after 35...23d1+ 36 &c2 or
35...2a4+ 36 ©b3 b5 37 b4,

22 Ar0., .o
J SLDOT WU

One of the problems facing the side
with the knight is that a ‘race’ situation
normally strongly favours the bishop.

L & PSS V- NL e L BVe 2V V'
nere J5o.. WLO .30 ‘ét:) "LIL‘-H' D/ =10

Axa3 38 2xgb Ded 39 PxhS5 bs 40
L4 b4 41 2g6 b3 42 Lcl b2 43
£ xb2 Hxb2 44 h4 wins for White.

36 2c5 2d7

Black also cannot afford to let the
white king get at the b-pawn, e.g.
36...2f5 37 2b5! ed 38 ad e3 39
a5 2f2 40 Re5 Dd3 41 L.d4+ 2xg2

42 ¥b6 and wins.
37 &ds

By now Black is in serious trouble.

White’s main plan is to cover e7 with

his bishop and then play e5-6.
37..)d3 38 293 5)b2 39 Lel HNd3

40 2d2 9Hb2 41 h3 (D)

........ /M%M%,
B%}%g/ .
» %77
_ /g%y%t
M%/%y% %
%1/”% A
& g8 AT
B B R

41..%d3

.

Ny | Aﬂ A _rg,
All(‘:l"u WCI 4o MEgOT

5
wins by 43 e5 Dcd+ 44 2f6 Dxa3
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45 Lxgb Deb (45...b5 46 LxhS wins
as in the note to Black’s 35th move) 46
xh5 Rf7 47 Lh6! g8 (or 47...b5

AQ LT LA AQ ~A L2 EN D A1 DN A &1
40 Wil/ D4 47 £4 DI OU &.Cl “Z2ICa4 01

g5 He5 52 hd Hgb 53 h5 D+ 54
2h6) 48 2g6 b5 49 hd Hcd 50 ££6 b
51 h5 b3 52 he.

AN AL LD
4L a4 VDO,

This loses straight away, although
the position was in any case very diffi-
cult for Black. After 42...2b2 43 a5
Nd3 44 Ke3 PDel 45 g3 Dd3, White
continues 46 £d4! £b4 (46...2Del 47
De5 De7 48 Lg5+ 27 49 d6) 47
&e5 and Black cannot play 47...2e7.

43 Re3 b2

43...2c7 44 Feb is also an easy
win.

44 2 xb6 Pxad 45 L.d4

The knight is trapped and can only
be rescued at the cost of both Black’s
kinoside nawns
kingside pawns.

45...h4 46 DesS De7 47 $f4 Seb
48 g5 2d5 49 K12 Hb2 50 L.xhd
Adl 51 2xg6 el 52 g4 Led 53
L5 Ded 54 216 Del 55 g5 2f3
56 £.d4 1-0

Bishop endings

Considering the case of same-coloured
bishops first, the outside passed pawn
is again a very powerful force, even if
not quite so effective as in knight end-
ings. I would therefore normally ex-
pect endings with 3 vs 3 on one side
and an extra outside passed pawn on
the other side to be winning, although
if the passed pawn is not too far away
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from the remaining pawns there is a
small chance of a blockade.

With all the pawns on the same side,
a 3 vs 2 or 4 vs 3 ending with fluid
pawns should normally be a draw.
Since bishops are heavily influenced
by fixed pawns, one of the most im-
portant questions is how many pawns
are fixed on the same-coloured squares
as one’s bishop. The more there are,
the worse it is, all the more so in that
the opponent’s bishop will automati-
cally be a ‘good’ bishop. Two pawns
fixed on the same colour as one’s
bishop may be a fatal weakness, espe-
cially if they can both be attacked si-
multaneously by the opposing bishop.
This completely immobilizes one’s
own bishop, and zugzwang may not be
far away.

k’ (%4
are often quite tricky because many of
the principles that apply in a wide
range of endings break down in this

Hara ara gcnma nf tha mnqn Asffar
vaau L1AUVLI U Al U DVUILLIV Ul LIV 1iidlll JUlliuil -~

ences:

1) Material advantage is less im-
portant than usual. Endings with one
€xira pawn aic uauauy drawn. Even
two extra pawns may not be sufficient
to win. For this reason reduction to an
opposite -coloured bishop ending is
often a useful uxawnug resource in a
desperate situation.

2) What is important is the ability
to create passed pawns. If you can cre-
ate two passed pawns, then you have
good winning chances. Connected
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passed pawns are better than passed
pawns with only one file between
them, but two widely-separated passed
pawns are best of all.

3) If you are trying to draw an
opposite-coloured bishop ending, then
it is better to have your pawns on the
same-coloured squares as your bishop.
This is practically the only type of po-
sition in which this reversal of the nor-
mal principle applies. The reason is
that your drawing chances depend on
setting up an unbreakable fortress.
Everything has to be defended, and a
pawn which is capable of being at-
tacked by the enemy bishop will just
drop off.

Here are a couple of examples illus-
trating these principles:

7L 7 wan 7777 %

a P KR
W,/,x //2.% /
/// A& %//w:&
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Y. Piskov - J. Nunn

Bundeslzga 1992

\\

NN

Z

Black is in a difficult position be-

CaudC Illb Klllg lb more CXPUSCU VV [lllC
there are still heavy pieces on the
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board, the opposite-coloured bishops

pose a particular danger for Black.
37 &16

mantAnimy eradba 10 e W-.

T}‘ucawulus maic in two. J I BAUg
is no defence because of 38 Wh8+
&7 39 Wo7+ e8 40 WeT#.

37...Whs!

This is the safest move. Even though
Black loses two pawns, the resulting
opposite-coloured bishop ending is a
clear draw. It is possible that Black
might have got away with 37...2f7 38
Bb7 Wxf6 39 Exd7+ He7, but the ad-
vantage of opposite-coloured bishop
positions is that if they are drawn, then
they are usually completely drawn.

38 Wxh5 gxh5 39 Exe8+ £.xe8 40
Le7 286 41 L xc5 2f7!

Not 41...82.d3? 42 d6 Rf5 43 Lxa7
and White obtains three passed pawns.

42 2.xd4

After 42 £xa7 £bl1 43 a4 d3 44
12 2 a2 Black wins one of the white

pawns, again with an easy draw.
42...a6

Threatening to win a pawn by means

of ...&d3 followed by ...&c4.
43 a3
White has two extra connected

nrt
passed pawns, and if he could support

them with his king then he would be
winning. However, his king is too far
away and by attacking the pawns with
hio hiclhnanm DlanAl ran FAaraa thama tA ad

1110 UlbllUl), LIAVN vaAdll 1ULLU LLIVLLL LU dau~
vance to dark squares, when it is easy
to blockade them. The defender must
keep his pawns on the same-coloured
amirneman oo hio liol e lawvad ¢lae ncnca 2t
SHualtsd ad 1D UIsSIIUpP, bul ulc UPPUBH.C

holds true for the attacker. He must try
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to avoid the blockade of the pawns,
and so they should occupy squares of
the opposite colour to his bishop. This

anm o an 2y

uauauy HICAIld uldl Lllﬁy must UC UC'

fended by the king.
43...82d3 44 ¢5 Rc4 45 d6 2e6 46
212 2d7

The blockade is set up. The a- and h-
pawns can be defended by the bishop,
and the passed pawns are totally im-
mobile.

47 g3 K.e6 48 hd 26 12-1
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game I played in a simultaneous dis-
play during 1977.

Black defended the g-pawn in the
I\.‘\]‘I A 942244 ﬂl\ﬂﬂ;l\lﬂ ‘\" lnonrl;v\n ""l\ﬂ IQA
viily Way PUDDIUIU, Uy lanUllls 1UL 11,

1.8l

At first sight this is a dead draw. If
White’s king attacks the g5-pawn,
than Diaal wlace DhA and wraitc
L1ivil Dlauvi Playb ceculln It AlIUl WALL
with his king, while if White’s king
approaches the c-pawn, then Black’s
bishop is freed and so he can just keep
his king on c7. This is in accordance
with the principle that you need two
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passed pawns to have a chance of win-
ning an opposite-coloured bishop end-
ing.

2 &f6!

White’s plan is to force the bishop
to h4 and then play g3. If Black replies
...&xg3, White continues ®xg5 and
has his second passed pawn. If Black
replies ...fxg3, White plays £.g2 and
the black bishop is imprisoned. When
the white king approaches the c-pawn,
Black will be forced to release his
bishop by ...g4, again giving White
another passed pawn.

However, this plan must be imple-
mented accurately. After 2 2f5 £h4 3
g3 fxg3 4 Lg2 d6 White experi-
ences certain difficulties. He cannot
move his king to f6 or e4 and after 5
g4 2c7 he is not making progress.
In fact, this is very much like a king

and pawn ending, since both sides can

only move their kings (if White moves
his bishop, then ...g2 draws at once).
White can try to exploit the fact that d7

‘;C nnt Q‘Iﬂ;lfjl\lﬂ “‘{\‘l‘ n]')(\II’O lf;ﬂﬂ "\I’ <

40 11V AAvAalilidUlv AV iavin o Mllé U] 7

g6 Le6 6 2h7, but his subtlety is to
no avail: after 6..%e7 7 g7 e
White cannot ‘by-pass’ by 8 &f6.

Th\.« k\/y 10 lU lUDU a lULU.lJU ve f
the bishop arrives on h4.

2...8h4 3 f5 d6

White has lost a tempo and now the
g p lan works.

4 g3 (D)

4...fxg3

After 4...&xg3 5 &xg5, the win is
still not straightforward as Black has a
possible drawing plan of covering c7

SECRETS OF PRaCTICAL CHESS
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with his bishop and running to h8 with
his king. Then it will not matter if
Black has to surrender his bishop for
the c-pawn, as he has a ‘rook’s pawn
and wrong bishop’ draw. However,
White can win by 5...2e1 6 h4 e7 7
hS5 and now:

1) 7...8c3 (using the bishop to hold
back the h-pawn, but the passed pawns

tn wnrll Q hA

LUL uuo (29 WU nyonv

2d6 9 h7 £.e5 10 2f5 Kh8 11 &xf4
£b2 12 2f5 L¢3 13 g6 Le7 14
£d1 £b2 15 L a4 (threatening 16 c7)

\\\\Q

T vye oW
//// %// /////.iZS/

ara tnn for onorf far thic
AlWw LUV 1Al ‘I.l.l

15. (b"l‘ 16 C%)f’;’ ‘v‘v'iﬂﬁiﬁs the bxahﬁp
for the h-pawn.

2) 7..2a5 8 ©g6 L8 9 £d5 (of
course White must prevent ...&g8 at

all A M 1INLL M 11 1.7 £1W 1
ail uuua) 7 g310h612 11 n/1ii1sg 12

h8W+ £e7 13 WeS+ &8 14 Wd6+
Le8 15 Wd7+ 2of8 16 Wg7+ Le8 17
K7+ £d8 18 c7+! Lxc7 19 Wis+

AT AN A LOQ . citninten s dla o
&4/ .U Xeo+ winning tne queen.

58g2

Black is in zugzwang and must go
back with his king.

- e S Py |

Qe =mC/

Or 5...2¢e7 6 Les.
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6 Les g4

Otherwise the king reaches d6 and
that would really be Black’s last chance
to play ...g4 before White promotes
his pawn.

7 hxg4

White wins easily by supporting
the passed g-pawn with his king.

It is worth noting that Black only
loses in the diagram as he cannot de-
fend the g5-pawn from d8 or e7. If his
king were on the apparently inferior

square b8, then 1...2a5 would draw.

I must emphasize that the special
principles mentioned above apply
only to pure opposite-coloured bishop
situations. As soon as extra pieces are
added to the equation, normal service
is resumed. Many players assume that
endings with rooks and opposite-

t‘{\]ﬁll‘l“ﬂl’l 10]’\{\1‘\6 are lel\
VUL WA Vio1lV P (e X 8

as pure opposite-bishop positions, but
this is not so. An extra pawn in an end-
ing with rooks and opposite-coloured
bishops normally confers good win-
ning chances; adding a pair of knights
is similar. If even more pieces are
added then the attacking potential of
opposne -coloured bmuupa starts to

come into play, and then one cannot
talk about a drawish influence at all.

t ac rlrcnnn
T AIlIIUDL Al uL

Queen endings

Queen and Pawn vs Queen

147

most common in practice (the most
common being rook and pawn vs
rook). It is also by far the most compli-
cated, so much so that it has proved too
daunting for the majority of authors
and very little has been written about
it. Before the advent of the computer
database, Averbakh provided the best
coverage. However, the complexity of
the ending was only emphasized by
the fact that his seventy pages of
analysis dealt almost exclusively with
certain simple cases of the pawn on
the seventh rank.

Now that the oracle of a perfect da-
tabase has been constructed, one would
have expected someone to provide a
far more detailed explanation of the
principles behind the ending. How-
ever, the database has revealed that
Averbakh'’s efforts only scratched the

veneer nf thic andin nd mnoct nft
veneer o1 tius vuuuls ang most o1 uu.«

real work remains to be done.
I suppose I could stop here with the
comment ‘nobody understands W+A

wo m, et thic A~ a 13¢tla nl\l‘l
v sy UUL lll.lD UU‘JD DCUIII a 1ILLIV VU W

ardly.

The first point to make is that if the
defending king is in front of the pawn
then the position is almost always
drawn. There are exceptions in which
a winning exchange of queens can be
forced, but they are very few indeed.

Thus the only interesting case is
when the defending king cannot move
in front of the pawn. Dealing firstly
with the a-pawn, this not surprisingly
offers the fewest winning chances of
any pawn. The diagram below shows a
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typical situation with the pawn on the
sixth.
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We will display several diagrams of
this type, the aim being to convey a

great d deal of information in a visual

AANJARARRAVAVIL

form. The various stars indicate the re-
sult when the black king stands on that
square. A white star indicates that the

posltion is a win with White to move,

but a draw with Black to move. A black
star indicates that it is a win whoever
moves first. Unmarked squares are

Aensxr

drawn whoever moves first.

In the case of squares that are under
attack by White, then the position is
only legal with Black to move and a
black star indicates that it is a win; no
star indicates that it is drawn.

A few positions are illegal because
the kings stand next to each other;
these are also unmarked.

Readers should note that we take no
account of the 50-move rule in our dis-
cussion. With optimal play, some of
the positions are drawn only because
of this rule, but who is going to play

SECRETS OF PracTicAL CHESS

optimally over the board? Our objec-
tive is only to establish some general
principles helpful in practical play and
for this the 50-move rule is not espe-
cially relevant.

This diagram already reveals many
of the important principles governing
W+A vs W. We can ignore the ‘special
case’ squares a7 and a8, which are
only marked because White to play
can mate in one. There are basically
two drawing zones. One lies near to

the pawn and these squares are drawn
because with the enemy kmg so close

to the pawn, Black can very often ex-
change queens and catch the pawn with
his king. Virtually all W+A vs W posi-
tions (except those with the pawn on
the seventh) have such a zone, which
we call the proximity zone. When the
black king lies in the proximity zone,

White 1c rpefﬂptprl in hic attemntc tn
YY ARALNWY AWUOVLAWLWNL 111 1110 “Utvllly‘o v

avoid perpetual check, as he can only
interpose his queen in favourable cir-
cumstances. There is a popular myth

that whan dafandine Wi A ve W it ic
uuu. Wll\.«ll uuxuuuxus BT (O VD E, AL 1D

always best to have your king as far
away from the pawn as possible; as we
shall see, this is true only in certain
circumstances.

The second drawing zone is in the
lower right-hand corner, i.e. diago-
nally opposite the pawn. White’s main
weapon in preventing perpetual check
is to interpose his queen in such a way
as to force the exchange of queens, ei-
ther by checking or by pinning the en-
emy queen. When the black king is
poorly placed, for example on 7, then
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there are many chances to achieve this
and Black’s options are consequently
restricted. White can set up a position

PP A rem

th Laal w k7 ~
Wlul Nnis Rlilg Uil U/ auu LIUCCII On Co.

Then 1...We7+ is answered by 2 Wc7,
1.. b4+ 2 c8 W8+ 3 Lc7 ends the
checks, 1...¥b3+ 2 &c8 and 1...Wb1+

’6’\‘ _‘-_ P P NS
L a8 llKCWle T IlC lUUgIlUbl LHCLK o

meet is 1...Wb2+, but even in this case
White can manoeuvre so as eventually
to force Black to give one of the infe-
rior checks mentioned above. In the
end Black’s checks dry up, and White
can push his pawn. This problem af-
flicts Black whenever his king is in the
top right-hand corner. The lower left-
hand corner is also not ideal, but this
largely depends on Black’s queen po-
sition. If Black can occupy a good
square with his queen, then this is suf-
ficient to draw. The bottom right-hand
corner is the best of the distant areas;
White has very few chances to inter-
pose with check and so Black has few
problems drawing.

:
While much of the play is governed

by general principles, there are a few
anomalies. The isolated loss with the
black king on h3 (when 1 Wd4! is the

Anlu ginning mAua

Ulll_y Wlllllllls 111V V\v} ID ha.ld LU Chplalll,
as is the loss with Black to move when
his king is on c2.

The point about the two drawing
zones is emphasized if we imagine
the black king starting somewhere on
Black’s fifth rank. With the king on
d4, the only drawing move is 1...2d5!,

UIllCIlIlg lIlC pIU)UIIllLy LZOUIIC. W[lCIl
the king is on h4, the only move is
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1...2&g3! (although it would be amaz-
ing if anyone realized over the board
that 1..2h3? is losing) If the king

bttt e aA Lhncae 2o A N

dStdld UIll C4, tneérc is a LIlUle UCLWUCH
1...2d5 and 1...2f3, but I would al-
ways go for the proximity zone if pos-
sible, as the draw is far simpler.

Summing up, the proximity zone is
the best location for the black king,
then the bottom-right corner, then the
bottom-left corner. The top right cor-
ner is by far the worst.

If we move the pawn back to a5, the
drawing zones exnand enm‘mmmlv

///
% /// %///////%(Q///*/
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/@////////
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The lower-left squares are marked
only because White has the possibility
~Ff mnq 1 FArnina an 1mmadiata aw
Ul s8a4aJT, LUlbllls all 1iiiiiivuiatvy VA
change of queens, so we can fairly say
that Black is only in danger if his king
is in the upper-right corner.

We can sumimarize Uy Sa'y'iﬁs that
with an a-pawn, the pawn needs to be
on at least the sixth rank in order to
have decent winning chances.

ATt macsemeatanlos 1o slas L ceezren ~fFans

INOU SUIpPLISINEly, UIC D-Pawlil ULILVIS
far more winning chances. There are
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two main reasons. First of all, the
white king has the squares on the a-file
to aid him in his efforts to avoid per-
petual check. Secondly, an exchange
of queens is much less likely to lead to
a draw, even when Black’s king is quite
close to the pawn, so the proximity
zone is much reduced in size. Here is a
typical case with the pawn on b6 (D):

%*%*%*@
%*%,%,
%k k

SR xR KK

WK * kK
T I . e A e T e

W
*%*%*%*W

bt Lkl

We can see how vastly different this
situation is. If White is to move then

he wins no matter where Black’s king

e lanatad With Rlasl- tA nlav tha
10 1UvalvAl. vy uu LILAVA W lua_y UI\.«LU isa

small drawing zone in front of the
pawn, and a slightly larger one in the
bottom right-hand corner.

With tha smnwxrm A L Whita’a s
\AJ ].l.l.l Lllc l}anl Ull UJ YV 111U D Wlll"

ning chances are of course less than
with the pawn on b6, but still greater
than with the pawn on a6 (D):

Here we see the familiar pattern
emerging, but with some differences.
The proximity zone is much smaller
than with the a-pawn' it includes all

uw qudICb lIl IIUIIL Ul lllC deIl DUL
little else. Black can draw with his

//// /
#% 1
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king on certain d-file squares, but
only if it is his turn to move, and even
then the draw requires great accuracy.
With the king on d8, Black’s unique
drawing move is 1..Wgl!, with the
king on d7 again there is only one
move, 1...Wh1!, and with the king on
d6, 1...Wd5! is the only saving possi-
bility.

Thn

Ara“nnn 7nne in the hottam
vy 11‘-6 LU 111 VI UUWWULLLET

right corner is relatively large, and it is
clear that against a b-pawn, if you can-
not bring your king in front of the

man than thigc ic tha aran tAa hand fA
Panl, Lll\all uuo ID uiv ailva w uvau lUl.

We do not give the details in the case
of the pawn on b4; the situation is
somewhat similar to that of the pawn
on a5, i.c. White can only win if the
black king is near to the top-right cor-
ner.

To summarize, with a b- pawn the
paWu bllUUlU UC on dl lCdbl l.llC llll.ll ldll.l\
to provide good winning chances.

The c-pawn provides the greatest
winning chances of any pawn. One
reason is that the drawing zone in the
bottom-right corner disappears when
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the pawn is on at least the fourth rank,
so in this case Black is left only with
the proximity zone.

The situation with the pawn on c6
needs no diagram, because Black is
losing except if his king is in front of
the pawn. When the pawn is on c5, the
(]l'anllg chances are stiil very Sllffl,
except if the king is in front of the
pawn:

% %*%*%

e ///
7///%/////%// /////// /
BB %*%*
Y L x % K
f% %éégié(’254//
b la e s

*// /*g*%

// //

Even with a pawn on c4, White’s
winning prospects are surprisingly

annds
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It follows that if you have various
methods of liquidating to W+A vs W,
the c-pawn is the one to go for. The de-
fender’s Oi‘uy chance is to U11ug his
king near to the pawn, but even with
the pawn as far back as the fourth rank
there are still good winning chances.

bCHU’dl pawns OIICI slgmucanuy
fewer chances than with the c-pawn.
Once again, there is no distant draw-
ing zone and the defender should have
his king somewhere near the enemy

pawn. Here are two typical diagrams:
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In the second diagram the drawing
zone has expanded considerably and
encompasses quite a large part of the
board. The Squarc a4 is rather anom
lous (White to play wins only wit 1
cs).

Just as with the c-pawn, the defend-
ing king should be as near to the pawn
as possible. It is worth noting that it is
much better for the defender to have
his king on the short side of the pawn

than the long side.

Just as in the case of rook endings,
queen endings with an extra outside

nassed pawn are relativelv common. It

| dd LA Vi y NJALARRAENI L,

is hard to say whether the winning
chances are greater or less than in the
case of rooks. Objectively speaking, I

c1CNo r\f that thav chnnld he araater hat
DUOP\JU ulat tll\/] LIV UILIG UV sl\iu‘l-\dl., vuL

there are far more chances for things
to go wrong with queens on the board!
The main danger is that of perpetual

rhanls cn bing ofaf‘y
Ull\a\.d\, DU Nlllg salvi

factor.
Unlike the corresponding situation
with a rook, a queen is capable of

F 22 tha 2 an

DllCPllCldllls a lJClW 11 l.U Lllc lJlUlllUuUll
square all on its own. Suppose, for ex-
ample, White has a passed pawn on b4
supported by a queen on bl, and that
Black has blockaded the pawi with his
queen on b5. If the queens were re-
placed by rooks, then the pawn could
not advance without either zugzwang

or I.llC dppﬂ)db[l Ul Wl’lllc S Kl[lg Wll.[l
queens, however, White can continue

1ic an tmnanrtant
10 aill lllPUl. Lalll.
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Wb3-c3-c5 and drive the enemy queen
away. The pawn can then be advanced
and, if necessary, the manoeuvre can
be repeated all the way down the
board.

This would be the winning tech-
nique in the case that the kings are on
the kingside and White’s king is safe
from perpetual check. Note that we
are assuming that Black cannot ex-
change queens. This is normally a safe
assumption, but there might be cases
in which Black could swap on c$§, take
the c-pawn with his king and return to
the kingside in time to save the game.
In that case White might do better to
play Wb3-a3-a5 in order to advance
the pawn. The problem with this is
that it badly decentralizes the white
queen, and while the queen is away,

Black’s own queen can take up an ac-

tiv ve ot ooinn hi
LAV PUDL, lll\vl\d“ A1,

3

D

N
"

perpetual check.

If the white king is not safe from
perpetual check, then the win is much
mnra anmalicatad Findand it 3 [ Yo V-0
J 9LV ) QW vuuxyuvatcu, 1l 111UV AL 1D PUD
sible at all. The plan is again to try to
push the pawn using the above ma-
noeuvre, and when the black queen
atavrto Ahanl e~ tlan exrhhztn Liea~r «xrsll
otaltd CIICLAILLLE, UIC WIULWLC Aldllg Wilil
run to the queenside, where his pawn
and queen stand ready to provide shel-
ter. It is important to bear in mind that
A b o L X L. 1. O .. al.
d DAlTage Ol IdldOll CIICCKS 110111 HIC
enemy queen very rarely amounts to a
perpetual, provided that one’s own
queen occupies a central position and
there is at least one pawn for shelier.
Therefore White should have no
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hesitation about running with his king
to the queenside. Here is an example:
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G. Kieninger - E. Eliskases

German Championship,
Bad Oeynhausen 1938

It is Black to move and he first of all
brings his queen nearer the centre with
oain of time
gain of time.

49..Wc2+ 50 g1 Wdl+ 51 g2
We2+ 52 2g1 Wel+ 53 g2 We2+ 54
gl c4

Rlacl hag ar

1 o
Ul“\vl\ 11CA0 AAwiliw Y

checks and now takes the opportunity
to push his passed pawn. This allows

White to start his own barrage of

rhan hiit Rlasl-?c Lin ntyy_
VIIUUM, UUL UIa\ul\ D Mlls \'au valltu

ally evade the checks by moving to the
queenside. One unusual feature of the
position is that Black is prepared to
leave his h6-pawn undefended. Nor-
mally, every pawn has to be protected
to avoid being gobbled up by the en-
emy queen, but in this special case the
possibility of ...
direct defence.

WV i smemcridac am L
B2CoT proviacs ai iii-
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55 Wg8+ &f3 56 Wg3+
Black wins after 56 Wf8+ &ed 57
Wxh6 We3+ 58 Wxe3+ &xe3.

EL AW . Has 2o Wag,
QVeee SR O/ E’g“‘i‘ = U4 JO HUUT

Once again the h6-pawn is invul-
nerable.
58...&¢3

A P4P8 N

will a Sllgnuy UIHercnl Vel'SIOIl OI
the same idea: 59 Wxh6 Wd1+ 60 g2
Wd2+.

59 Wa3+ 2d2 60 Wa2+

Or 60 Wb2+ and the checks run out
after 60...&d3 61 Wbl+ 2d4 62 Wb6+
c3 63 WaS+ (or 63 W6+ Lc2 64
W5+ &d2 65 Wd5+ transposing)
63...2d3 64 Wf5+ (64 WdS+ £c2 65
W5+ 2d2) 64...2d2 65 Wd5+ Rcl,
for example 66 Wc5 Wel+ 67 g2 c3
and the pawn edges forwards.

60...2d3 61 Wa6

Realizing that there is no perpetual
pnl{ White decides to halt the pawn ’s

advance by pinning the pawn: th1s is
also a typical motif in queen and pawn
endings.

&1 hS

U heeelld

As a matter of fact, this position
would be a win even without the h-
pawns, but their presence certajnly

manlrac Nlansl-?q ol- Whita hag

INAxKcs Ulabl\ o I.abl\ Bllllplcl \AJ ll.I.LU 1ad»
no threat, so Black simply creeps for-
ward with his h-pawn. When it arrives
on h3, White will have mating threats
to contend with in addition to the
passed c-pawn.

62 Wb5 &¢2! (D)

The immediate 62...h4 would be a

A WLt DAA LA
uubtam: because Ul UJ =01l T =d4 64

Wb6+ Lc3 65 Wie+ d2 66 Wdd+
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and the h4-pawn is vulnerable. It is
true that Black’s position is so strong
that he might win even after losing his

Py Y N

[l dell, UUL UHUClbldllUdUly llU UUUD
not wish to test this theory.
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63 Wad+

White must start checking, as Black
threatened to check on g4 and then

////////

%
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63...2d2 64 Wa2+ 2d3 65 Wa6?
This makes life easy for Black as

his h-pawn is able to advance another

aaaaaaa g \mrkm_ wanld hav

‘ T O Appararl
5{juadi€. VO W U1 T

WUUIU 11Aave Ullvivu

more resistance, but Black would es-
cape from the checks in the end:
65...2c3 66 Wal+ b4 67 Wbl+ 2c5

£ Wreg, cbaa £ WA, rc0 Weg
O ELJ'I‘ = U U7 EUI'T' \U? BIUT’

We5 70 Wb6+ c3 and 69 W4+ &d3
70 Wis+ Wed 71 Wl+ 2d2 72 W2+

&d1 also win for Black) 69...&c¢3 70
1 W

W7 hH.n 7 ~L s AN 1Y Wacs .
EgIT =isL /71 EBU‘T wlUsL /4 BUUT
Wd3.

65...h4 66 Whs

After 66 Wd6+ Black wins as in the
ity it L N A LAW_ 2 AN
prcvmm 1NULC. VO...=wCL U/ E’g()"l' A (V4

68 Wd6+ Wd3.

SECRETS OF PracTticarL CHESS

66...We3+

Black decides to improve his queen
position before advancing the c-pawn
further. If Black plays ..
start to take care about possible stale-
mates.

67 2f1 Wi3+ 68 gl Wgd+ 69
Si2

Or 69 2f1 &e3 70 Wc5+ Wd4 71
We7+ Wed 72 Wc5+ 2f4 73 Wd6+ (73

Wc7+ g4 74 WeT7+ &h3) 73...Lgd

and the checks run out.
69...Wd4+ 70 &f1 &d2 (D)
been a little quicker.
% 7 y
AN = &
% w
e
v e
oM War, 74 Her Wrea, 12 a1 c3
- ila ECJT I =11 EIJT ID =Rl Ly
the pawn gradually advances. White
can give several checks between each
76 Wa5s
The alternative pin 76 Wb4 loses
h3 79 Wd4+ (79 Wd6+ ¥d3) 79...&c2
80 Wad+ bl 81 Wbd+ (81 Wb3+

LD Ln cameena
110, 11IC 11IUdDL

70...2e3 71 We8+ Wed would have
_ 7
w7
>
71 Wbd+ We3 72 Whs Wd3+ 73
Although the process is rather slow,
pawn move, but there is no perpetual.
after 76...We3+ 77 2f1 We2+ 78 &gl
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Wb2) 81..Wb2 82 Wed+ Pal 83 Wad+
Wa2.
76...We3+ 77 2f1 We2+ 78 gl

was, b1 o0n W2, HRAN 1

L. 0
7 BUoT =<1 ov ggDT =U4 U1

2
110

Where the pawns are on one side of
the board, the winning chances with
an exira pawn are probably greater
than with rooks. An ending with 4 vs 3
offers fair winning chances, and even
3 vs 2 is sometimes won in practice,
although I have no doubt that theoreti-
cally it should be a draw.

Common endings without
Pawns

RoOOK vs minor piece

The ending rook vs bishop (without
pawns) arises occasionally. There are

three important things to know about
this ending. First of all, in a general
initial position this ending is totally
drawn. Secondly, if the defender’s

Ling 10 fror\r\nrl
Mllé 0 ayy\«

can draw if his bishop moves on
squares of opposite colour to the cor-
ner square; otherwise it is lost. The
reason is quite simple (D).

Here White can try 1 Ha8+, but af-
ter 1...8.g8 he must lift the stalemate.
This involves either letting the black
king out of the corner, or unpinning
the bishop. The only other reasonable
winning attempt is 1 Eh7+ $g8 2
Hb7, attacking the bishop and threat-
ening mate on b8, but Black has the
saving move 2...8.c2+. However, it is

n tha ~rarnar than ha
il 10¢ COorner uicn ne
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worth noting that after 1 a8+ £.g8 2
Ha7, for example, 2...2e6? would
allow 3 Eh7+ g8 4 He7 and White
wins (checking distance again).

If we move the bishop from b3 to
b4, then White wins even if Black
moves first, for example 1...&g8 2
Ha8+ £.f8 3 Eb8 and mate next move.

The th1rd 1mp0rtant point is the fol-
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In this case Black’s king is near the
‘wrong’ corner and in fact the position
is lost whoever moves first. The im-

portant point is that the result is the
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same no matter where Black’s bishop
is positioned, so long as it is on a dark
square.

The winning method runs 1 Efi
£h2(1..2h4 2 Hf3 £d8 3 Ef4 forces
the bishop to a bad square, winning af-
ter 3...2e7 4 Had or 3..2b6 4 Eb4
£.c75 Hcd) 2 Bf2 £.¢3 (Black tries to
keep the bishop sheltered behind the

white kmg for as ]nng as nmqlhle

--------

2.8gl13 §g2 also drives the bishop
out) 3 Hg2 £d6 (3...&£h4 and 3.. 2.4
are impossible because White wins
the bishop with a discovered check) 4
Hd2 £.e7 5 Ea2 and again White wins
the bishop.

Rook vs knight is another ending
which occasionally arises in practice.
It can even result from some endings

of rook vs pawn in which the pawn has

tn nndarnramanta
v uuuvxlu ULILUL\/ tG a“’Old mate "Vbllle

the details of the ending are signifi-
cantly more complicated than with
rook vs bishop, the one basic principle
is clear enough: if the king and knight
are not separated, then this ending is
almost always a draw. Even if the de-
fending king is on the edge of the
board (this situation arises automati-
cally in the underpromotion cases),
then the position is usually drawn.
Black’s king is in a relatively unfa-
VOijfaUlC pOblllUIl near lIlC corner Ul
the board, but there is just enough
space to hold the draw. However, ac-
curate defence is required. Play might
continue 1 26 Hh7+ 2 g6 D8+ 3

Lh6 h8 4 Xf7 (4 Hg7 Deb6! 5 Hf7

SECRETS OF PracticAL CHESS
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e8! is also a draw) 4...2g8! 5 Hg7+
<h8 6 Hgl (this is the key moment;
Black must play carefully) and now:
1) 6..80h727 Lg6! g8 (7... D8+
8 2f7) 8 Hg2 (purely a waiting move)
8.. 08+ 9 2f6+! 2h8 10 27 wins.
2) 6..2e6? 7 Lg6! Df4+ (after
7..9)f8+, 8 f7 wins) 8 2f7 wins.
3) 6...22d7! (the drawing move, be-

t Lok hy

1AW N LU 1ilwwl _ ]

. &g8) 7 g6 (7 Bd1 OIS 7. e8!
8 Efl (8 Hg2 &f8) 8...50f8+! 9 &f6
Dh7+! 10 2e7 2g7! and Black draws.

Whilet thic marginal mAgitinn ra
YV 111101 D lllalglilal pudsiuvil iv~

quires accurate play, the general situa-
tion (king and knight next to each
other and away from the edge of the

lanned) 2o ~
vvuaid) id> a L«UllllUl laUlC UldW

. W S
5 5 »

11co it a"nnrc B]onlr tn maoat

2110
WwaUOWw 1L All1V

Lost positions of the type that arise
in over-the-board play generally fall
into two categories. The first arises
when the king and knight are next to
each other, but are poorly placed. One
obvious case is when Black’s king is
trapped in a corner. A less obvious
possibility is when Black’s king is on
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the edge of the board and the knight
occupies g7 (b7, b2 and g2 are equiva-
lent, of course). The position with the

Ll e e ~Q A lreaz: ale

Uldbl& Mllg vill go dllU Mllglll on g l lb
one of the worst defensive formations
and is guite often lost if the white king
is nearby (for example, with the king
on {6 and rook on al Black loses even
if he moves first).

The second category consists of po-
sitions in which the king and knight
are separated and cannot join up.
Sometimes the win is quite simple, but
in others subtle play is required to
keep the king and knight apart while at
the same time making progress. If the
knight cannot be trapped directly, then
it is important to keep the defender’s
king restricted. The attacker some-
times has to use his own king for this
purpose, even though it is counter-
intuitive to move it away from the en-

emy knight.

AAAAAA / %//// %

c % /

. " I

% // /@
A. Karpov - L. Fta¢nik

% _
) h
o -
Thessaloniki Olympiad 1988
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83...0c4
Or 83...%¢3 84 Hc7! &f3 (84... a4
85 &d5 Qb2 86 Hcl! Had 87 d4

..... - = NN P, S S
Wlllb) 0.) &K]Co+! \d bLIIpllblllg Wllllll[lg

move, but a typical motif in such end-
ings; moving to either the second or
fourth rank allows White to chase the
knight) 85...2e2 (85...&e4 86 Ec6!
a8 87 Ld6 followed by Hab) 86
Hc6! Dad 87 Ec4! b6 88 Hb4 Nc8
89 €d7 and the knight is trapped.

84 Xf3+! g4

White wins easily after 84...&g2 85
Hc3! Has 86 2d5 b7 87 Ha3 Hd8
88 Ha7, followed by Hd7.

85 Hd3 g5

The knight cannot move, for exam-
nle 85...%)a5 86 LdS, 85...0)b6 86 Hb3

ple
A c8 87 Eb7 or 85...5Bb2 86 Bd2!.

86 2d5! Hb6+

The alternative is 86...20b2 87 Hd4
Df5 88 ¢! (not 88 Dc5? Le5! with
zugzwang; White must use triangula-
tion to ensure that this position arises
with Black to move) 88...&e5 89 &c5!
@e6 90 b4 f5 91 2b3! (not 91
@¢3? Le5 and again White is in zug-
zwang) 91...%e5 92 Hd8 and wins.

87 LeS Dcd+

Black has little choice, for example
87...2g4 (87...20c8 88 Leb b6 89
HEd4 wins similarly) 88 &e6 g5 89
Hd4 £g6 90 Eb4 or 87...%0a4 88 Eb3
@c5 89 Eb5 Da6 90 d6+ f6 91
Hb6.

88 2e4 (D)

Karpov could have won more rap-
idly by 88 <e6, e.g. 88..2g6 89

Hg3+ ©hS 90 &d5 b6+ 91 e5
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Ac4+ (alternatively, 91...&h6 92 Hd3
g7 93 Hd4 &f7 94 dd6 &f6 95
Hfd+ g5 96 Hbd) 92 4 (keeping

I.IIC Dldbl& lClIlg LUﬂllllCU lb 11101C 1111'
portant than running after the knight)
92...8)d6 93 g7 &h6 94 He7 Hcd 95

Hc7 9d2 96 Ec2 b3 97 2e5 2h5 98
&ds.

S

7T T 7
T » Tk y //// / ///
0 /
2 / / %7
p / 9 // %/ _
// // % //
/ // ////, %

88...20b6?

FtaCnik collapses. He should have
tried 88...&f6, when White can only
win with extremely precise play: 89
Hd4! Da5 90 Ha4! £b7 91 Eab+!
g5 92 Pe5! Nd8 93 Ef6! (this posi-
tion would be a draw with White to
play) 93...0b7 (93 ®g4 94 &d5 b7
95 Hab v wum) 94 Xf8 QC( (94%?15
95 2d5 b3 96 Ef1 g4 97 Ed1 24
98 ®cd Da5+ 99 b5 picks up the
knight) 95 Ed8 £g4 96 Ed5 &b3 97
Ded Dl 98 De3 and wins.

89 Hd8 #\c4

White threatened 90 d4, and if
89...2a4 then White wins by 90 ©d4
b6 91 R¢5 Dad+ 92 b4,

90 Zd4 b6

SECRETS OF PracricAL CHESS

Or 90...83b2 (90...80a3 91 &d3) 91
De3 &f5 92 2d2 @eS 93 Hb4 and
wins.
1 2e5 Hc8 92 Fe6 Da7 93 Ld7

9
1-0

Rook and minor piece vs Rook

This occurs quite often in practice.
The general position is a draw, whether
the minor piece is a bishop or a knight,
but the practical winning chances de-
pend very much on which minor piece
is involved.

The ending of E+2 vs X should be
a simple draw as there are only a few
winning positions. Almost all of these
have the defending king badly placed
near a corner, and nothing like this can
be forced from a normal starting posi-
tion. The general feeling amongst
GMs has been that there is no point in
carrying on this ending because there
are no real winning chances.

However the following ending may

A perfectly reasonable move, but

NPFO s INFA 71 PP Q A hasa bha
IU &1 0T YOIl I 1 550 WUUIU uavc UUCll

slightly more comfortable for Black.
After 71.. Eh1+ 72 ©g5 Egl+ 73 £h4
the result is either stalemate or the
white king escapes from the edge of
the board.

70...2g3+ 71 2h6

Thanks to the unfortunate position
of White’s rook, her king cannot es-

cape from the edge: 71 g6 Ded+ and
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J. Polgar - G. Kasparov
Dos Hermanas 1996

now 72 &f5 and 72 2£7 drop the rook.
However, 71 2g6 Hed+ 72 2h6! was
probably safer than the text, as on e4
the knight is less well placed to shield
Black’s king.

71..2015+ 72 €h7 &f4 73 EbS
Ho7+ 74 2h8

White’s king is now uncomfortably
placed in the corner of the board. The

position is still drawn, but care is
ded

74...8d7 75 He8
As an example of how close White

is to losing, 75 Ef8? would lose after
75. cbn< 76 Hag abna On

nnnnnnn
0. Une iing runs

77 §g8+ &h6 78 ﬁgl Bds+ 79 Hg8
Hd3 (this square is chosen to avoid
tricks such as 79..Hd2 80 Hg2) 80

¥_.1 P2 01 ¥4 N7 Q) PLAL DL
agl ald 01 ag4 L/ oL an4T wgo

83 Eh6+ 2f7 84 Eh7+ &f8 85 Ehl
?g8 86 2h7 27 87 Lh8 Df6 with a
quick mate to come.

LIS LW-LP\JA n
1 Dee wga IU 2TV U+ 7/

78 Ed1?! (D)

~1 chec
Cl =1V
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78 Hf1+ was simpler, for example
78..5)5 79 &g8 Bg7+ 80 2f8 Ha7
81 2e8.
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78...2d5! 79 Eal1??

This is nr‘hm"v the losing move,

DAl AfAlS

The only move to draw is 79 HEf1+!
and after 79...2)f5 one line runs 80
Hf2 Hd4 81 Lg8!.

79...2e6!

Kasparov, once given his chance,
finds the only winning move.

80 Za6 &f7 81 Ha7+ g6 82 a8
Ed7 83 Eb8 Hc7 84 g8 Hcs 85 Ha8
Ebs 86 <h8 Eb7 87 Hc8 A7

87...Hb6 is the winning idea. The
plan s to play ... g5 without allowing
White to check on the sixth rank. Then
...2Dh7-16 (possibly with ...Ke6 to keep
the king confined) will fatally restrict
the white king

Kasparov’s move retains the win,
but loses time.

88 Ha8+ ©h6 89 Hgl

It would probably have been a bet-
ter practical chance to try 89 Zf8 and
see if Kasparov could find the winning
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idea (89...Hb6!) mentioned in the pre-
vious note.

89...2b8+ 90 Hg8 He8 0-1

A-01 YO A«-c 0N ¥W_o.
AdMT1 &AL

her
gU J4L HgO'I" =-l/ Wlllb

It is up to the individual whether to
continue this ending, but I would only
regard it as worthwhile in the case of a
quick-play finish.

If one is the defender, then the main
advice is perfectly obvious: try to keep
your king away from the edge of the
board or, failing that, try to keep it
away from the corner. However, even
if you do find yourself in a less favour-
able position, don’t despair — even with
the king in the corner many positions

are drawn
AL W WA A TVY AL

The ending of Z+£ vs X is one of
the most common pawnless endings

to arise in nractice. In npnpral 11’ thn]rl
W WAL AU 111 t}l AW LAWN e AL 6 AV DAL

be a draw, but the defence requires
considerable accuracy and grandmas-
ters have been known to lose it even in

tha dave Af adinnirnmante Thara ara
Lll\/ ua]o UL auJUullllll\/llLD 11]\41\4 al v

two basic drawing techniques, and it is
worth knowing both of them because
the position you find yourself in may
lha mmnea crvttad ta Ana rathae than tha
UV 11IULU DULIVAL LU ULIU 1Alllivl Lliall LIV

other.

The following diagram is the basic
puuuuu of the ‘Cochrane Defence’.
The black rook is pinning the enemy
bishop and this prevents the white
king approaching its counterpart. The
only way to unpin is to play £d5 or

&d3, but then the black king moves

SECRETS OF PracTICAL CHESS
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D na. u

along the edge of the board away from
the white king. Thus Black avoids the

moct dangprnnc mhlahnn that in which

ARAVUI W

White creates mating threats by hav-
ing his king directly opposite Black’s.

78 &d5

Of course 78 &d3 is answered by
78...2a5.

78...2a3

It is worth pointing out that the Co-

~rhe a Nafanca 1¢ manct affartive whan
\vlu allU UULUIL\.«U 19 111VU0% \/LLUULJ.V\/ WllUll

the black king is near the mid-point of
one edge. If, for example, the same
formation were set up along the third
rank, then the corresponding move
would take the black king to a2, dan-
gerously near the corner.

79 £.d3 Eb4

Black takes the chance to r
his king from the edge.

80 Zh8 Hgd 81 R.c4 b4 82 Ke2
Hg7

Now Black

C
83...2d7+. Black

an me
S

houl

E
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a good checking distance for his rook,
and it is helpful to position the rook so
that it can check along both files and

enml-o

1AallnD.

83 Eb8+ &c3 84 Hc8+ 2d2 85
L3 %e3 86 Hc3+ 2d2 87 Ha3 Ed7+
88 2cd Hc7+ 89 &d4 Ed7+ 90 £d5

WP w_~
Zd8 91 Ea2+ &di (D)

2
%

w/ % %
b

. &

////A///////
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e
é-/////

»
/ //// 4 2
B i

T //
All White’s efforts have only re-

_
sulted in the Cochrane Defence reap-
pearing on the lower edge of the
board.

92 ded ¢l 93 ¢4 Ed2 94 Ha8
Hd7 95 £d3 2b2 96 Zb8+ 2c3 97
Hc8+ ©b4 98 £.c4 Zh7

Ensuring the maximum checking

Adictanca
Wiolalivie.

99 2e6 Eh4+ 100 2d5 EhS+ 101
&d6 Ehé6

Even when there is no Cochrane

sohnm 10 an af

DULCI!DC, Plllllllls I,hC blbllUP 15 ail vi~
fective defensive tactic.

102 Ec4+ a3 103 Ec3+ b2 104
He3 &c2 105 e5 Eh8 106 L5+

DA% 107 .12 .0, 1N0 Hea ¥ro
UL LU/ aaa He8+ 108 <14 Ef8

‘A AA it

Again a useful pin.
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109 2d3+ £c1 110 Ed5 b2 111
e3 2¢3 112 Le4 Eh8 113 Hc5+
©b4 114 £d4 Ehd

Cochrane agaiu

115 Ec1 b5 116 Ebl+ 12-14

TR

7 ///%7 W
. A&e

%7 %/4// %7 ,,,,,, %7
R & T

///////////////////////

J. Norri - S. Atalik

European Team Championship,
Pula 1997

In this position White is in no posi-
tion to use the Cochrane Defence. Any
attempt to switch the rook behind the
black king would lose, for example
87 Hc87 Hb2+ 88 &f1 Hf2+ 89 el
<§d3 would lead to a lost ‘Philidor po-

' (cao tha vt Aiaoram

Y\ Tha
sition Ls€c the next aiagram;). 1ncre-

fore White has to use the second of the
two drawing techniques, the ‘second-
rank defence’.

Q"7 119
O/ alu

The basic idea is to defend pas-
sively with both king and rook on the
second rank. White will just oscillate
writh hic +nnl lhataraan ~A) and A jint:l
WILLL 111D 1UURN UCLWULUILL L4 dlIu UL Uil

Black undertakes positive action.
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87...Kh5 88 Hc2 Eh2+ 89 &d1
This is the first of the two main
points behind the second-rank defence.

Dldbl& Cail UllVC L[lC 6llclll)’ Mllg to l.llG
edge of the board with a check, but
then his own rook is attacked so he has
no time to approach with his king.

89...Ehi+ 90 &e2 Eh2+ 91 &di
Hh3 92 &e2 2.¢3 (D)

/%//

v B vz
e 7

7 % 1 X

FREsE

This is Black’s other winning at-
tempt. At first it seems that White is in

zugzwang as any rook move loses in-

ofont}] (9’2 ¥c1 Bh2+04 db,n do,n)

93 d1!

Now 93...&d3 is answered by the
stalemate defence 94 HEd2+ and the
king has to retreat.

93...Zh1+ 94 e2 2d4 95 213

Given the chance, White’s king
slips away.

95..2f1+ 9% X

98 Xg2 -1

//%//
.

w-1 Hré-\ ~0
l 24l i/ = ao

If you have the rook and bishop,
there is one winning position which
you must be aware of — the ‘Philidor

SECRETS OF PracricAL CHESS

position’. This winning position arises
relatively often as a result of inferior
defence, but it is quite tricky to win. If
you don’t know the correct method, it
is easy to go round and round in cir-

cles, until you give up in frustration.

w///ﬁ//

o wm
//

T
BB

7/ ,,,,,,,, o g
» B

B 5 D
&8

Philidor, 1749

This is thp nhnranfpﬁefir‘ Dhi]ir]r\r
LAl AL SAW VWA AU VAW

position. The kings face each other
with Black’s king trapped on the edge
of the board, and his rook restricted to
nna fila hy mating thraate
Vil 111 U] u.xauué WL vAlD.

1 Xf8+! He8 2 Hf7!

First White improves the position
of his rook with gain of tempo, and

PPN . PN nels

COUILLLIICY Dldbl\ D Mlls lU LIIC fubl rank.
The immediate threat is 3 Ha7.

2..H2e2

White can force Black’s rook to ¢2
by playing Ea7 and this side-to-side
switch, with possible checks on d7
thrown in, gives rise to so many possi-
bilities that confusion is easy. What is
hard to grasp is that White can only
win by means of appropriate bishop
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manoeuvres; the bishop appears ide-
ally placed on d5, so the idea of mov-
ing it away is counter-intuitive.

NDianly ~raonnat man wurs th hia Lin
Dlack cannot run wuu 1iis mus, as

2...2c8 loses to 3 Ha7 Ed8+ 4 &c6
b8 5 Eb7+ a8 6 Hbl a7 7 &c7,
forcing mate or win of the rook. Thus
he must play his rook down the e-file,
in order to meet Ha7 by a switch to the
c-file. It turns out that e2 is the best
square for Black’s rook and e3 is the
worst; el is somewhere in between.
The win after 2...He3 runs 3 Ed7+
e8 (3...2c8 4 Ha7 wins at once, be-
cause 4...2b3 is impossible) 4 Ea7 28
5 Bf7+ ©e8 (White has forced the
king from d8 to €8 with gain of tempo)
6 Hf4 (threatening 7 £c6+) 6...2d8

(6.. §d3 fails to 7 §g4 because Black
lacks the reply ...Ef3) 7 Le4 (the final
blow for Black; d3 is covered) 7...2e8
8 £ c6+ and mates in two more moves.

If Black plays 2...Hel, then 3 Rf3
is a reflection of the position after
White’s fifth move in the main line.

After 2.. He2, White’s ultimate aim
is to force Black’s rook to the third
rank.

3 Eh7

A waiting nva tn force
L3 vwalllilg move 0 i0r¢ce

rook to the slightly inferior square el.
After 3...He3 White wins as in the pre-

ni
D1

vious note.
2 H.n A iug Ny /
oJeae T S:S:VU7

White’s winning line only works
when his rook is on f7 or b7. The
side-to-side manoeuvres are typical of
il ae Al ne MDInnl 2o Frvnnd ¢4 FA1 s,
LIUD cumug, DIACK 1D 1ULILCAL LU 1VULIUW
suit and oscillate with his own rook
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between el and cl, but this gives
White the chance to transfer his rook
from h7 to b7 with gain of tempo.

A a1 7N
Teee RV L [U/

4..%c8 loses to 5 b2 Hd1l 6 Eh2
b8 7 Ha2.
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52b3

This is the key idea, without which
White cannot make progress, and it
explains why el is an inferior square
to e2. This position is a genuine zug-
zwang and if White were now to play,
his quickest win would be 1 26 Ed1+
2 2d5 Hel 3 £b3, passing the move
to Black.

5..2c3

Or 5..2c8 6 Bb4 (threateni

[ 1% \uu

Le6+) 6 .2d8 7 Eh4 Hel (7..
£d5) 8 £a4 2c8 9 Lcb §d1+ 10

£.d5! b8 11 Zad winning.
£ Dok

Now that Black’s rook has been
forced onto the inferior third rank,
White transfers his bishop back to d5

PPy

~F ¢
Wll.ll salll O1 l.Cll.lpU

6..Hd3+ 7 Ld5! Ec3
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Here the win is analogous to the
note to Black’s second move.

8 Hd7+ &c8

Q $H0 0 .
o0..w€o 7 ag

bounds.
9 Xh7 ©b8 10 Eb7+ 2¢8 11 b4

$d8 12 L.c4 c8 13 L6+ and White
mates.

£

P | 0 BEP-PY £
allid 10 b 1

P,
uut v

These days the normal method of fin-
ishing a long game is the ‘quick-play
finish’ in which, from a certain point
on, the players have a fixed amount of
time to complete the game, no matter
how many moves this might take. In

international nnmr\phhnnc the guick-
ALAVN/A ALGAVAVLILGAA WAL t’ H

play finish normally comes into effect
at move 60, and players are generally
given half an hour (sometimes an

hour). in addition to anvy time theov ctill
ALAVJ WAL l’ Feey WSAVAVLIAL VWV J GAALANY uLVJ l‘.ll

have, to complete the game.
Quick-play finishes only affect a
relatively small percentage of tourna-
mant onamaeac hnt it 1ic imnartant tn ha
L11AN\,11L0 scuuvo, UL 1LV 10 LlllPUL Lalll VW v
aware of the impact such a finish may
have on certain endgames. There are
many endings in which the odds would

Favrrmrre oy nt

iLavuul Cl dla al a uadluuua} Lllllb'
limit, but in a quick-play finish the
balance of probabilities is changed.
Quick-play finishes also put a pre-
mium on memorized knowledge; after
the exhaustion of six hours’ play, and
with limited time on the clock, work-
ing out a complex ending is very diffi-

cult — you just have to know how to
play certain positions.

SECRETS OF PracticAL CHESS

It should be noted that in most cases
the speeding up of play will favour the
side trying to win, because he can go
round and round several Lii“‘ueS, each
time hoping for a mistake, whereas the
defender only has to go wrong once.
Here is a quick round-up of the most
common endings where the result
might be affected:

1) Rook and bishop vs rook. The
drawing techniques are fairly well-
known, but to apply them in practice
requires considerable thought. I would
not care to defend this in a mugk_ nlav
finish.

2) Rook and knight vs rook. Should

be comfortably drawn at a normal

hmp-hmif butina qnihl{-nlav finish it

ARJAA AV

might be worth continuing (as Kaspa-
rov showed).
3) Queen and pawn vs queen. Of

course. sgme nacitinng are nh1pr~fnn:lv
V, DV ALR yvo;uunx W LA \Jl.

lost, but even many of the drawn posi-
tions require very accurate defence. I
imagine that the ‘marginal’ drawn po-

almanct imnncceihla tn
U ullllUQl- llllPUDDLUlU v

defend in a quick-play finish, and even
some of the fairly comfortable draws
would probably be difficulit.

NI \ reQ

) RNUUR aillu pawll vd 1UUR.
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osi-
tions which are drawn by the standard
‘third-rank’ defence would still be
drawn in quick-play In more complex
pOShiOi‘lS, there would of course be
more errors, but in these endings the
attacker also has to play accurately, so
the accelerated tempo probably makes
the task equally difficult for both play-
ers.



THE ENDGAME

If one can liquidate to a variety of
different endings, then the fact that
there is a quick-play finish might af-

« .
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fect one’s decision as to which to aim
for. If one evaluates E+& vs X as an
80% chance of a win (which seems
reasonable) then one might prefer that

to a line in which one has a clear
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positional advantage but not necessar-
ily a win.
It is perhaps unfortunate that modi-

¥ o RS-
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what amounts to an alteration in the
evaluation of certain endings, but that
is the price one has to pay for the
elimination of adjournments.
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Computers are wonderful tools. In
half a century they have moved from a
few specialized applications to occupy
a central position in our society. Mod-
ern civilisation probably could not
function without them, so dependent
have we become on their services.
With the growth of the Internet, a fur-
ther communications revolution as
great as the introduction of radio and
television is upon us.

Computers have also had an impact
on chess. Early chess computers were
laughably weak but, after Deep Blue’s
defeat of Kasparov in 1997, nobody is
laughing now. For a relatively small
price, you can buy a chess program in
a shop which, running on a standard
PC, can defeat virtually anybody ex-
cept for IMs and GMs. You can also
purchase a database of up to a million
games.

The question arises as to how these
tools can best be used for personal im-
provement. The discussion that fol-
lows refers to the database program
ChessBase and the playing program
Fritz. This is not because ChessBase
have paid me a wad of money to men-
tion their products, but because these
are the products I am most familiar
with. The discussion is as general as
possible and doubtless applies to other,
similar, products.

Game databases

When non-chess players think of a
grandmaster making use of a com-
puter, they probably think of playing
programs. However, at this level the
main use of a computer is to access a
large database of games.

There are two main uses for a data-
base. For the professional, examining
the games of prospective opponents is
part of the job. If you are participating
in a round-robin tournament, some of
this may be done before the event, but
in a Swiss event it can only be done
when the pairings are known, which
normally does not allow much time
for preparation.

The second use is to look at the
games played in specific opening
lines. If you are intending to play a
particular variation in the afternoon, a
quick scan of the database to see if
there are any recent games is very
helpful. You might get a new idea, or
you might see something potentially
dangerous for your opponent. For
home preparation, a database is also
extremely useful. Instead of searching
through dozens of Informators, New
in Chess Yearbooks and other standard
references, you can call up all the
games in a particular line with a few
keystrokes. The games can then be
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merged into a single game with varia-
tions, so that you can easily see the
general structure of the variation. If
the database program has an interface
to a playing module, then at a key-
stroke you can set the computer to
work analysing any given position.

The range of features available is
truly astounding, and these days any
serious player is virtually obliged to
use a database.

The main features which I regard as

essential for a database program are:
1) It should handle databases of up

N weiws zaleianes

to a million games without strugghng.
Of course, you will need a powerful
computer to handle such large data-

bases. but even SO operations on verv
u’ W/ ® W ¥ WAL WIS vt’vl“\o‘vllu NS AL VVAJ

large databases can be rather slow.
2) It should have facilities for en-

tering both variations and text annota-

tinne and matnnn]qhnn ﬂ\ncp
llvllo, ullu lllmul} lllé e

3) It should run under the current
version of Windows. DOS is dead;
forget anything running under DOS.

+ wurith
[% Yiill
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le'Ia» uscers wii nave
what is available.
4) It should support openings keys
of unlimited depth, and should have
Al

AAdifer and A
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facilities for users to 1
pand these.

5) The ability to merge several
games into one game with variations
is critical. Once you have used this
feature, you will not want to do with-
out it.

6) There should be an interface to a
1“8

ta

P

program, so that you just have
key to see the analysis of the
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current position. A method of pasting
this analysis into the game is highly
desirable.

That deals with the program, but
what about the data? Nobody is going
to enter a million games by hand, so
one is utterly dependent on commer-
cial offerings. However, here the situa-
tion is much less satisfactory than with
the programs. Even the best databases
contain a significant number of errors.
Poor-quality data is commonplace;

indeed, sometimes it is so poor as to
make the data prm‘tmn" useless.
Some ‘commercial’ databases are lit-
tle more than games collected from
every available source, and just lumped
together — the ‘kitchen sink’ approach.

Typical problems are:

1) Inconsistent spelling of names.
This is perhaps the most irritating. If

vOou are ¢onsi ide
yOu aic

rno l'\“‘nnn- a data
CulbiuvLllLg Uu

]1115 (<3 uuba‘

base, have a look to see if Korchnoi is
spelt more than one way in the data-
base. If it is, then Just forget it. There

o nmnnthina mnea thhn coinao

1D 11Uu 111l 15 1iivi v uumuug ulau uuob 15
a critical game because you have
failed to guess whether the player is
‘Korchnoi’, ‘Korchnoj’, ‘Kortschnoi’
or any of his other close relatives. The
same applies to tournaments; you may
find games from the same tournament
described as ‘Wijk aan Zee’, ‘Wijk’,
‘Hoogovens’, ‘WaZ’, etc.

2) Duplicate games. This is often a
result of problem 1. Sometimes whole
tournaments are duplicated because of
some minor difference in the s
of the event name.

amalllon ~
SpeEuing



168

3) Incorrect results. This is one of
the most common errors. When enter-
ing data, most programs have a default
option. If the operator forgets to enter
the result, you will just get the default
result — with a two-thirds chance of
being wrong. You may even find com-
binations of these errors, for exampie
Korchnoi beat Bareev, but in an amaz-
ingly similar game Kortschnoj lost to
Barejew.

4) Incorrect moves. The above er-

rors are often fairly noticeable, but in-
correct moves are trickier to spot. Of

course, if the error is such as to leave
one player’s queen en prise then you
might be a bit suspicious, but if it is the

wrong rook to d1, then you might never

know unless you compare the game
with another source. Once, when deal-
ing with a collection of games that

.
containad manv arrn
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particularly grotesque example. I later
mentioned it to the grandmaster con-
cerned:

T came across a
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mangled in this game collection? Ac-
cording to their score, your opponent
could have mated in two but instead
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laughed.
“But that really happened”, he re-
plied.

Employing a poor-quality database
causes immense frustration and waste
of time; the small amount of money
saved is not worth it. ‘But they are
both databases with the same games...’,

SECRETS OF PRACTICAL CHESS

you may say. Well, a Trabant and a
Rolls-Royce are both cars with four
wheels. Unfortunately, the defects of a

Antale o A smnd zrrcilala oo, 1o 1 Caan Ao

daataovasc arc not visioic Uy 1UUAIlIE al
the shiny surface of the CD-ROM; you
actually have to use it before you spot
the problems.

At the end of the day much of the
blame for this situation must be laid at
the door of the chess players them-
selves. Copying of data is common-
place. Why should a company invest
thousands of man-hours producing
high-quality data if it is just going to
be stolen (because that is what copy-
ing is in this case)? Software piracy is
illegal — don’t do it.

Once you have a database you will
probably want to keep it up to date.
There are various commercial services

which nffar fpnnlnr ton-uns f‘r\r vour
YV ARANILAL JALANWA A 5 l.’ P J

database. These days much of the in-
formation can be downloaded from
the Internet, although then you have

all tha mrahla Af inArnncictant n
a‘l |9 9w PLUUIUI.I.ID UL lll\rullolotvll‘ llalll\-la,

forgetting which tournaments you
have already included, etc. For really
up-to-the-minute material, the Inter-

1o 33l lassd 214 senmrrsean AN

llCl n UllUCdldUlC, out 1t 1T4uilos vull-
siderable effort to keep on top of the
flow of data. Unless you really need
new games on a week-by-week basis,
the pre-packaged commercial offer-
ings are probably better. The Internet
is wonderful for e-mail, news and spe-
cific enquiries for which you can use a
-

S€ar Ll’l engmc UUlCl'Wlbt: ll. Sirikes me
as being a great time-waster.



UsING 4 COMPUTER

Playing programs
The availability of cheap but very

strong pmy’ii‘lg prograins for the home
PC provides many new opportunities
for training and self-improvement. If
you already have a computer, I would
strongly recommend buying such a
program. The most obvious use, that
of checking over one’s own games, is
also one of the most useful. It is amaz-
ing how often a computer check re-

veals missed tactical ideas. Even if
nnthmo chattermg is found, the com-

puter often suggests interesting alter-
native ideas which were overlooked

during the game. It is important not
nnlv to n]nv over the game itself, but

avis

the tact1cal lines on which your deci-
sions were based. For this reason, you
should only consider buying a pro-

ogram that sunnorts the entrv of varia-
6 CAALL VALGAMV t}t’ "W VAAW Wi J ¥V 44 AGA

tions, and can afterwards store the
games and variations in a database.

You may well find a pattern in the
;AQO(‘ Trmil l\')‘lﬂ

invwao J\}u 1144

provide you with useful information
about which areas of your game need
special attention.
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o play ou
positions against a computer. The fa-
mous Russian trainer Mark Dvoretsky
recommends the method of ‘playing
out’ imeresung pOShiOi‘lS The idea is
that if, for example, one of his students
is weak in tactics, Dvoretsky would
set the student to play tactical posi-
tions against a
wards they w

trong opponent. After-
uld go over the course
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of the ‘game’ and see where the stu-
dent could have played better. Most
players don’t have a suitable opponent

Lanwd £ azzna

Le.-4 al. _
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1 exercises, but the
computer can perform a similar job
and can also help in the post-mortem
analysis. Even though computers play
endings less strongly than the middie-
game, they can still be useful. As dis-
cussed on page 131, if you have trouble
winning rook and pawn endings with
an extra pawn, play out such a position

against the computer. It is a good idea
to play out the same position several

times, trying d1fferent plans. You will
soon develop a feeling for which plans
work and which are ineffective. If you
experience trouble winning at all, you
may get some ideas by reversing the
colours!

The computer does have several

limitations:

in the areas of nositional
AALLLRLA V&4 y WA

©AWJAAJ gy i1l LidW AWAWVLlAA

judgement and plan-forming it is of
practically no help, and long-term sac-
rifices are almost always rejected by

the chin Analucing the Naidarf
i macinine. aSalalyosiiig e iNajuuviLL

Poisoned Pawn with the aid of a com-
puter is a futile exercise; White’s com-
pensation is so long-term that the
computer does not see it at all, and
resolutely assesses every position as
winning for Black.

Curiously, I find playing normal
games against computers much less
helpful. Computers have a particular
style of play and one soon learns how
to avoid their strengths and exploit

............... lrenwurladan 1o

Lllt:l.l WCdlulcbbe Tl‘ua NIUWILUELV 1D
of no value against human players,
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who (normally!) have a very differ-
ent set of strengths and weaknesses.
Moreover, it is quite easy to become
uep‘r‘ESSEu pldylﬁg agalﬁSL the com-
puter. All one really learns is that it is
common to overlook tactical points.

Playing programs are just starting
to have a major impact on grandmas-
ter chess. Here is one example:

A. Shirov - L. van Wely
Monaco Amber (rapid) 1997
Sicilian, Najdorf

1 e4 c5 2 Of3 d6 3 d4 cxd4 4 Dxd4
D6 5 Dc3 a6 6 Lele67 g4 h6 8 14
b5 9 Lg2 £b7 10 g5

This move was introduced in the

WA WEWWANSE LiiL ViAW

game Ivanchuk-Topalov, Las Palmas
1996 as an improvement over the pre-
viously played 10 a3.

10...hxgs 11 fxg5 HhS

The Ivanchuk-Topalov game con-
tinued 11...b4 12 a4 Hh5 13 0-0
Ad7 14 g6 Dhf6 15 ¢3 De5 16 gxf7+

csb 4—"71’7nvl-\/11'f nd now 19 O £4
Al I L7 AU ﬂll"l’, auu llUW LO otm 15T

would have been clearly better for
White; in the game Ivanchuk played
18 Wb3 and lost quickly. The text is a
counter-improvement by Gavrikov.
12 g6 Df6 13 gxf7+ Lxf7 14 0-0
Abd7 (D)
Now Kulaots-Gavrikov, Hallsberg

mnandamee ol

QLI & A<
1996/7 continued 15e5 J.Agz. 16 exf6

Kxf1 17 Dxe6 Wxf6 18 Dg5+ Lgb
19 Wd5 and here Black could have
gained a large advantage by 19...Xh4
20 fced Hga+ 21 Dg3 Hxgs 22

Kxg5 Wxg5 23 Wxa8 &h3.

SECRETS OF PracTICAL CHESS
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15 Hxe6!!

An absolutely stunning innovation,
which gives White a clear advantage
in every variation. After the game Shi-
rov announced that this move had not

hean diccavered hv him hnat hy Fritr
W/WNAL NBALWN ¥V WA WS UJ lu‘ll, WAV UJ K T 004,

////

Sure enough, when I set up the posi-
tion on my Fritz, the program found

&xe6 in less than a minute. It is per-
hane clichtl that Qhirav

haps slightly surprising that Shirov
used up his innovation in arapid event,
but he probably felt that since anyone
with a Fritz could find this move, it

nid ha of « < ha
wouida Ulu_y o¢ a matler o1 woon UL

fore someone else played it.

15...2xe6 16 e5 L.xg2
Black is lost after 16...2)xeS 17
A el MLO ~r 1£ W7 L £ P\ < cc

-lAUI &U0 Ul lU UL«I ll €X10 X1V

18 DdS £xdS 19 Exf6+ xf6 20
Wxds.

17 exf6 Dxf6 18 Lxg2 Hc8

18...¥e8 is no improvement, owing
to 19 Exf6+ 2xf6 (19...gxf6 20 Wd5+
e7 21 Wb7+ 2e6 22 Bel wins) 20
Wds g6 (20...Wxe3 21 Ded+ e7
22 Wxd6+ De8 23 We6+ d8 24

Hd1+ mates) 21 Wd3+ &f7 22 Bfl+
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g8 23 Wd5+ 2h7 24 Ef3 Re7 25
Eh3+ &gb6 26 Web+ L6 27 Hg3+
&h7 28 W5+ and wins.

100e2 A 730 ¥ .1 e W,
17 H1J RC/ 4V &AC1L =l / 41 HUO+

18 22 Wrs We7 23 £d4 Wh7+ 24
el (D)
Of course 24 HdS5 Exc2+ 25 Wxc2

Ultr 2 W0 ~ A~ Ul

Wxd5+ 26 Wed Eh5 27 Wxd5 Exd5
28 Hf4 is also good, but Black could
put up considerable resistance in the
ending.

Kk B K
B //E//W/Q?/ //
i A 1 :/ _
//1///,,///,‘%'%

///@ %7 _
B3y /////,W
ABAE B B
B By

24...2c4 25 Bf4 Wc8 26 He6

A1l Whita’c niarac are 1n norfa
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central positions, while Black’s are
scattered randomly around the edge of
the board.

M"Y WedA
LUeee 2 XO%

Losing at once, but after 26...&f7
(or 26...Bh6 27 d5) 27 Ded Exc2 28

Dxd6+ Kxd6 29 Hxf6+ gxf6 30

W 41 a0 21 WIET . tlan sncrslt sxrmes
E)U.UT =CO Jl. w1i/+ the u:auu. would

be the same.

27 Exf6+ 1-0

Te 2nantse Aalaa 2L e i . el
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stance in which a top-level opening
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line was refuted by a computer, but it
may be the first in which the human
‘innovator’ was honest enough to ad-
mit it! The quESuOﬁ l“lalumuy arises as
to how many opening innovations are
capable of being found by a computer.
Every four months a panel of leading
grandmasters votes on the most im-
portant opening innovations. The re-
sults are published in Informator. At
the time of writing, the most recent is-
sue for which the results of this vote
are available is Informator 68. 1 set
Fritz4 to work on the positions in
which the top 15 novelties of Informa-
tor 68 were played, to see how many
the machine would find. In each case I
allowed sufficient time for a complete
analysis down to 11 ply (although
many lines were taken far deeper, of
course). The result: Fritz found 3 of the

.
18 innovatinng
Ao/ RALAAAV VRALAVLAD .

Of course, there are many problems
with such a test, for example some of

the ‘innovations’ may in fact not be
n(\nr] I'I \‘I]]] V\DI‘I‘\O"\D "\A ”o ““Ilfﬁl“
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the near future. Another point is that
sharp, clear-cut innovations tend to
head the Informator list, because a
subtle finesse which can only be ap-
preciated by specialists in a particular
opening line will not score well in
‘democratic’ voting In a couple of
cases the innovation was Fritz’s sec-
ond choice, which would certainly
alert a human operator to the fact that
there was something of interest pres-

Clll HUWCVCI, lU buuuuauz.c 1 wuu1u
say that Fritz was only of value for
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finding opening innovations in certain
types of position. Having said that, to
find 3 of the world’s top 15 innova-

llU[lb lll ICbb l.lldll a Udy lb qUILG an
achievement!

Here are two of Fritz’s successes
and one of its failures.
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V. Miluydas - S. Muraviov

corr 1904
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Here Fritz took less than five seconds
to find the innovation 24...2h3+!!
(exclamation marks as given in Infor-
mator;, 24...2xe6 would have been
good for White) 25 g2 Dg5!. The
game concluded in spectacular fash-
ion with 26 Wf2! 2£3+ 27 &1 £4 28
g4 Wh3+ 29 el Dxeb 30 DesS Dg5
31 Hxa6!! Kxgd 32 Lcd!! Ded 33
WE3!1! Whd+ (33...8xf3 34 D7+ g8
35 Dh6+ is also a draw) 34 Wg3 and
the players agreed to a draw in view
of 34...fxg3 35 Df7+ g8 36 Dh6+.

am o tal L s

In the following positio

French Defence, 20 £f5!! was already
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O. Korneev - Y. Piskov
Linares Open 1996

at the top of Fritz’s list within 2 sec-
onds, and in 75 seconds it was being
assessed as winning for White. The
game concluded 20...Hxf5 21 Dxe6+
Se7 22 Wxf5 Hxd4?! 23 Hxd4 Wxd4
24 Hfel+ 1-0

In the following example, Fritz
failed to find Timoshenko’s innova-
tion although, as we shall see, it is not

~rlane

vival Lhal th llUW 1dca de dlly 1111'
provement over the move previously
played.

ol naa B Tel 2.,
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Baile Herculane 1996
French Defence

)'\ - nY AL ]
CD ‘?_Il(ll

5f4c56@f @ 7.@.e3cxd48
@xd4 Wb6 9 Wd2 Wxb2 10 Eb1 Wa3
11 £b5 Hxd4 12 Lxd4 .@.b4 13 0-0

24 W Ul = 9 Wou 9
aouiemo

16 £5!!

¥aS 15 Efbi £a3 (D)
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The innovation (with Informator’s
exclamation marks), deviating from
16 £xd7+. Fritz probably failed to
find it for two reasons: firstly, it is not
clear if it is really better than taking on

DWW iiNeL y

be snnply too deep for Fntz even were
it sound.

16...axb5 17 Exa3! Wxa3 18 Hxb5
Wxa2 19 Hd6+ 218 20 Hal Wxal+
21 £xal Hxal+ 22 &2 (D)

This is really the critical moment of
the whole combination, and we are al-

ready 12 lJl.y' awa] flUlll th\d Slarf‘ng

point. Fritz still feels that Black can

SN

2 B K
3| A A AA&

///% A7 T
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o ////////

A BAK
. U

survive after the obvious 22...2xe5,
but unfortunately this move isn’t men-
tioned at all in Timoshenko’s notes. I
cannot sce anything better than 23
We3 Dgd+ 24 Le2 Ha8 25 Hxc8 hS
26 Wb4+ g8 27 Wxb7 Ha2 with a
likely draw.

22...2a8? 23 Wgs!

Now Fritz agrees that White is win-

23 16 24 Wh5 g6

Or 24...2e7 25 W7+ 2d8 26 fxeb!.

25 Whée+ g8 26 De8 2f7 27
Dd6+ g8 28 DNe8 1f7 29 We7+

Dxe8 30 Wxh8+ Hf8 31 exf6 1-0

7 . W W
7////////,///////

/////
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Latvian Gambit 71

London System 54
Nimzowitsch-Larsen Attack 45
Ruy Lopez 19

Sicilian, Dragon 107

Sicilian, Najdorf 56, 89, 94, 170
Sicilian, Pelikan 50

Sicilian, Scheveningen 105
Sicilian, Velimirovi¢ Attack 110
Torre Attack 54

Trompowsky 55

Two Knights Defence 36
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What is the best way to improve your chess results? Memorising an opening
encyclopedia, learning endgame theory, solving puzzle positions ... there
must be an easier way. How about making the most of your existing talent?

In this book, John Nunn helps you to do precisely that. Drawing upon more
than three decades of experience, he provides advice that will help players
of all standards, playing styles and temperaments to achieve improved
results. His methods take into account psychological factors and are firmly
based on good common sense and the objectivity that has made John Nunn
one of the world’s favourite writers on chess.

Topics include:

@ Defending difficult positions
How to study the openings
How to make decisions
Avoiding common mistakes
When to calculate

Coping with pressure
@ Avoiding time-trouble

Dr John Nunn has been one of the world's leading grandmasters for nearly
twenty years and regularly competes in both grandmaster tournaments and
domestic events. He has won four gold medals in chess Olympiads and
finished sixth overall in the World Cup in 1989. He has twice won the British
Chess Federation Book of the Year Award.
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101 Chess Opening Surprises S.T.A.R. Chess

Graham Burgess Paul Motwani
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How to Beat Your Dad at Chess
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Gambit Publications Ltd is:
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Chess Director: Dr John Nunn GM

Editorial Director: Graham Burgess FM ISBN 1-901983-01-3
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