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[bookmark: Forew]Foreword by John Nunn

 

The origins of chess are shrouded in mystery. Board games were certainly played by the ancient Egyptians and Romans, but nobody knows the rules of these games or whether they were the ancestors of any games played today. The earliest date to which a definite precursor of chess can be traced is about AD 600. Travelling from India via the Arab world to Europe, chess has exerted its peculiar fascination over a wide range of cultures. This universal appeal, stretching for a span of 1400 years, surely indicates that chess taps some deep-rooted elements of the human mind. Chess almost certainly had its origins in a type of war game, and the sporting or competitive element is still one of its most seductive features. The urge to compete is undoubtedly a fundamental part of the human psyche, and while one may argue as to how much of this urge is a result of upbringing and how much is genetically based, the fact is that it exists and is likely to do so for the foreseeable future.

However, chess does not appeal only to the basic desire to win. It also exerts its pull on another important psychological element, the desire to detect patterns and to impose order on chaos. A human playing chess depends not only on memory and ability to calculate sequences of moves, but also on pattern recognition. This often manifests itself on a subconscious level. Somehow, deep within the brain, all the games of chess one has ever seen have made a mark, and the position on the board at any given moment is compared with all these pre-existing patterns. A close match will result in a sudden “feeling” that one knows what the correct plan should be. A skilled human player will know when to trust these mysterious hunches and when to show a healthy scepticism. Often, when a grandmaster is asked why he played a particular move, he will struggle to explain exactly how he came to a decision. It may appear as though he is trying to keep his secrets to himself, but more often it is simply because he does not himself understand the subconscious processes that led him to play a particular move.

This type of process is one of the highest mental faculties of which human beings are capable. By contrast, purely mechanical reasoning, based on calculation, is less distinctive. Suppose, for example, that a businessman makes decisions about whether to invest money in a particular endeavour purely on the basis of financial calculation. Then he might just as well be replaced by a computer, which would be faster and perform the calculations with less chance of error. A real talent for business goes far beyond routine calculations, into the area of judgement and intuition. Just as in chess, a talented businessman will have a lifetime’s experience in his subconscious and this will enable him to make a reasonably accurate decision, even when the information available would result in an “insufficient data” error from a computer. Indeed, his main problem will probably be to try to convince his colleagues of the correctness of his decision. When playing chess, one is alone. There are no colleagues or meetings. One has total authority to implement one’s decisions, and conversely one has to accept full responsibility for the consequences, good or bad. This, too, is one of the appeals of chess. There are few areas in life where decisions can be made without consultation and at a moment’s notice, and there are few areas where the effects are visible so quickly.

The history of chess is one of very gradual development. The rules have evolved over the centuries but have been more or less static for the past 500 years. For half a millennium, chess knowledge has gradually accumulated, but today’s grandmasters still find that much about the game is totally baffling. Now, however, after 1400 years, chess is facing a new challenge from the computer. It is far from clear whether the strongest chess-playing entity on the planet is based on carbon or on silicon. It often seems remarkable to non-chess players that a human has any chance of beating a computer at chess. This arises because of the common misconception that playing chess is all about calculating sequences of moves. The logic then is that since computers are much better at calculating than humans, a computer should normally beat a human. The fallacy here is that, as mentioned above, calculating moves is just one part of playing chess. The mysterious processes of the subconscious are just as important, and these cannot, as yet, be programmed into a machine.

In the 1970s, a human vs computer contest was just a joke, as the poor machines stood no chance at all. Even though they could calculate hundreds of times faster than a human being, the result was a foregone conclusion. At the time, in the artificial intelligence departments of universities all round the world, a great deal of effort was expended on chess programming. The reason was that it was felt that a computer would only play chess successfully when it had been programmed to think like a human being, at least in the limited area of chess. And if it was possible to do it in chess, then why not in other areas of human mental activity? Now, however, the academic interest in chess programming has more or less vanished. Nobody ever succeeded in programming a computer to think like a human being, and all the progress in chess programming has been made by concentrating on what computers do best – calculation. Over the past twenty years the speed of computers has increased enormously and now they can calculate millions of times faster than a human being. What the human does elegantly and with little effort by subconscious pattern recognition, the computer does by “brute force”, i.e. by examining millions of possible continuations and finding the right move by an exhaustive analysis probing many moves ahead. Today’s computers are so fast that the fact that this method is very inefficient doesn’t matter – the computer has gigahertz to spare and can afford to waste 99% of its time looking at irrelevant variations that a human would never consider, provided the remaining 1% is spent on the critical lines.

In 1996 the human World Champion, Garry Kasparov, faced the world’s leading computer, Deep Blue, in a six-game match. Most commentators imagined that Kasparov would see off the silicon challenge with little difficulty. There was palpable shock when Kasparov lost the first game. Perhaps Kasparov had underestimated the powers of his opponent; in any event, Kasparov played much better in the remaining games and ended up winning by 4–2. However, Kasparov fared less well in the 1997 rematch and the number-cruncher came out ahead by 3½–2½. Since then, the machines have steadily advanced, and Deep Fritz’s 4–2 win against Vladimir Kramnik in 2006, in which the then world champion failed to win a single game, indicated that the computers had pushed ahead of the top humans. After this, interest in man-machine contests faded since it was apparent that an interesting contest could only be obtained by handicapping the computer in some way.

The lessons of computer chess may have wider implications. Even though the efforts of computer scientists to make computers think like human beings have not been very successful, perhaps this should not be a cause for regret. In chess, at any rate, computers have achieved their current level of performance precisely by not thinking like human beings. The result of this has been a new perspective on chess which has not been provided by 1400 years of human development. Because the processes by which computers select a move are totally different to those employed by humans, computers sometimes come up with an astonishing move which a human would never even consider. Many times in recent years a computer has played a move which the watching humans have dismissed as the result of a programming bug, only for further analysis to reveal the concealed idea behind the move. In other words, the differing perspective of the computer has provided insights which would probably never have been obtained by human analysis. The simple fact is that nobody knows what human beings are missing, and this applies not only to chess.

The limitations of human thought must be there, but little can be said about them because it is impossible to measure the unknown. First of all, our brains are undoubtedly limited by our evolution. Intelligence evolved as a survival characteristic in a world very different from the one we now inhabit. The slow million-year crawl of evolution may have fitted us well for the world in which humanity first appeared, but by comparison the social and technological changes taking place today are lightning-fast. The fact that slightly intelligent apes have developed world-destroying weapons does not imply an ability to manage that same world in a positive way. Moreover, there are probably culturally-based limitations. Human development tends to build gradually from one generation to the next, and only very rarely does it suddenly shoot off at a tangent. Perhaps thousands of years ago there was a fork in the road of knowledge; humanity sped off along one branch, never suspecting that the other existed.

In the absence of any external perspective, we cannot tell how limited our thinking processes are. If we suddenly make contact with extra-terrestrial intelligences, will their thoughts prove to be along utterly different lines to ours, perhaps even to the point of making communication impossible, or will there be enough common ground to make meaningful contact? Nobody can say. However, the progressive development of computers suggests that one day we may be able to create another viewpoint ourselves. Just as the primitive computers of today have shown us new concepts in chess, perhaps one day their successors may show us what we are missing elsewhere. And the first clue will have been provided by a game from 6th-century India.

 

 


[bookmark: Symbo]Symbols and Abbreviations

 






	+
	Check



	++
	Double check



	#
	Checkmate



	x
	Capture



	0-0
	Castles kingside



	0-0-0
	Castles queenside



	!!
	Brilliant move



	!
	Good move



	!?
	Interesting move



	?!
	Dubious move



	?
	Bad move



	??
	Blunder



	Ch
	Championship



	(n)
	
nth match game





 






	GM
	Grandmaster



	IM
	International Master



	FM
	FIDE Master





 






	FIDE
	Fédération Internationale des Echecs (World Chess Federation)



	PCA
	Professional Chess Association



	GMA
	Grandmasters Association



	USCF
	United States Chess Federation



	ECF
	English Chess Federation





When a game mentioned is annotated in The Mammoth Book of the World’s Greatest Chess Games, this is indicated by WGG followed by the game number.
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Although this is entirely appropriate to be read as a first or second course in chess, it is not a beginners’ chess book in the traditional sense. Likewise, although it contains plenty of high-level material and some truly mind-bending chess puzzles, it is not an experts’ manual. I have written this book in such a way that it provides inspiration and useful information for everyone with an interest in chess, from total beginners to grandmasters.

The result of this, I hope, is a book that you will refer to and dip into for many years to come; a book you will not outgrow as you become an accomplished player.

 

Why play chess?

Everyone who plays chess has their own answer to this question, and since you have at least picked this book up off the shelf, the game must have an attraction to you.

To children, chess is a cool way to beat other children (or, better still, adults). Winning at chess is far more satisfying than winning in any more primitive type of battle, and has more street-cred than coming top in a maths test (though that is the sort of thing children who play chess tend to do!).

Parents of chess-playing children delight in the mental training the game provides. Children who excel over the chessboard have an uncanny ability to succeed in other fields too.

For adults playing chess at a high level, the thrill of the game is just as great. Adrenaline flows freely during a tense chess game, and a good win feels better than, well, just about anything.

For adults who play chess at less exulted levels, it is a fun pastime, an enjoyable way to spend time with friends or a way to meet people with similar interests at a club. And yes, everyone gets a kick out of winning, no matter how or who against.

These are mainly the external reasons for playing chess. What is it about the game itself that players like? Simply put, the game is beautiful. For all of the supposed complexity of chess, the geometry is simple and elegant. A well-played game has a certain logical crispness about it. Simply seeing a good move on a board can give chess players pleasure. It is a glorious feeling to play a great game, flowing from start to finish.

 

A chapter-by-chapter walk-through of this book

I am assuming that readers already know how to play chess and understand chess notation. If you do not know how the pieces move, I recommend that you learn from a friend or relative, face-to-face across a chessboard. This is by far the best way to learn how to play chess. If this is not possible, then Appendix A, near the end of the book, is the place to start. Then Appendix B explains how chess games are written down, while the next stage in the traditional programme for newcomers to chess is to learn the basic mates: Appendix C.

If you are up to speed with these basics, then the rest of the book beckons. If your main aim is to improve your chess-playing, then proceed to Part One. There you will find tips, examples and positions for solving. Inexperienced players should work through these chapters in turn from the start of the section on delivering mate, while more experienced players can dip in according to taste; the mates in two should provide entertainment, and the combinations a real challenge. I guarantee that no matter how good you are, you will meet your match somewhere in these positions for solving, although for masters this may not be until the tougher combinations.

Seeing tactics is really the key to playing chess successfully, since they are the building blocks from which everything else in chess is made. Therefore, it is especially important to study and understand these early chapters. Once you have got a good feel for the tactical properties of the pieces, it is time to move on to the section on endgames, openings or attack and defence.

The discussion of endgames is quite brief. My aim here was to present a few of the key positions that will be of most use in practice and to explain the basic concepts of endgame play. There are many weighty tomes of detailed analysis of all manner of endgame positions. My experience is that since the exact positions in the endgame manuals will almost never arise in actual play, it is not so much the specifics of the analysis that are important, but rather the concepts. Playing endgames well is about knowing a few key positions well, knowing what to aim for and analysing a great deal at the board.

In the section on openings my aim has been to explain the spirit of each opening and give you some idea of the typical plans and strategies available to both sides. I feel this is far more useful than presenting a lot of detailed analysis. Once you have identified openings that appeal, you will be in a better position to understand detailed monographs on the individual openings, should you decide further study is needed. I have also indicated a great many traps in the openings.

Even if you have no great interest in studying openings, there is much of interest in the openings section. The strategic examples are all highly instructive illustrative games that will repay close examination.

The chapter “Attack and Defence” was a lot of fun to write. Here we see standard sacrifices (sometimes successful, sometimes not) and plenty of examples of creative attacking, defensive and counterattacking chess. It is in attacking play that tactics and strategy come together.

Talking of strategy, you may be wondering where the section on chess strategy has gone. I decided that it was too important a subject to be compartmentalized, and so the discussion of strategy runs throughout the sections on openings, and attack and defence. The glossary also provides a wealth of information on strategic concepts and could very well be read as a course in the basics of chess strategy.

The second part of the book takes a general look at the chess world and is the place to go if you wish to discover more about how you can pursue your interest in chess, whether by playing club or tournament chess, using computers or by getting online. These are exciting times for chess, since the game is so well suited for playing online, and chess data can be transmitted so efficiently in electronic format. For a time in the 1990s, the battle for chessboard supremacy between the strongest human players and the most powerful computers raged, but now the emphasis is more on cooperation between the two. The puzzles chapter allows you, amongst many other things, to test how well you can cooperate with your own computer.

The glossary in the third part of the book is as detailed as I could make it, with just about every significant chess term I could think of defined and discussed. It is worth taking a look at the glossary even if you don’t have anything specific you need to look up, since a lot of the entries are entertaining or instructive.

There are many people I should thank for, in one way or another, making this book possible. Firstly, Mark Crean at Robinson Publishing, who first approached me with the idea of a big-value general chess book, and all the other staff at Constable & Robinson deserve thanks, notably Mark’s successors, Krystyna Green, Pete Duncan and Duncan Proudfoot. It has been a pleasure to work with such a highly professional publishing company. John Nunn has been a great help; I would like to thank him for his thought-provoking foreword (“I’ve never before seen a foreword containing Indians, aliens and computers” – Mrs Petra Nunn) and general technical assistance. John also provided plenty of ideas, directly and indirectly, for the content of the book. Indeed, a great many of the people I have met since I first learned how the pieces move thirty-eight years ago have in some way provided ideas for the book or helped clarify what my aims should be. In particular I would like to mention Frederic Friedel, Yasser Seirawan, Jonathan Levitt, Reg Burgess, Andrew Savage, Gary Quillan, Sean Elliott, Tyson Mordue, Natasha Regan, Dr Heather Walton, Niels Højgård, Jakob Bjerre Jensen, Steffen Pedersen, David Norwood and Steve Davis. I should also thank my mother and sister who proof-read some sections of the book. I apologize to anyone I have forgotten to mention.

To conclude, I wish you many years of pleasure using this book, and hope that it provides you with a deep understanding of chess and the people who play it.

 

Graham Burgess

London 1997

(minor updates to this introduction, 2000, 2009 and 2013)

 

Dedication

This revised ePub edition is dedicated to my wife, June Mary Stengel.
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In this new edition, I have sought to bring the book fully up to date in a number of respects. Firstly, I attended to any typos that had found their way into the first edition. Next, I employed a new automated procedure (developed in 1997) to check all the moves for legality and accuracy of notation, and then ran a computer-check over all the analysis. This threw up a number of points, which led to a good deal of new analysis, and in some cases made it necessary to replace games and positions entirely. For the most part though, the analysis stood up to scrutiny, and remains unchanged, but may now be considered computer-approved.

The next task was to bring the content up to date by addressing developments in the fields of computer chess and online chess. In particular, there is a completely new section in the chapter on Computer Chess, discussing the abilities of the latest generation of chess-playing computer engines. Finally, it was necessary to update any topical content, such as the state of play (or non-play) in the world championship.

 

Graham Burgess

Bristol, England 2000
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Enough time has passed since the first edition of The Mammoth Book of Chess that I have now had the experience of players telling me that it was their first book, and even their favourite book, before sitting down at the board – and defeating me. Naturally, I have mixed feelings about this, but I am pleased that this book has made such an impact.

This third edition features a completely new chapter on computer and Internet chess, given how drastically these aspects of chess have changed in the intervening time. I have also added an extra chapter of 60 puzzles which I hope readers will have many hours of pleasure attempting to solve. If they prove too difficult (always an author’s main fear when setting puzzle positions), then please view them as additional examples to complement those in the earlier chapters of the book. Naturally, I have also taken the opportunity to update the book in a number of other respects (particularly the opening coverage), but most of the other material remains largely unaltered.

Finally, I would like to thank the staff at Constable & Robinson for their enthusiasm for this project, their generous allocation of an extra 32 pages, and for their patience when some unexpected developments in my personal life led to a delay in delivering the new text.

 

Graham Burgess

Woodbury, Minnesota 2009

 


[bookmark: IntrK]Introduction to the ePub Edition

 

It is a pleasure to present this new ePub edition of The Mammoth Book of Chess. A previous ebook edition appeared in 2009, at a time when there were very few electronic chess books. Since then, the capabilities of eReaders have developed considerably, as have the variety of ways to read ebooks and, accordingly, readers’ expectations.

Therefore, in addition to updating the content in a number of areas, this revised ePub edition makes several changes to the presentation of the material. Firstly, the diagrams are somewhat larger, so that they do not appear too small either on physically small screens, or on high-definition (HD) devices. But due to improved image compression, the file size is far smaller than that of the previous edition, leaving you with greater storage space and providing a shorter download time. There are also considerably more diagrams in the book now, so you are always likely to have a relevant diagram on-screen or just one click away. Full use is made of extended character sets, so accented letters and symbols are included as normal scalable text rather than small graphics.

But the most obvious difference in this edition comes in the puzzle sections. Each puzzle position is given on a new page, with the solution appearing on the next page; there is no need for any cumbersome navigation between puzzles and solutions. Note that if you are using a large-screen device, you may therefore need to turn off Two Column mode (or view the puzzles in Portrait orientation), in order to avoid seeing the solution at the same time as the puzzle.

Many links have been added throughout the book, both to aid navigation and to help you find relevant content and definitions. With touchscreen devices increasingly the norm, these links should prove especially convenient. There are also two completely new indexes: one of them to guide you to definitions of terms, and the other to enable you to find material on an opening if you only know the moves but don’t know the name.

There are also minor revisions throughout the text. I corrected a number of errors and updated any topical content, particularly in the chapter on computer chess. Web links have been checked, and updated where necessary. Despite the relatively small number of changes, I feel that the book succeeds in providing a fair overview of chess from a 2013 perspective.

 

Graham Burgess

Woodbury, Minnesota 2013
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There follow some of the typical questions that chess players get asked by non-players or casual players, with typical answers – or at least my answers.

 

How far ahead do you look?

Ah, that old chestnut! It varies a lot. In some positions it is possible to look ahead many moves, generally when there is very little material left on the board, or when many of the moves are totally forced. In other positions there is no point calculating – when there are no forcing variations it can be better to think generally about the position and find simple ways to improve it. In some sharp positions where it is not possible to get to the bottom of the tactical variations, chess players will often let their intuition be the main guide in their choice of move.

That isn’t the sort of answer you wanted though. In a typical middlegame position (if such a thing exists) with some possibility of sharp tactics, but nothing too forcing or complicated, then a good player will typically look ahead three to five moves by both sides, concentrating solely on the plausible moves – this is where intuition comes in. How many positions this amounts to is hard to judge. Consciously, a player may be aware of looking only at a few dozen positions that arise in the variations he looks at. Subconsciously, hundreds of positions will flash past his mind’s eye, but little conscious thought is needed to dismiss those that embody dreadful ideas. Throughout this process, the player will be looking to identify any particularly critical variations that demand more searching analysis.

 

How do you become a grandmaster?

This is far easier to explain than to do! There are some events (e.g. world junior championship) in which the winner is awarded the title automatically, but most grandmasters gain their title by achieving grandmaster norms. These are exceptional results in international events. If a player scores enough points against sufficiently strong opposition, then he achieves a norm. When he has achieved norms equivalent to a total of 24 games, then if his rating is sufficiently high, he is eligible to receive the title. Most grandmasters achieve their title by scoring three norms of 9 to 11 games, but there is nothing to stop a player gaining the title in one 24-round event!

 

Does chess require a great deal of patience?

No. In appearance the game may look like one in which patience is essential, but the thinking behind it is mostly violent. Each side is trying to destroy the other. This is not a game of peaceful coexistence, where one tries to coexist slightly better than the other. True, once a high level of skill has been reached, some games can reach technical positions, which become a war of attrition, but even then it is often a slow build-up to a violent finish.

 

Do the games take a very long time to finish?

Not necessarily. It is entirely possible to play a game of chess in just a few minutes when using a chess clock. When playing for fun (or perhaps for a stake of some sort), one of the standard time limits is five minutes for all the moves – so the game lasts a maximum of ten minutes. Some players prefer even faster time limits – for instance one minute for all the moves. True, the quality of such games is not too good normally! Another way of playing fast games is to use a “lightning buzzer”. This makes a noise every ten seconds (or whatever), and the player whose turn it is to move must make his move at that moment. As for tournament chess, there are plenty of quickplay events, in which each player is allotted twenty to forty minutes for all the moves in each game. In standard tournament play each player has two hours for the first forty moves, and an extra hour to reach move sixty. This does not seem slow if you are playing a tense game! It is true, however, that some forms of chess do take a long time. Postal games can take months or even years, while there is the story of one postal game being played at the rate of one move every year.

 

How can humans hope to play successfully against powerful computers?

Hmm. A few years ago this question would have been “how can computers hope to play successfully against powerful humans?” In purely calculating terms, computers have a huge advantage. Even the primitive chess computers of the mid-1980s were strong enough to see some intricate tactics. However, computers have no real concept of long-term planning, and no intuition. Put a human up against a strong computer in a position with the pieces randomly scattered over the board, with nothing from which the human can take any bearings, and silicon will come out on top. However, such positions don’t occur very often in chess games. A skilful human chess-player can guide the play along more intuitively graspable lines, and so give the computer more problems. But even this has become too hard, and from around 2005 onwards the best players in the world were struggling to take many points off the best computers. That is not to say that computers comprehensively outclass humans though. Computers still miss ideas that humans see readily, and sometimes choose moves that are obviously bad. A computer working with human guidance will play and analyse far better than either in isolation, and this human-computer cooperation has been one of the major driving forces behind the sharp change in playing style at the top levels of modern chess – see the chapter on Computer Chess for more on this topic.

 

Why don’t more women play chess?

Good question. The reasons generally advanced are social conditioning, or women tending to be less aggressive by nature. I tend to think that most women are much too sensible to persist in playing a board game unless they can become really good at it. Men are perhaps more obsessive. Quite simply, I don’t think anyone really knows why chess doesn’t appeal to more women, or has even advanced a particularly good explanation.

 

How come there are so many chess books? What is there to write about?

The market for chess books is substantial since there are many ambitious chess players to whom it is important to be up to date with chess theory, since this gives them an edge over their opponents. If you’re spending a lot of time studying chess, there is nothing more annoying than losing a game simply because the opponent is better read. Many books are about openings. Ambitious players tend to specialize in particular ways of starting the game. In a major chess opening, of which there are many, there are hundreds or even thousands of important new master-level games each year. Reading a recent book on the opening in question is the best way to keep up to date. There is also a good market for general books. The understanding of chess strategy does not stand still, and while one could reach a certain level by studying only the games of the “old masters”, one would also be missing out on a lot of new dynamic ideas.

 

Isn’t chess getting played out? Don’t the top players play most of the game from memory?

This is a common misconception. There are far more possible games of chess than there are particles in the known universe, and the number of possible chess positions, though far fewer, is still astronomical. While it is true that in some openings there are main lines that extend past move twenty, this is not a sign that chess is being played out – just that some of the main highways have been extensively explored. That does not imply that there isn’t a great deal of unexplored territory. And once the known territory is left behind, the players are on their own.

 

I’m just an ordinary social player. How long would it take a grandmaster to beat me?

If you play sensible moves, then no matter how strong your opponent may be, he will not be able to force a quick checkmate. Expect any mistakes to be punished quickly, and to come under pressure if you play passively. Against a grandmaster, a player below club level would be doing well to avoid serious mishaps in the first twenty moves, and could be proud of reaching move thirty alive. In terms of time taken over the moves, a top-class player could play more or less instantly under these circumstances. It is only when the players are evenly matched that the course of the game depends on strategic subtleties or long-term plans.

 

Can anyone who didn’t learn chess when they were a young child hope to become any good?

It depends what you mean by “any good”! Most players who go on to join the world élite took up the game when they were very young, but it is not unknown for those who started to play chess in their late teens to become good international-level players or grandmasters. However, I’m not aware of anyone who started to play chess as an adult becoming a grandmaster. However, if your ambitions are to reach a good club or county level, then whatever your age, this is an entirely feasible aim. Get hold of a few books, a reasonable chess computer and visit your local club, and don’t get too upset if you lose a lot of games to start with. Those who take up chess relatively late in life can often become successful in correspondence chess, since in the slower form of the game, speed of thought is not so critical as when playing against the clock – positional understanding, which can be learnt, and a methodical approach count for a great deal. And you can verify everything with a computer, but check the rules of the individual event if you want to have a clear conscience...

 

Who is really the World Champion, and what’s all this business with FIDE and the PCA, BGN, WCC, etc.? I’m interested in the details.

From 1993 to 2008 it was a rather complicated mess, and there are still some loose ends that could easily become frayed over the next few years. But the good news for chess as a whole is that there is now (as I write in late 2009) a single, undisputed World Champion: Viswanathan Anand from India. But before then...

Garry Kasparov had been the “official” FIDE (Fédération Internationale des Echecs – World Chess Federation) Champion up to 1993, when he broke away to form a new organization, the PCA (Professional Chess Association). Under the auspices of the PCA, he defended his title against the challenger who had won FIDE’s candidates cycle, Nigel Short. Thus the formal legitimacy of both players was obtained by successes in FIDE events. Following the breakaway, FIDE disqualified both players. Under FIDE’s rules, Karpov and Timman, the two highest placed men in the candidates’ events who had neither been disqualified nor had lost a match to anyone still involved in the cycle, contested the then vacant “official” FIDE World Championship. It did little for the credibility of the FIDE match that both these players had lost matches against Short, who in turn was comfortably defeated by Kasparov. Karpov, who had been FIDE Champion 1975–85, won the match.

Most players tended to accept Kasparov as the real champion, but several factors clouded the issue greatly. Kasparov’s organization, the PCA, lost the sponsorship that it had secured from the microprocessor producers Intel. The PCA then ceased operations after just one more title match, Kasparov’s successful defence against Anand in 1995. FIDE’s own championship was plagued with delays in holding Karpov’s next defence, against Kamsky. The match eventually took place in 1996 in Elista, after plans to play in Baghdad had caused outrage around the chess world. FIDE subsequently adopted a knockout format for its world championship, which, while an interesting event in itself, held little credibility as a World Championship. Several key players didn’t take part, and the format tended to produce a new champion each year (generally, but not always, from the world’s top 20 players), as the statistical probability of even a clearly superior player coming through a whole series of mini-matches victorious is extremely small.

Meanwhile Kasparov’s attempts to organize a credible world championship had gone further awry. In 1998, Kramnik and Shirov (taking Anand’s place, who declined to take part for contractual reasons) were “appointed” to play a match, with the winner to challenge Kasparov. After Shirov unexpectedly beat Kramnik, it proved difficult to find adequate sponsorship for a Kasparov–Shirov match. At the end of 1998, Shirov was left out in the cold, with Kasparov inviting Anand, who had by then established himself as clearly World No. 2, to challenge him directly. Even for this match, sponsorship proved difficult to find. Russia’s Vladimir Kramnik was then reappointed challenger, and he unexpectedly defeated Kasparov in a match in London in 2000, largely by stifling Kasparov’s creativity with very solid chess.

This was to be Kasparov’s last world championship match, as he was granted no rematch.

Various plans and organizations came and went, before Peter Leko qualified through a different cycle again to face Kramnik, and narrowly failed to lift the crown.

Until his retirement in 2005, Kasparov remained the dominant figure in world chess, and no championship that didn’t involve him in some capacity was going to have much credibility. Once he was out of the picture, a reunification plan had a chance to become reality, despite the many aggrieved parties that both world championship cycles had left in their wake, and the obvious difficulties involved in getting two men to sit down to contest a title that they both believed they had already earned, and with FIDE never admitting that their championship had ever been anything other than the “real” one. But the damage to chess as a whole from its highest-profile event being diluted into two rival cycles was evident to all, and the impetus for reunification looked set to sweep all obstacles from its path.

Without going into all the ins-and-outs, Veselin Topalov from Bulgaria won a world championship tournament in 2005. This had been intended as the reunification event, but Kramnik refused to play, still leaving two rival champions. Kramnik and Topalov contested a bitter match in 2006 (so bitter that the reunification process nearly failed), with Kramnik winning eventually. In 2007, the process called for a further world championship tournament, which was won by Anand, ahead of Kramnik. Those of a traditional frame of mind were disappointed that what had generally been a matchplay title had been decided in a tournament. They could finally be content when in 2008, Anand defended his title with a decisive match victory over Kramnik: the line of succession was intact, and the title was reunified to the satisfaction of all. Or most, at any rate.

2013 Postscript: In a sense, the situation remains the same: Anand is still World Champion (having narrowly fended off challenges from Topalov and Gelfand in 2010 and 2012 respectively), and there is a single unified championship, organized by FIDE. However, media interest in the World Chess Championship remains very low, and the qualifying cycles have looked chaotic at times. Cancellations and rule changes have been the norm, while FIDE retains its obsession with very short matches and rapidplay tie-breaks, leading to some rather farcical situations and cynical short draws. The withdrawal of Magnus Carlsen (world number 1 since 2009) from the qualifying cycle for the 2012 match was a heavy blow to the whole system. But a successful candidates tournament in 2013 and a well-fought championship match later in the year could put things back on a firmer footing.

 


[bookmark: Deliv]Delivering Mate

 

The king is not a very fast moving piece. He can move only one square at a time, and so, even on an open board, has a maximum of only eight squares at his disposal, and at the edge of a board a mere five, while in the corner, he can move to at most three squares.

Checkmate occurs when the king is attacked and there is no way of stopping the attack (whether by taking the attacking piece or putting something in the way), and all of the king’s possible flight squares are either attacked by enemy pieces or blocked by “friendly” pieces.

It is not difficult to mate a king. If you have several pieces near your opponent’s king, and his defences are not in order, you should expect to find a mate. Likewise, make sure your own king has protection when he needs it – but more on that in the later chapter on attack and defence.

 

If you are an experienced player, I suggest you skip this introduction and the 25 novice warm-up positions and go directly to the trickier mates in two.

 

[bookmark: page_14]To introduce you to a systematic way of thinking about checkmate, let’s consider how many squares in the king’s field (i.e. the square he is on, and those he might be able to go to) each piece can attack – see the following diagrams.

First, let’s consider the most powerful piece, the queen.



A queen can attack six squares in the king’s field (only five if not giving check). This leaves only three to be covered by other pieces.



A rook can attack four squares in the king’s field, or only three if it is giving check.

A bishop can attack three squares in the king’s field (only two if not giving check). All of these squares are of the same colour.



Next we consider the knight, which makes up for its short-range move by moving in a way that no other pieces can.



A knight can attack two squares in the king’s field. Like the bishop, all the squares are of the same colour, though the colour squares that a knight attacks changes each time it moves.

 

It is all too easy to forget that the humble pawn can also participate in mating attack. A pawn can attack two squares in the king’s field (only one if giving check).



Let us also not forget that the king itself can also help to deliver mate to his opposite number.



A king can attack three squares in the enemy king’s field (and cannot of course give check).

 

If in each case the above comments are not immediately clear, then I suggest you write down a list of the squares attacked by each white piece in the diagrams. Answers are given later.

One conclusion we can draw immediately is that the queen is a very powerful mating force in itself, and needs only a little help to deliver mate. A single piece attacking a square next to the enemy king is often all the queen needs. If you think of chess as a medieval war game, then this is the equivalent of needing only the most menial spy in the enemy palace – then a state visit by the queen (as we shall see later) wins the war in itself!

Since the rook attacks squares in a straight line, it can be particularly deadly against a king at the edge of the board.

The knight should not be underestimated. Since it moves in a different way from the other pieces, it is the perfect complement to them. Indeed a queen and knight work together so well that when they are buzzing around a king, there is more often than not a mate.

Two bishops also complement each other well, whether attacking along parallel diagonals or at right angles to each other.

 

This chapter features a series of positions that test your ability to deliver mate. First, here’s a brief look at some standard mating patterns.

Note that in many of the diagrams that follow, only the pieces relevant to the mating idea are shown; in a real game situation there would be plenty of other pieces present.

 

[bookmark: Mate_Back-rank_Mate]The Back-rank Mate

This is one of the simplest mating ideas, but a tremendously important one. A rook (a queen is also ideal for the purpose) attacks all the squares along the king’s first rank, while a row of pawns prevents the king from advancing to avoid the mate.



White plays 1 Rd8#.

In games between inexperienced players, it is all too common a sight for the player who has been winning to fall victim to a back-ranker. “How can they mate with just a rook?” It is a cruel and bitter blow to lose a game in this way. The simplest way to avoid all risk of a back-ranker is to move one of the pawns in front of the king one square forward. However, I would recommend this precaution only when the game is fully under control and you can spare the time. While the game is still tense, to play any of the moves ...f6, ...g6 and ...h6 not only wastes time, but may also constitute a weakness that invites an attack.

At top level, back-rankers are important too. Not generally as a one-move mating attack, but the value of a complex tactical sequence may hinge on a back-rank trick. (See the glossary entry for Back-rank Mate.)

The back-ranker is also known as the Corridor Mate, though this term also incorporates rare cases (generally in problems) where “friendly” pieces block the king’s movement forwards and backwards, or else on both sides.

 

[bookmark: Mate_Smothered_Mate]Smothered Mate

If you thought “friendly” pieces didn’t live up to their name in the back-rank mate, here they are positively evil! In a smothered mate, a knight gives check, but this is enough to mate, since all of the king’s possible escape squares are occupied.

It is a bit much to expect that the opponent will block off all of his king’s escape squares and allow a knight to hop in and give mate, so generally a sacrifice will be necessary. Here is a very simple example to set up a smothered mate:



The black king has only the g8-square to which it might flee, so White lures the black queen onto that square: 1 Qg8+ Qxg8 (there is no other way to get out of check) and then 2 Ng6# finishes off nicely.

[bookmark: Mate_Philidor]The idea of smothered mate is by no means new. The earliest recorded example is from half a millennium ago, in 1497, not long after the queen’s powers had been extended:



1 Qe6+ Kh8

1...Kf8 allows instant mate by either 2 Qf7# or 2 Nd7#.

2 Nf7+ Kg8 3 Nh6++

3 Nd8+ also forces mate – by modern standards an alternative solution is a major flaw in a composition.

3...Kh8 4 Qg8+! Rxg8 5 Nf7#

This position was published by Lucena in his chess manual. It is therefore rather rough on him that in common chess parlance the name Philidor is generally associated with this idea. As if to compensate for this, a standard, and very important, position in the theory of rook and pawn versus rook, first published by Salvio in 1634 is generally known as the “Lucena Position”.

 

[bookmark: Mate_Mate_with_the_Queen]Mate with the Queen

The simplest way to give mate is to put your queen right next to the opponent’s king, provided your queen is defended, of course. Then only a few squares need to be denied to the king for it to be mate; none if the king is at the edge of the board. The following are a few examples.



Here a pawn provides the support, and the edge of the board prevents the king from running, so...

1 Qg7#

 

Here’s another, which should be very familiar.



This position has arisen after the moves 1 e4 e5 2 Bc4 Bc5 3 Qh5 (a bad move played millions of times by novices) 3...Nf6 (an even worse move, also unfortunately played millions of times by other novices). Black’s last move was a blunder; instead 3...Qe7 gives Black an excellent position. White now plays:

4 Qxf7#

 

Here’s a more sophisticated idea, often relevant when the king has been dragged out into the open, and the queen is chasing it towards hostile pawns:



1 Qf6#

A very economical mate. One pawn covers the two squares the queen cannot reach, while the other pawn defends the queen.

 

[bookmark: Mate_Mate_with_Several_Minor_Pieces]Mate with Several Minor Pieces

Here are some of the most important patterns:



White’s minor pieces dive in and mate the king:

1 Bxf7+ Ke7 2 Nd5#

This finish is characteristic of Legall’s Mate, which is a drastic tactical method of breaking a pin.

 

Two knights can suffice to mate a king when he is short of squares:



1 Nf7# finishes off nicely. Note that in general knights are more effective when standing next to each other than when defending one another.

 

Here are two examples of a pair of bishops delivering mate:



1 Bg6# is very light compared to some of the mates we have seen. It’s very easy to miss such ideas at the board.



1 Bd5# is the finish this time.

 


[bookmark: Deliv_Warm]25 Novice Warm-ups

 

Now we move on to the positions for solving. The first twenty-five positions are intended as warm-ups for novices, and should not take too long to solve, but don’t worry if you get stuck on a few – we all have mental blocks now and then. I have provided some rather generous clues, to some of the positions, in the above diagrams. If all else fails, consider every legal move.

As a rough guide, strong players should solve each position in just a second or two, while ordinary club players should not take long either.

If you have problems solving them, set the position up on a board and concentrate as though you were playing a game.

In the solutions, I note any tactical themes that occur in the positions. These ideas constitute an armoury of checkmating ideas that will help you throughout your chess career.

 




1) White to play and force mate in two moves

 


1)



1 Rd8+ Re8 2 Rxe8#

The simple back-rank mate has claimed countless victims. Related ideas can decide games at international level, so look out for them!

 




2) White to play and force mate in two moves

 


2)



1 Bxf7+ Ke7 2 Nd5#

White’s minor pieces cooperate very well here. This is the finish of Legall’s Mate.

 




3) White to play and force mate in two moves

 


3)



1 Qg8+ Rxg8 2 Nf7#

This is perhaps the simplest mating combination involving a queen sacrifice, but also a beautiful and striking one. It is named Philidor’s Legacy, after the great French champion of the 18th century, André Danican Philidor, although the idea dates all the way back to Lucena’s 1497 manuscript.

 




4) White to play and force mate in two moves

 


4)



1 Ne7+ Kh8 2 Nf7#

A simple mate with two knights. One knight forces the king into the corner, and the other delivers the killer blow.

 




5) White to play and force mate in two moves

 


5)



1 Nc3+ Ka1 2 Bb2#

A typical finish to the mating procedure with bishop and knight versus king. Note that the king must be mated in a corner on which the bishop can cover the corner square, and that White must be careful not to give stalemate.

 




6) White to play and force mate in two moves

 


6)



1 c8R

1 c8Q?? is stalemate, and only a draw!

1...Ka6 2 Ra8#

Remember to look out for stalemates and that when you promote a pawn you do not have to take a queen. White could also have won here (though not given mate in two) by playing 1 Kd7 and then 2 c8Q.

 




7) White to play and force mate in two moves

 


7)



1 Ba2+ Kh8 2 Rxf8#

The bishop check forces the king away from the defence of the bishop, so the rook can finish the job with a standard back-ranker.

 




8) White to play and force mate in two moves

 


8)



1 Rb7+ Ka8 2 Rb2#

This is a typical mating finish to a “Windmill” combination, of which we shall see more in the chapter on tactics. Note that the rook must go to b2 in order to prevent the black queen from taking the bishop.

 




9) White to play and force mate in two moves

 


9)



1 Bd6+ Ka8 2 Bb7#

A typical finish when forcing mate with two bishops against a bare king.

 




10) White to play and force mate in two moves

 


10)



1 Kg6 Kg8 2 Ra8#

A typical finish when mating with rook against a bare king. It is characteristic of the whole procedure for the white king to place itself a “knight’s move” away from the black king when the rook controls the line separating them. Then, if after Black’s reply the two kings face each other directly, a rook check will force back the sole king or, as here, be checkmate.

 




11) White to play and force mate in two moves

 


11)



1 Kh6 a1Q

Or 1...b1Q 2 g7#.

2 g7#

It doesn’t matter that Black promotes first – White gives mate! When pawns are racing to promote, it is generally good to have your king in front of the enemy pawns – but only if he slows them down or stops them advancing! Otherwise, he might just encourage them to advance at double speed, with checks or even mate.

 




12) White to play and force mate in two moves

 


12)



1 Nf6+ and no matter what Black plays, 2 Qxh7# follows. Black has left it a little late in playing the defensive move ...Bg6! This is a typical attacking ploy by White in queen’s pawn openings.

 




13) White to play and force mate in two moves

 


13)



1 Bg6+ Kg8 2 Qh7#

This is a standard attacking idea, which may escape a player’s attention, especially when this type of situation arises a few moves into a variation. One sees a perpetual check, with the bishop moving between h7 and some other square on the b1–h7 diagonal, forgetting that this “other square” could be g6, preventing the black king from escaping from the mating net.

 




14) White to play and force mate in two moves

 


14)



1 Nf6+

1 Nxh6+? Kf8 2 Qxg7+ Ke8 allows the king to sneak out.

1...Kf8 2 Qxg7#

A simple forced mate, illustrating, if nothing else, the value of an open file towards the opponent’s king – and of course the right to move!

 




15) White to play and force mate in two moves

 


15)



1 Ra8+

1 Nc6+? bxc6 (and not 1...Bxc6? 2 Ra8#) permits the king to run out via b7.

1...Kxa8 2 Nc6#

Rook and knight are very effective at mating kings in corners!

 




16) White to play and force mate in two moves

 


16)



1 Nc6 and 2 b7# follows. Here we see the vulnerability of the king in the corner, and the power of advancing pawns, even when promotion is not on the cards.

 




17) White to play and force mate in two moves

 


17)



1 Nc6+ Bxc6 2 Qe6#

The knight sacrifice simply diverts the bishop from covering the e6-square. I hope the rather irrational nature of the position did not distract you from this essentially straightforward idea.

 




18) White to play and force mate in two moves

 


18)



1 Qxf6+ Bxf6 2 Nf5#

The thought “if only the queen weren’t there” should have helped you find this move. The queen just needs to vacate f5 in such as way as to avoid disturbing things too much. Then the knight hops in and finishes the job.

 




19) White to play and force mate in two moves

 


19)



1 Rh7++ Kg8 2 Rh8#

This is the end of a so-called “staircase” mate. Everything is done with double checks, so the attacking pieces being en prise is irrelevant.

 




20) White to play and force mate in two moves

 


20)



1 Nd6+ Kd8 2 Ba5#

This is the sort of thing that might happen in the early stages of a game, though Black would have had to have been exceedingly incautious. Having said that, I caught a strong county-standard player with something almost as bad in a match once!

 




21) White to play and force mate in two moves

 


21)



1 Nf6+ Kf8 2 Bh6#

A pleasant geometrical mate, and an illustration that it is occasionally even worth sacrificing a whole queen to get rid of a fianchettoed bishop!

 




22) White to play and force mate in two moves

 


22)



1 Bg5++ Ke8 2 Rd8#

A double check forces the king back home to e8, where White gives mate rather economically. This is a simplified version of an idea that we will see in various traps in the chapters on chess openings.

 




23) White to play and force mate in two moves

 


23)



1 Qxh5+ Rxh5 2 Bg6#

Essentially, this is a variation on Fool’s Mate, with a decoy of the black rook thrown in. It is also the final sequence of the short game featured in the children’s chess book The Amazing Adventures of Dan the Pawn! The serious point is, of course, that one must be extremely careful when advancing kingside pawns when undeveloped.

 




24) White to play and force mate in two moves

 


24)



1 Rxa7+ Bxa7

Or 1...Nxa7 2 Nb6#.

2 Nc7#

This sort of thing should become second nature. The bishop is the only piece stopping Nc7 being mate, so any means of diverting it must be examined. When one sees that the knight cannot capture on a7, the picture is complete.

 




25) White to play and force mate in two moves

 


25)



1 Ne5+ dxe5 2 Rd1#

A surprisingly abrupt finish, until you consider that the black pieces are doing everything but defend in numbers.

 

 


[bookmark: Deliv_Trick]25 Trickier Mates in Two

 

I hope you didn’t have too many problems with those positions. Here are twenty-five rather more complex mates in two. The ideas tend to follow on logically from those we have seen, but are more deeply hidden, or combine various ideas. Nevertheless, experienced players should sail through this test as well.

 




1) White to play and force mate in two moves

 


1)



1 Qg8+ Rxg8

Or 1...Nxg8 2 Nf7#.

2 Nf7#

This is of course the simple Philidor’s Mate, but with the knight also covering g8. It makes no difference here, but I once discovered to my cost in a lightning game that if the rook is on f8 and the knight on f6, there is no mate!

 




2) White to play and force mate in two moves

 


2)



1 Ng6+

The knight opens the queen’s line and diverts the key defensive pawn.

1...hxg6 2 Qh6#

The clue here was that the black king was extremely short of squares, and so virtually any checks are going to be forcing moves, and should be examined if a mate seems plausible.

 




3) White to play and force mate in two moves

 


3)



1 Qxb7+ Kxb7 2 Bd5#

As we see, having plenty of pieces around a king does not mean that he is defended! Quite the contrary if all they do is box him in.

 




4) White to play and force mate in two moves

 


4)



1 Ng4 and 2 Nh6# is unstoppable. This is a fairly typical mating net, and shows a potential problem if a bishop abandons its fianchetto position.

 




5) White to play and force mate in two moves

 


5)



1 Re8+ Nxe8

Or 1...Nf8 2 Rxf8#.

2 Qxh7#

A simple piece of diversion, but note the long-range power of the bishops!

 




6) White to play and force mate in two moves

 


6)



1 Qxf7+ Kxf7 2 Nh6#

Black’s bunched pieces are worse than useless here, as White’s minor pieces cover all the right squares. Of course, in a real game it would be just as good to give mate in three by the simpler 1 Nh6+ Kh7 2 Qxf7+ Kxh6 3 Qg7#.

 




7) White to play and force mate in two moves

 


7)



1 Qxe6+ fxe6

Or 1...Be7 2 Qxe7#.

2 Bg6#

This type of mate is one that Black must look out for in some of the sharper lines of the Sicilian where Black delays his kingside development in favour of pursuing arguably greater strategic aims.

 




8) White to play and force mate in two moves

 


8)



1 Qh8+ Bxh8 2 Rxh8#

This is an X-ray combination. In the start position, White covers the h8-square twice (queen and h1-rook) while Black is also on it twice (king and bishop). Nevertheless, White can sacrifice his queen on this square with decisive effect since the c3-bishop “X-rays” through the f6-bishop to h8.

 




9) White to play and force mate in two moves

 


9)



1 Qa8+ Kxa8 2 Re8#

The white queen decoys the black king into a double check that just happens to be mate. It matters not that both checking pieces are attacked; they cannot both be taken at once.

 




10) White to play and force mate in two moves

 


10)



1 Qxc6+ bxc6

Other possibilities are 1...Qc7 2 Qxc7# and 1...Kb8 2 Qxb7#.

2 Ba6#

This is a fairly standard queen sacrifice to open up an apparently secure queenside. A variation on this theme has a white bishop controlling the h2-b8 diagonal, mate being delivered by the two bishops alone.

 




11) White to play and force mate in two moves

 


11)



1 Qe8+ Kxe8

Or 1...Kg8 2 Qxf8#.

2 Nd6#

Again, a queen sacrifice lures a king into a double check, which, thanks to the unfortunate disposition of the black pieces, happens to be mate.

 




12) White to play and force mate in two moves

 


12)



1 Ng6 and 2 Rh8# follows inevitably. This idea is important in practice, as an important defensive idea is to eliminate a bishop attacking along the a2-g8 diagonal. If the battle is close-fought, the attacker will need to seek ways to keep this bishop alive long enough to help land the decisive blow.

 




13) White to play and force mate in two moves

 


13)



1 Nh6+

The knight sacrifice diverts the bishop off the long diagonal.

1...Bxh6

Instead 1...Kh8 2 Ndf7# is a simple knight mate.

2 Qh8#

 




14) White to play and force mate in two moves

 


14)



1 Bg7 and Black can do nothing about 2 Ra2#. This is, I admit, a rather unnatural position, but then the idea embodied in it is a spectacular one. Indeed, the simultaneous opening of the line for the white rook, and blocking of lines for the black queen and g8-rook is the sort of theme one finds in chess problems. Note that 1 Bxh8? not only fails to force mate in two, but also loses: Black plays 1...Rg5 or 1...Rg1+ 2 Kxg1 Bc5+ 3 Kf1 b5.

 




15) White to play and force mate in two moves

 


15)



1 Rb7+ Kxc6

Or 1...Kd8 2 Bf6#.

2 d8N#



A beautiful finish, which I must admit is based upon the game Runau–Schmidt, which you can find as a trap in the Openings section.

 




16) White to play and force mate in two moves

 


16)



1 Qxb7+

Whichever rook captures the queen, it is walking into a pin, and so cannot parry a check from the white rook.

1...Rbxb7

Or 1...Raxb7 2 Ra1#.

2 Re8#

 




17) White to play and force mate in two moves

 


17)



1 Qxh7+ Kxh7 2 Rh3#



This is quite a standard mating pattern, which often occurs in practice. It is worth watching out for knight checks on e7 (or by Black on e2), since the queen and rook can easily be in the right positions to give this mate.

 




18) White to play and force mate in two moves

 


18)



1 Qf6

A truly spectacular move, threatening mate on f7.

1...gxf6

Otherwise White carries out his threat: 1...Nxd5 2 Qxf7# or else 1...Bxb5 2 Qxf7#.

2 Nxf6#

Another smothered mate. This is reminiscent of a trick Black can pull off in the Grünfeld Defence.

 




19) White to play and force mate in two moves

 


19)



1 Qxf8+ Kxf8 2 Rh8#

Essentially, this is just a simple back-ranker, set up by a queen sacrifice.

 




20) White to play and force mate in two moves

 


20)

1 Ng4



Note that this move carries no threat at all, but puts Black in zugzwang.

1...h2

Black’s only legal move sets up a mate in one by denying the black king its only flight square.

2 Nf2#

 




21) White to play and force mate in two moves

 


21)



1 Ra8+

1 Nc7+? is no good since 1...Qxa2+ is check.

1...Kxa8 2 Nc7#

Double check, and mate. The black king had to be decoyed onto a8 so that when the knight discovered check from the white queen, it also gave check itself.

 




22) White to play and force mate in two moves

 


22)



1 Nf6 and 2 Rh7# follows, unless Black moves his e7-knight, whereupon 2 Rg8# is the finish. The battery from the c3-bishop doesn’t come into the solution at all here – it was just a red herring. In real games you will also need to decide what is relevant and what isn’t!

 




23) White to play and force mate in two moves

 


23)



1 Qa8+

Decoying the black king into the corner. Instead, 1 Nxa7+ is not so good, since the king does not have to take the knight: 1...Kc7 and the king walks.

1...Kxa8 2 Nc7#

 




24) White to play and force mate in two moves

 


24)



1 Kg7 and no power in the world can prevent 2 Nc7#. Black’s pieces are just too badly placed.

 




25) White to play and force mate in two moves

 


25)

1 Ke1



Zugzwang – White does not threaten mate on the move, but Black now has no decent move. I ought to apologize for the somewhat unnatural position, but it was mainly to test whether you were sparing a thought for what the opponent could do, rather than just what you can achieve by force.

1...Bb6

Or 1...Bc7 2 Nxc7#.

Other bishop moves give White a choice of mates.

2 Nxb6#

 


[bookmark: page_33]Solutions to Delivering Mate

 

Explanation of earlier diagrams:

Queens: the f6-queen attacks c6, d4, d6, e5 and e6. The c4-queen attacks c5, c6, d4, d5, e4 and e6.

Rooks: the e6-rook attacks c6, d6, e4 and e5. The d3-rook attacks d4, d5 and d6.

Bishops: the f3-bishop attacks c6, d5 and e4. The d6-bishop attacks c5 and e5.

Knights: the f7-knight attacks d6 and e5. The e3-knight attacks c4 and d5.

Pawns: the e4-pawn attacks d5. The d4-pawn attacks c5 and e5.

King: the white king attacks c4, d4 and e4.

 

 


[bookmark: Tacti]Tactics

 

In many sports, the word “tactics” refers to the aspects that involve the deepest thought: out-psyching the opponent, or the long-term planning, for instance in pool or snooker. The fact that tactics in chess are the shortest term factors, upon which the medium-term planning and strategy are based, reflects two things: that chess is quite deep, and that it is a game of complete information, in which executing each move is not a problem. If, for instance, pool and snooker were not played using cues and balls, but on a computer that executed the chosen shot exactly as it was intended, then the tactics (e.g. snookering the opponent, safety shots, etc.) would soon become the building-blocks upon which the real strategy of the game was based.

Tactics in chess are the interactions between the pieces that are any deeper than simply capturing material that the opponent has blundered away.

The purpose of this short chapter is to provide an introduction to the main tactical methods that are important in practical chess. The main thing to bear in mind is that it is not so vital to know the precise names of individual tactical devices, but rather to know how to use them to further one’s plans at the board and to put them together to produce combinations. That’s why this chapter is short, while the next, where we get to the interesting stuff, is long.

 

[bookmark: Tactics_Checkmate]Checkmate

This, of course, is the most important tactical device of all!

 

[bookmark: Tactics_Destruction]Destruction

A very simple idea: if a key piece is holding the opponent’s position together, it makes sense to remove it, even at a considerable material cost.



Now 1 Ra8+ would have no impact: Black could reply 1...Nd8. So White plays 1 Qxc6!, destroying the knight that is enabling Black to defend against back-rank mates. Then after 1...bxc6 comes 2 Ra8+, mating.

Another very typical destructive theme is a sacrifice to shatter the pawn cover in front of a king. We shall encounter this many times throughout the book.

Tip: try to visualize what might happen if a particular piece did not exist on the board. If you like what you’re seeing, look for ways to destroy the piece in question!

 

[bookmark: Tactics_Fork]The Fork

This is one of the simplest and most effective tactical devices. One piece directly attacks two or more enemy pieces simultaneously. Typically a knight is effective for this purpose.



In this very simple example White plays Ne7+, attacking both king and queen. Black must move his king out of check, so White’s next move will be Nxc8, winning a whole queen.

Between beginners who have reached the level at which they can avoid getting mated in the first few moves, and do not blunder pieces gratuitously, I would reckon that losing material to a knight fork must be the most common single reason for losing a game. The unusual way in which these pesky horses move means that their tricks are often overlooked, even by fairly experienced players.

Forks can also be made by other pieces. Consider the position at the top of the next column. The white b5-pawn is forking the black knights, and the black rook is forking the white king and queen. White wins a knight, but Black a queen for a rook.



Tip for inexperienced players: if your opponent’s knights are at all active, then just before making a move, have a last look to be sure you’re not allowing a knight fork. Remember too that for a knight to fork two pieces, they must stand on the same coloured squares.

 

[bookmark: Tactics_Double_Attack]Double Attack

Whereas in a fork, one piece attacks more than one enemy unit, in a double attack, two or more pieces are responsible for creating the multiple attacks.



This may come about when a piece moving to make a discovered attack also makes an attack of its own, as in the diagram.

Here White now plays 10 e5. The pawn attacks the f6-knight directly (an exchange of pawns on e5 would not change this) while, by moving from e4, the pawn has discovered an attack from the f3-bishop onto the black queen’s rook. Experienced players would know to look out for this sort of thing.

A double attack can also arise from a piece moving so as to add to or reinforce the action of others.



In this position, the move 1 Qa1 opens up a double attack on the two black knights: suddenly, from being attacked once and defended once, they are both attacked twice, and it turns out there is no way to save them both.

 

[bookmark: Tactics_Discovered_Attack]Discovered Attack

This occurs when a piece moves off a line, opening up an attack from a piece that had been behind it. In itself, this is no more difficult to deal with than any normal attack on a piece, except maybe that it is a little harder to see. The real problem is that the piece that has moved may be able to create some other problem, perhaps giving check and so making it impossible to deal with the discovered attack.

[bookmark: Index_P41]

This position comes from a game Ghitescu–Fischer, Leipzig Olympiad 1960. White has just made a horrible blunder by capturing a pawn on c5. Fischer now played 14...Bxh2+ whereupon Ghitescu resigned. After the bishop is taken, the black queen will capture her white counterpart.

Tip: always take note of any potential attacks like this. There may be several pieces in the way, but it is amazing how quickly the rubble can sometimes be cleared.

 

[bookmark: Tactics_Discovered_Check]Discovered Check

This is similar to discovered attack, except that the attack is a check to the king itself. This means that the piece that is moving is free to do pretty much what it likes with complete invulnerability.

In the following diagram Black has carelessly allowed White to give a discovered check from the e1-rook.



For one move the e2-bishop can go to squares that would normally be unthinkable, since Black must deal with the check. The bishop can do most damage by going to a6, and then taking the b7-bishop: Ba6+ wins a piece.

Tip: allow a discovered check only if you are absolutely certain it is safe to do so, and if you are able to give a discovered check, be sure to extract the maximum value from it.

 

[bookmark: Tactics_Double_Check]Double Check

This is an off-shoot of the discovered check, in which the piece that moves also gives check. Normally there are three possible ways to get out of check, but with two pieces giving check from different directions, there is no way in which both pieces can be taken, or both checks parried, in just one move. Therefore the king must move. This makes the double check into a tremendously potent weapon, frequently devastating.

The next diagram features a characteristic example of a double check crowning a mating attack against the black king:



Black seems to have everything covered, but a double check destroys this illusion:

1 Bxg7++

This is actually a forced mate in seven!

1...Kxg7

The only legal move.

2 Rg3+ Kf6

Or 2...Kh6 3 Qe6+, etc.

3 Qe5+ Kf7 4 Rg7+ Kf8 5 Qf6+ Ke8 6 Qe6+ and mate next move.

Tip: calculate any variations involving double checks – however implausible they may seem – with great care.

 

[bookmark: Tactics_Pin]The Pin

A pin occurs when a piece is attacked (but not necessarily threatened with capture) by an enemy unit, and is preventing or discouraged from moving off the line of attack since this would open up an attack onto a more important piece behind. Often, the pin itself may not cause much damage, but many tactics can spring from it.

In the next diagram there are two pins:



The white bishop on g5 pins the black f6-knight against the queen on d8, while the b4-bishop pins the c3-knight against the white king. The pin against the king is stronger than that against the queen, since sometimes tactical considerations mean that it may be OK to break a pin against a queen, either as a sacrifice, or if there is some reason why the queen cannot be taken.

The pin of the c3-knight creates a threat to capture the e4-pawn – a pinned piece does not defend – while White’s move Bg5 enabled him to maintain the central tension a little longer. Thus both these pins can be seen as methods of controlling central squares, and so as good positional moves.

A pin can often give rise to a threat to win material. While a piece is immobilized by a pin, all it takes is for a pawn to attack the piece for it to be in grave danger. In fact, in this precise position, White has the move 5 e5, and it is only thanks to the trick 5...h6 (and then 6 exf6 hxg5 or 6 Bh4? g5) that Black is not losing a piece. Several methods of breaking pins are discussed later in this chapter, under the heading “Tactical Defences”.

Pins frequently form the basis of simple material-winning combinations.

[bookmark: Index_P43_1]For instance, in the position in the next diagram, the Welsh player (and pianist) Francis Rayner used a simple trick to gain a pawn and subsequently a surprise victory over the Greek IM Moutousis, at the Novi Sad Olympiad, 1990:



20 Nxe5! Bxe5 21 Re1

The bishop is pinned against the king, and there is no good way to defend it.

 

[bookmark: Tactics_Skewer]The Skewer

A skewer is a form of pin, but with the added point that the piece creating the attack intends to take either of the enemy pieces. Generally this is because the pieces cannot be defended or the attacking piece is less valuable than those attacked.

[bookmark: Index_P43_2]In the following position a simple trick based on a skewer helped me to an easy win over the Romanian IM Ilijin at the 1992 Biel Chess Festival:



15...Ndxe5!

Black has stolen a pawn in broad daylight, since after 16 Bxe5 Qxe5 17 Qxe5 Nxe5 18 Rxe5, Black has 18...Bf6, skewering the white rooks.

 

[bookmark: Tactics_X-ray]The X-ray

This is a much-misunderstood term. An X-ray occurs when a player turns out to be able to use a square, as if he actually controlled it, despite it superficially (i.e. on a simple count of the number of each side’s pieces attacking it) appearing to be controlled by the opponent. The phenomenon is best shown by an example:

[bookmark: Index_P44_1]

Here, in this position from Chigorin–Znosko-Borovsky, Kiev 1903, the f8-square is attacked twice by White and twice by Black – so it might seem that White cannot sensibly play a piece to the square. However, as soon as Black’s e8-rook moves to f8, the white rook on d8 attacks the square too. So, White forces mate:

1 Qf8+! Rxf8 2 Rxf8#

The point here is that f8 was controlled by the white rook “X-raying” through its black counterpart.

 

[bookmark: Tactics_Deflection]Deflection

Also known as distraction, this involves a piece being deflected away from controlling a vital square or line.

[bookmark: Index_P44_2]

In this position, from the climax of the sensational 20th game from the 1990 World Championship match, between Kasparov and Karpov, Garry Kasparov had a choice of two decisive ways to deflect the black queen. The way he chose was 30 Qxh6+! Qxh6 31 Nf7+ Kh7 32 Bxf5+, exploiting the fact that the black queen is no longer covering f7 or f5, to achieve decisive material gains. One would suppose that such a sequence would be good enough for anyone, but in fact White had better: 30 Nf7+!, distracting the queen from h6, forces mate in five more moves: 30...Qxf7 31 Qxh6+ Bh7 32 Rxa8 and a prosaic mate follows.

 

[bookmark: Tactics_Decoy]Decoy

Also known as enticement, but not to be confused with deflection, a decoy occurs when a piece is decoyed onto a fatal square or line.



White now makes two decoy sacrifices: 1 Rxe7! Qxe7 2 Qxa7+! Kxa7 and then underpromotes to fork the two decoyed pieces: 3 c8N+!, and following 4 Nxe7, White has an easily won ending.

 

[bookmark: Tactics_Overload]Overloading

A piece is overloaded if it is performing two vital roles (e.g. defending two pieces, or against a mate threat and stopping a pawn promoting) and so by forcing it to carry out one of these vital functions, it thereby neglects the other. Here is a case in point:

[bookmark: Index_P45]

This position, from a game Kharlov–Izkuznykh, Kemerovo 1995, illustrates a common way to win material. The g7-pawn is overloaded, and 20 Bxh6 exploits this. White wins a pawn, since 20...gxh6 is answered by 21 Qxf6, now that the knight lacks defence from the pawn.

 

[bookmark: Tactics_Square-clearance]Square-clearance

This is quite a simple idea. Suppose there is an ideal square for one of your pieces, from which it would have some devastating effect. However, this square is occupied by one of your own pieces.



Here is a typical example. If the e4-knight were to spontaneously combust, White would be able to play 1 Qe4, winning a rook due to the threat of mate on h7. It makes sense then to remove this piece that is in the way by the fastest means possible: exchange it, sacrifice it; somehow dump it to free the square. So, how can White get rid of this knight? The most forcing is 1 Nf6+ (if you’re looking for a forcing move, a check is generally a good option). After 1...Bxf6 2 Qe4 g6 3 Qxa8, White is the exchange up.

 

[bookmark: Tactics_Line-opening]Line-opening

An extension of the idea of square-clearance, but here it is not a specific square that is needed, but a line. Here is a graphic example:



White can now try the very surprising 9 e5 dxe5 10 d6. This sacrifices two pawns to open the diagonals from b3 to f7 and f3 to a8. If Black now plays 10...exd6 (best), then after 11 Bg5, White is generating some highly potent threats: 12 Bxf6 (distraction) 12...Qxf6 13 Nc7+ (fork); 12 Qf3 (fork/double attack).

 

[bookmark: Tactics_Interference]Interference

When one forces the opponent’s pieces to get in each other’s way with catastrophic effect, this is known as interference. (Problemists should note that the term as used by practical players is far more general than the very specific meaning used in problem terminology.) Here is one very simple example, which occurs after the moves 1 e4 c5 2 Nf3 d6 3 d4 cxd4 4 Nxd4 Nf6 5 Nc3 g6 6 Be3 if Black now plays the move 6...Ng4??. This is a well-motivated venture – Black wishes to hunt down White’s important bishop – but is a horrible blunder.



Now the check 7 Bb5+ brings about a catastrophe for Black. There is no decent way to parry the check. 7...Nc6 is obviously bad in view of simple 8 Nxc6 bxc6 9 Bxc6+, while playing either minor piece to d7 loses the g4-knight to 8 Qxg4: 7...Nd7 interferes with the line of defence from the bishop, while 7...Bd7 is no use either, since the bishop is pinned against the black king.

Another way of interfering with the movement of enemy pieces is to block lines or squares that they may need to use. Here is a typical example:

[bookmark: Index_P47_1]

This is from an old game Tal–Campomanes (the same one who went on to become an extremely controversial FIDE president), after the moves 1 e4 c6 2 d4 d5 3 Nc3 Nf6?! 4 e5 Nfd7. Tal now played 5 e6 fxe6. This pawn sacrifice gives White some chances on the kingside, but the main idea is that the black bishops will have great difficulty making any worthwhile moves. After 6 Bd3 Nf6 7 Nf3 g6 8 h4 c5 9 dxc5 Nc6 10 Qe2, Black never got his position in order.

 

[bookmark: Tactics_Zwischenzug]Zwischenzug

This is more of a concept than a precise tactic. The word comes from German, and if you translate it to “in-between move” it ceases to be so strange or frightening. It is a forcing move played before making what appears to be a compulsory move, often a recapture.

[bookmark: Index_P47_2]Here’s an example, from a game Kerchev–Karastoichev, Varna 1965, where Black found an excellent move, illustrating the theme perfectly:



1...Ng5 discovers an attack on the white queen, and hitting the rook on f3. White replied 2 Qxg6, but rather than recapturing immediately, Black played 2...Nxf3+. Since this is check, White has no time to save his queen, and so after 3 Bxf3 hxg6, Black had won an exchange (rook for minor piece).

 

[bookmark: Tactics_Defences]Tactical Defences

Having seen some of the main tactical devices, let us now consider how they might be defended against.

 

Getting “off prise” by attacking enemy pieces

Suppose one’s pieces have been forked, skewered or otherwise seem doomed to be captured. It is often possible to save the day by moving one of the attacked (or potentially attacked) units so as to attack an opposing piece (or ideally give check). If the opponent responds to this counter-threat, then the respite gained may be enough to save the remaining attacked piece.

[bookmark: Index_P48]Here is a miraculous example perpetrated by the computer program Fritz as Black against Grandmaster Kveinys in a five-minute game at Bonn, 1995:



It seems that the e5-knight cannot possibly be saved, but it turns out that Black can generate such activity that White is never able to take the knight:

7...d5 8 Qe3

8 Qe2 Bg4 9 Nf3 Bc5! is good for Black, e.g. 10 Nbd2 0-0 11 fxe5 Nd4 12 Qd1 Re8 13 Bd3 Rxe5+.

8...d4 9 Qe2

After 9 Qe4 Qh4+ 10 g3 Qg4 11 Bb5 (else Black plays 11...Bf5 or 11...Qg6, and unravels his pieces easily) 11...Bd7 Black is planning simply to castle, and annihilate White down the centre files.

9...Bb4+ 10 c3 Bg4 11 Nf3

11 Qd2 is met by 11...dxc3!.

11...Bxf3 12 gxf3 dxc3 13 bxc3 Qh4+ 14 Qf2 and here 14...Bxc3+! would have won instantly, and rather prettily: 15 Nxc3 Nxf3+ 16 Ke2 Nfd4+ 17 Ke3 Nf5+ 18 Ke2 Ncd4+ (now the other knight joins in) 19 Ke1 Nc2+ 20 Ke2 Nfd4+ and White’s queen must drop off. The knight that delivers the killer blow is the one that has looked doomed from move 7!

 

Pin-breaking

Pins were made to be broken – except pins against the king, of course. A pin of a knight against a queen by a bishop gives rise to all sorts of tactical ideas that must be taken into account by both sides.

Here’s a temporary queen sacrifice:



Here we have one of the oldest tricks in the book. If White plays 6 Nxd5?, hoping to win a pawn thanks to the pin on the f6-knight, he is in for a horrible surprise: 6...Nxd5! 7 Bxd8 Bb4+ and now White must put his queen in the way of the check: 8 Qd2. Then 8...Bxd2+ 9 Kxd2 Kxd8 leaves Black a piece up.

[bookmark: Index_O48]True, this is rather a hackneyed trap, but the idea is of great general importance. Consider the opening line 1 d4 d5 2 c4 Nc6 3 Nc3 Nf6 4 Bg5 Ne4 5 Nxe4 dxe4 6 d5. Difficult for Black? Not a bit of it; he plays 6...e6!, with the point that 7 Bxd8?! Bb4+ 8 Qd2 Bxd2+ 9 Kxd2 Nxd8 is at least OK for Black.

 

[bookmark: Index_O49_1]Sometimes a direct attack on the enemy queen can be used to break a pin. The following is typical, and used to seem almost magical to me:

1 d4 Nf6 2 c4 g6 3 Nc3 Bg7 4 e4 d6 5 Be2 0-0 6 Bg5 Nbd7 7 Qd2 c6 8 Nf3 e5 9 0-0 exd4 10 Nxd4 Nc5 11 f3?

What could be more natural? However, this move, which has been played by at least one grandmaster, is a serious mistake.



11...Nfxe4!!

Stunning!

12 fxe4

12 Nxe4 Nxe4 13 fxe4 Bxd4+ is similar, while after 12 Bxd8?? Nxd2 Black wins a piece.

12...Bxd4+ 13 Qxd4

13 Kh1?? loses outright to 13...Bxc3 14 bxc3 Nxe4.

13...Qxg5

Black has a lovely position. White’s e4-pawn is a serious weakness.

 

[bookmark: Index_O49_2]Here’s another typical situation in the Sicilian Defence, when White has pinned the f6-knight:

1 e4 c5 2 Nf3 e6 3 d4 cxd4 4 Nxd4 Nf6 5 Nc3 d6 6 Bg5 Be7 7 f4



7...h6!

Black needs the white bishop to be undefended.

8 Bh4 Nxe4! 9 Bxe7 Nxc3 10 Bxd8 Nxd1

Black emerges from the skirmish rather well.

 

[bookmark: Index_O49_3]Another radical means of breaking a pin involves decoying the enemy king so that the pinned piece can move with check. For example:

1 d4 Nf6 2 c4 e5 3 d5?!

White should take the pawn.

3...Bc5 4 Bg5?



Many years ago I had this position as Black, and to my eternal shame I missed a very simple combination:

4...Bxf2+! 5 Kxf2 Ng4+

Black’s next move will be 6...Qxg5, with a material and positional advantage.

 

[bookmark: Index_O50]Care is needed though – an undefended pinning bishop does not mean there is necessarily a combination. Here’s another example where I did something stupid:

1 d4 d5 2 c4 dxc4 3 e4 e5 4 Bxc4 exd4 5 Nf3 Nc6 6 0-0 Bg4



Now White should play 7 Qb3, with advantage. Instead...

7 Bxf7+??

Now my opponent played 7...Kd7 and went on to lose, missing that after...

7...Kxf7!

Black wins a piece:

8 Ng5+ Qxg5!

The queen defends the g4-bishop, and after 9 Bxg5 Bxd1 10 Rxd1 Black retains an extra piece.

 

Multiple Tactics

You may be surprised to learn that you have now seen most of the individual tactics that occur in practice. These are the building blocks of which combinations are built up. Complicated tactical battles and spectacular combinations are based on both sides bombarding each other with a lot of simple tactics. Devices that are complicated in themselves are rarely a factor – bizarre tactics such as a Wurzburg-Plachutta and a Loshinsky Magnet, which you can read about in specialist chess problem literature, just don’t crop up in real games. Let’s consider a few famous examples:

[bookmark: Index_P50_1]

This is a position from Petrosian–Spassky, Moscow World Ch (10) 1966 (WGG 56). Petrosian now unleashed the unforgettable move 30 Qh8+! whereupon Spassky resigned. The queen sacrifice decoys the king onto h8 (30...Kxh8), so that then 31 Nxf7+ is a fork of the king and queen.

[bookmark: Index_P50_2]In the next position, which comes from the pretty game Rosanes–Anderssen, Breslau 1863, Adolf Anderssen, one of the strongest players of the mid-19th century, is a rook down but pulls off a remarkable coup:



20...Qf1+!

Deflecting the queen away from defending d4.

21 Qxf1 Bxd4+ 22 Be3 Rxe3 23 Kg1 Re1# (0-1)



A discovered check and a pin on the white queen – it adds up to mate.

 

[bookmark: Index_P51]The next example is from Anderssen–Kieseritzky, London 1851, the so-called “Immortal Game”. For the full moves, see the glossary, while detailed notes to the game can be found in The Mammoth Book of the World’s Greatest Chess Games (Game 2).



White has already sacrificed heavily. Play continued: 20 e5 (interfering with the black queen’s defence of g7, and so threatening mate in two: 21 Nxg7+ Kd8 22 Bc7#) 20...Na6 21 Nxg7+ Kd8 22 Qf6+ (deflecting the knight away from covering e7) 22...Nxf6 23 Be7# (1-0).



 

Having familiarized ourselves with the main tactical ideas, it is now time to move on to combinations!

 


[bookmark: Combi]Combinations

 

What is a Combination?

 

A combination is a forcing variation, normally with a sacrifice, intended to be to the benefit of the player making the combination.

 

A combination is not classified as clear or unclear; it is either sound or unsound: it works or it doesn’t. 

Combinations range from the trivially simple (e.g. a simple piece sacrifice followed by mate in one) to the hideously complicated, with multiple sacrifices by both sides and many long variations. Nevertheless, most combinations you will encounter in chess will be made up of the basic tactical ideas we discussed in the previous chapter. That is why, although it is not so important to know the names of individual tactical devices, it is vital to see how to use and combine these tactical building blocks, one with the other.

We start with one of the classics: a simple but highly attractive mating combination. I shall indicate [in square brackets] which specific tactical devices are involved.

[bookmark: Index_P52]Réti – Tartakower

Vienna 1910

1 e4 c6 2 d4 d5 3 Nc3 dxe4 4 Nxe4 Nf6 5 Qd3 e5?! 6 dxe5 Qa5+ 7 Bd2 Qxe5

It appears that Black’s play has worked, and that White must now defend the e4-knight in some clumsy way. However...

8 0-0-0



White has a tactical defence! This was not a serious tournament game, so Tartakower light-heartedly took the knight.

8...Nxe4?

8...Qxe4? 9 Re1 [pin] wins the queen; 8...Be7 9 Nxf6+ Qxf6 (not 9...Bxf6? 10 Re1 [pin]) allows White a pleasant development advantage, but the game would continue.

9 Qd8+!!

Decoying the black king into a deadly double check.

9...Kxd8 10 Bg5++ Kc7

Or 10...Ke8 11 Rd8#.

11 Bd8# (1-0)

No fewer than four of the king’s possible flight squares are blocked by his own pieces. Shame on them!

The next position shows some deeper ideas.

[bookmark: Index_P53_1]Peres – Ziatdinov

Netherlands 1994



Your first thought on seeing this position from White’s side may well be “if that rook weren’t there on g4, I could fork his king and queen”. The trick is now to make the logical leap and find a way to force a win by bringing about a position where this potential knight fork becomes reality. Remembering that the fork will win queen for knight, a major material sacrifice may well be justified.

1 Re4!

[Distraction; Pin] This move neatly solves the problem of the black rook! White both attacks the black rook, and pins it against the black queen.

1...Qg5

Black tries to limit the damage to an exchange. 1...Rxe4 2 Ng6+ [pin; fork] is the main idea behind the sacrifice, and wins for White: 2...Kg7 3 Nxh4 [decoy] 3...Rxh4 4 Qg3+ [fork] picks off the h4-rook, while 2...Ke8 3 Nxh4 Rxh4 4 Qxc6+ [fork] eliminates the poor beast in the corner. On the other hand 1...h5 2 Ng6+ [fork] exploits two pins at once: the black rook may take the knight, but this opens a line so the white rook can take the queen.

2 Rxg4 Qxe7 3 Qg3 1-0

The threat of Rg8# forces more material gains.

 

Many combinations aim neither to give mate nor to win pieces directly, but rather to open the way for a pawn to promote. The following is a good example.

[bookmark: Index_P53_2]Capablanca – Spielmann

New York 1927 (WGG 22)



18 axb5!

[Pin] This sacrifice is not especially deep, but demonstrates in clear-cut fashion how the possibility of creating a devastating passed pawn must be borne in mind in even the most innocent-looking positions. Indeed, the task of calculating the sacrifice would be within the capabilities of most experienced players, yet most would simply move the bishop without much thought, oblivious to the existence of something enormously better.

18...Qxg5 19 Bxe4 Rb8

19...Ra7 20 b6! [discovered attack] 20...Qxa5 21 bxa7 and White gains material.

20 bxa6 Rb5 21 Qc7!

Now Black can only thrash around a little; the a-pawn is not to be stopped.

21...Nb6 22 a7 Bh3 23 Reb1 Rxb1+ 24 Rxb1 f5 25 Bf3 f4 26 exf4 1-0

 

Exchanging Combinations

[bookmark: Index_P54]Knaak – Christiansen

Thessaloniki Olympiad 1988



When ahead on material, but under attack, the ideal thing to do is exchange off the opponent’s main attacking pieces. Knaak finds a neat way to do so.

25 Qe2!

[Double attack; distraction]

25...Qxe2+

Black must allow the queens to come off, since White mates in the case of 25...Rxe2 26 Rd8+ Re8 27 Rxe8#.

26 Nxe2 Be5 27 b4 b5 28 Rd7 Ra8 29 Nd4 a6 30 Nc6 Bf6 31 g5 Bb2 32 Ne7+ Kh8 33 Nd5 a5 34 bxa5 1-0

 

[bookmark: Tacti_Windm]The Windmill

 



Here is a very silly position, constructed by Matsukevich for the purpose of illustrating the tactical theme of “The Windmill” (also known as the “See-Saw”). Watch how all of Black’s pieces drop off.

1 Rxg6+ Kh7 2 Rg7+ Kh8 3 Rxg5+ Kh7 4 Rg7+ Kh8 5 Rxf7+ Kg8 6 Rg7+ Kh8 7 Rxe7+ Kg8 8 Rg7+ Kh8 9 Rxg4+ Kh7 10 Rg7+ Kh8 11 Rxg3+ Kh7 12 Rg7+ Kh8 13 Rxd7+ Kg8 14 Rg7+ Kh8 15 Rxc7+ Kg8 16 Rg7+ Kh8 17 Rxb7+ Kg8 18 Rg7+ Kh8 19 Rxg2+ Kh7 20 Rg7+ Kh8 21 Kxa1 and now Black must lose one of his knights. Note that in this example White had a great deal of choice as to the order in which he took the black pieces. The point of this is to show that if you can set up a windmill, then it may not matter how much material you are down. The theme (in more sensible form) crops up frequently in practice.

Here is a simple example, in which White is heavily behind on material, but sees a chance to set up a windmill, and invests his queen.

[bookmark: Index_P55_1]Krejčik – Leitgeib

Vienna 1951



27 Qxg5

[Destruction]

27...hxg5 28 Rxg6+ Kh7 29 Rxe6+ Kg7 30 Rg6+ Kh7 31 Rxd6+ Kg7 32 Rg6+ Kh7 33 Rxc6+ Kg7 34 Rg6+ Kh7 35 Rxb6+ Kg7 36 Rg6+ Kh7 37 Ra6+ 1-0

White will be a rook up.

 

Bishop and rook is the normal team in a windmill, but not the only one.

[bookmark: Index_P55_2]Alekhine – Fletcher

London simultaneous 1928



Here we have Alexander Alekhine, newly crowned world champion, with his queen and rook skewered. Mr Fletcher may have thought it was his lucky day. Well, in a sense it was, for his game has gone down for posterity.

35 Qxe4! fxe4

Perhaps in taking the queen, Fletcher hoped the game would end in perpetual check. However, he had no good option: 35...Ne7 and 35...Bxf1 36 Rxf1 Ne7 both leave Black material down and doomed to lose.

36 Bxe4+ Kh8 37 Ng6+ Kh7 38 Nxf8++ Kh8 39 Ng6+ Kh7



Now what?

40 Ne5+! Kh8 41 Nf7# (1-0)

 


Find the Combination

 

There’s nothing like practical experience for sharpening your skill at finding combinations. I’ll leave it to you to decide whether you want to tackle these positions strictly as exercises, or whether you take a peek at the solutions.

You are not necessarily expected to look for a forced mate in each case, but rather a sound combination that gets the best possible result from the position.

The positions are not grouped according to theme, since at the board you will receive no such assistance. However, I have divided them into two groups according to difficulty: medium and tough. Reckon yourself to be of good club standard if you can solve most of the medium ones, even if you have to think long and hard. If you are new to chess, consider any position solved correctly to be an achievement. And strong players should find these positions a lot of fun!

 


[bookmark: Combi_Medium]Medium Difficulty

 

1)

[bookmark: Index_P56_1]Mikenas – Flohr

Folkestone Olympiad 1933



White smashes the black king’s defences.

 


1)



1 Nxa7+

1 Qa3?? is too clever by half: Black wins after 1...Qxb5!.

1...Bxa7 2 Qa3 b6 3 Rxb6 and White wins (3...Bxb6 4 Qa8#).

 


2)

[bookmark: Index_P56_2]Dietrich – Kindl

Böblingen 1988



White now wins with a simple combination.

 


2)



17 Qxf7+! Kxf7 18 Bc4+ Qd5 19 Nxd5 b5 20 Bb3 1-0

 


3)

[bookmark: Index_P56_3]Nezhmetdinov – Zagorovsky

Russian Team Ch (Gorky) 1963



How does White (to play) take full advantage of Black’s weakened kingside?

 


3)



24 Nf6+! gxf6 25 Qxh5 Rd8

25...e3 can also be met by 26 Qg4+.

Now Nezhmetdinov played 26 Re1 Rd2 27 Qg4+ Kh7 28 Qh4+ (and went on to win), missing a quicker win by 26 Qg4+! Kh7 27 Qh4+ Kg6 (27...Kg8 28 Bxf6 wins) 28 g4, mating.

 


4)

[bookmark: Index_P57_1]Hort – Byrne

Varna Olympiad 1962



How does White, who has launched a standard attack up the h-file, crash through?

 


4)



1 Nxc6!

White’s only task here is to remove the f6-knight – it does not matter how much material it costs!

1...Nxd3+

1...Nxc6 2 Nd5 Qa5+ 3 b4.

2 Kd2 1-0

2...Qe8 3 Nd5.

 


5)

[bookmark: Index_P57_2]Kirillov – Gaidarov

USSR 1978



Here White finds a way to exploit the black king’s shortage of flight squares.

 


5)



1 Rxd7!

Now Black is overwhelmed by sheer horsepower. 1 Nf4 is fairly strong, but not so decisive.

1...Bxd7 2 Nxe5 Be8 3 Nf4 Qg5 4 Ne6 Qh5 5 Nd7! Bg7 6 Nxg7 Rxg7 7 Bxg7+ 1-0

 


6)

[bookmark: Index_P57_3]Bisguier – Larsen

Zagreb 1965



White is nearing the climax of a standard hack-attack against the fianchetto set-up. The finish is spectacular. White to play.

 


6)



1 Rxf6! Bh8 (sad)

1...Bxf6 2 Bg7!! is the key variation – you must know this idea if you are going to play for attacks like this! 1...exf6 2 Bxg7 forces mate.

2 Rf1 Re8 3 Bf8!? Bf6 4 Rxf6 exf6 5 Qh6! Rxf8 6 Qh7# (1-0)

 


7)

[bookmark: Index_P57_4]Sarapu – Browne

Skopje Olympiad 1972



This fairly innocent-looking position conceals a way for Black, who is to play, to wreak havoc.

 


7)



1...Bh4 0-1

Since 2 g3 Bxg3 3 hxg3 Rh5+ wins everything, while 2 Rg1 Qxg1+ 3 Kxg1 Rd1+ mates.

 


8)

[bookmark: Index_P58_1]Erbis – Kempf

W. Germany 1954



White, substantially behind in material, can force an instant win.

 


8)



1 Bc6! 1-0

Black will be mated: 1...Qxc6 2 Qe7# or 1...Bxc6 2 Rd8+ Rxd8 3 Qxd8#.

 


9)

[bookmark: Index_P58_2]Mattison – Wright

Bromley 1924



White can win material in a surprising way.

 


9)



1 Nxd5!

A sacrifice on a very well defended square, but Black has no adequate reply.

1...Qd7

Or 1...Rxc5 2 Nxe7+ and 3 Rxc5; 1...Rxc5 2 Nxe7+ and 3 Rxc5; 1...exd5 2 Qxc8+ Bxc8 3 Rxe7.

2 Ne7+ 1-0

2...Qxe7 allows 3 Qxd6.

 


10)

[bookmark: Index_P58_3]Zaverbny – Gumelis

Belgium 1953



It looks as if White must retreat, but he has a spectacular move.

 


10)



1 Nf7!!

Once seen, this idea is never forgotten. John Emms, in the days before he was a grandmaster, once allowed a similar idea, leading to a horrible loss against Zurab Azmaiparashvili.

1...Kxf7 2 dxe6+ followed by 3 Bxb7 wins for White.

 


11)

[bookmark: Index_P58_4]Kupfer – Janig

E. Germany 1988



This position looks innocent enough, but how safe is Black’s king? White to play.

 


11)



1 Rxf7! Kxf7

1...Bxg2+ is a desperate measure, but insufficient since after 2 Qxg2 Qxg2+ 3 Kxg2 Kxf7 4 Bc4+ Kf8 5 Rf1+ White wins material.

2 Bc4+ Bd5 3 Qf3+! Ke6 4 Re1

White makes full use of the doubly pinned bishop on d5.

4...Bb4 5 Qh3+ Ke7 6 Qxh7+ Kd8 7 Bc7+ 1-0

7...Qxc7 8 Rxe8+.

 


12)

[bookmark: Index_P59_1]Troinov – Popov

Bulgaria 1962



Black’s king is not very well defended; how does White smash through?

 


12)



1 Qxf7+!

A surprisingly common sacrifice in such positions; the key features are the knight on d4, bishop on b3, and no black pieces covering d5, e6 or f7. Instead after 1 Bxd5? Ndxe5 suddenly Black’s position is working.

1...Kxf7 2 Bxd5+ Kg6

2...Kf8 3 Ne6+ wins heavy material; after his actual move, White can force mate.

3 f5+ Kh5 4 Bf3+ Kh4 5 g3+

5 Ne2 is a quicker mate.

5...Kh3 6 Bg2+ Kg4 7 Rf4+ 1-0

7...Kh5 8 Bf3+ Kh6 (8...Kg5 9 Re4#) 9 Rh4#.

 


13)

[bookmark: Index_P59_2]Ed. Lasker – Ayala

New York 1947



Black’s uncastled king turns out to be his undoing, even at this relatively late stage of the game. White to play.

 


13)



1 Qa4+ Qc6

1...Nc6 2 Qxc6+! Qxc6 3 Rd8#; 1...Kf8 2 Bh6+ Kg8 3 Qe8#.

2 Rd8+!!

A spectacular decoy!

2...Kxd8 3 Qxc6

White wins.

 


14)

[bookmark: Index_P59_3]Mishto – Kloza

Poland 1955



White, to play, finds an idea that, while not especially deep, is highly “visual”.

 


14)



1 Qh7+!!

This is actually a forced mate in seven. It is curious that the pinned bishop on d4 is able to play a vital role.

1...Kxh7 2 Rxg7+ Kh8

2...Kh6 3 R1g6#.

3 Rg8++ Kh7 4 R1g7+ Kh6 5 Rg6+ Kh7 6 R8g7+ Kh8 7 Rh6# (1-0)

 


15)

[bookmark: Index_P59_4]Serebrjanik – Atanasiadis

Belgrade 1991



A position where you might find the key move out of sheer desperation! That doesn’t matter, as long as you do actually play it. White to play.

 


15)



1 Rxg7+!!

With this sacrifice, White is able to open two diagonals simultaneously.

1...Kxg7

1...Kh8 2 Qf3! Qd8 3 e6.

2 Qg3+ Kh8 3 e6+ 1-0

3...f6 4 Qxc7 b3, Black’s last gasp attempt, can be refuted in many ways, most simply by 5 h6, with mate to follow shortly.

 


16)

[bookmark: Index_P60_1]Khmelnitsky – Kabiatansky

USSR 1989



Should White be trying to make something of the passed b-pawn – or is there a far more dramatic continuation?

 


16)



1 Nf5!! 1-0

A very unusual back-rank combination! White manages to exploit the drawbacks to the positions of all of Black’s pieces simultaneously. The lines are: 1...Nxf5 2 Qxc8+; 1...Qxb4 2 Nxe7+ Qxe7 3 Qxc8+; 1...exf5 2 Qxc8+! Nxc8 3 Re8#.

 


17)

[bookmark: Index_P60_2]Urusov – Kalinovsky

St Petersburg 1880



Black has some extremely powerful threats, but it is White to play, and he has some active pieces – yet how to coordinate them?

 


17)



1 Qg5+!!

It’s forced mate from the three minor pieces.

1...fxg5 2 Nh6+ 1-0

2...Kh8 3 Bb2+ and mate next move.

 


18)

[bookmark: Index_P60_3]Benko – Oney

Budapest 1949



Black’s position looks as solid as a rock – but appearances can be deceptive. White to play.

 


18)



1 Rxd3! cxd3 2 Ne6+!

The point – the black queen is inadequately defended.

2...fxe6 3 Rc7+ 1-0

With loss of the black queen and king to follow.

 


19)

[bookmark: Index_P60_4]Wirthensohn – Lin Ta

Novi Sad Olympiad 1990



In a quiet-looking position, Black has just innocently captured on c4 – not something he’s likely to do again in a hurry! White to play.

 


19)



1 d5!

Suddenly White has a deadly mating attack.

1...cxd5

1...Bf7 2 Qh6! is annihilating: 2...Bxh6 3 Nxf7++ Kg8 4 Nxh6#; 2...Bf6 3 dxc6 gives White an overwhelming game; 2...Kg8 3 Qxg7+!! Kxg7 4 Ng4+ and Nh6 will be mate.

2 Nxg6+! 1-0

2...hxg6 3 Qh6+ Kg8 4 Qxg7#.

 


20)

[bookmark: Index_P61_1]Reshevsky – Ivanović

Skopje 1976



Black, to play, has a standard mating idea at his disposal.

 


20)



1...Qxh2+! 2 Kxh2 Rh4+ 3 Kg1 Ng3! 0-1

No force on Earth can prevent 4...Rh1#.

 


21)

[bookmark: Index_P61_2]Bogoljubow – Anon.

1935



At a glance, it is not even clear that White, to play, can regain the sacrificed piece. In fact, he can do so with a lot of interest!

 


21)



1 Bc5!

Did White’s back rank intuitively put you off this move?

1...Qxe2 2 Rxe7+!

The point. The e1-rook “X-rays” through the black queen to e7. White must avoid 2 Rxe2?? Rd1+, of course.

2...Qxe7 3 Rxe7# (1-0)

 


22)

[bookmark: Index_P61_3]Kosikov – Privanov

USSR 1977



White, to play, takes full advantage of Black’s backward development.

 


22)



1 Rxe6+! Bxe6

1...fxe6 2 Bg6# highlights a drawback of Black’s earlier move ...h5.

2 Bb5+

This is an “X-ray” move – the white queen bishop defends the bishop “through” the black queen.

1-0

2...Bd7 3 Re1+ Qe7 (3...Be7? 4 Qxc5) 4 Bxd7+ is overwhelming for White.

 


23)

[bookmark: Index_P61_4]Luchkovsky – Gridnev

Correspondence 1976



The position looks desperate for White, but he has an astonishing winning move.

 


23)



1 g4!!

White simultaneously threatens Rc8+, mating, and to capture the black queen. 1 Rd1? is the only other move to meet the immediate threat, but it gives Black time for 1...h6 or 1...Qe6, with a large plus in either case.

1-0

1...Qxf3 2 Rc8+ Re8 3 Rxe8#.

 


24)

[bookmark: Index_P62_1]Kataev – Markov

USSR 1977



The position looks fairly quiet, but Black has a stunning resource...

 


24)



1...Rd1! 0-1

There is no sensible way for White to stop Black’s h3-pawn promoting, e.g. 2 Kxd1 h2 and 3...h1Q.

 


25)

[bookmark: Index_P62_2]Kirillov – Suetin

USSR 1961



White finds a powerful move to punch home his advantage.

 


25)



1 Ne6!

It’s a knockout! This tactical idea is worth committing to memory, since it crops up in practice quite often. Note how weak Black’s kingside has become without a bishop on the dark squares.

1...fxe6 2 Bxe6+ Kf8 3 Qh8# (1-0)

 


26)

[bookmark: Index_P62_3]Krivonosov – Grants

USSR 1976



White launches a surprise attack against the black king.

 


26)



1 Na4! Kb8

1...Qe7 2 Bxc7.

2 Rxc7! Qxd1 3 Rc8++! Ka7

3...Kxc8 4 Nb6#.

4 Bb8+ Ka8 5 Nb6# (1-0)

 


27)

[bookmark: Index_P62_4]Mudrov – Khenkin

USSR 1958



White’s position looks quite solid, but his pieces prove oddly powerless. Black to play and win.

 


27)



1...Qb6!

A forced mate, no less!

2 Bf3 Qxf2+! 3 Rxf2 Ng3# (0-1)

 


28)

[bookmark: Index_P63_1]Smirin – Beliavsky

USSR Ch (Odessa) 1989



The time has come for Black to put the white king out of his misery.

 


28)



1...Rxf2! 2 Kxf2 Nd3+! 3 Nxd3 Qxg2+ 4 Ke3 Nd6!

A piece for two rooks down, Black calmly brings his least active piece into the hunt.

5 Rf1

5 b3 Qxg3+ 6 Kd2 Qg2+; 5 Qd1 is best met by 5...Bf6 with the horrible threat of ...Bg5+.

5...Nc4+ 6 Kf4 Qd5 7 Kg4 Bc8+ 8 Kh4 Qd8+ 9 Kh5 Qe8+ 10 Kh4 Qe7+ 11 Kh5 Ne3 0-1

For detailed notes to this game, see The Mammoth Book of the World’s Greatest Chess Games (no. 84).

 


29)

[bookmark: Index_P63_2]Rubtsova – Milovanović

1st Women’s Correspondence World Ch



White rounds off the game with a spectacular tactical coup.

 


29)



1 Bd6!! Rxd6

1...Qxd6 2 Qxb7.

2 Qxb7! Qxb7 3 e7

This pawn is worth a whole queen.

3...Qxe7 4 Rxe7 h6 5 Rce1 Bd8 6 R7e6 Rd7 7 Rc6 1-0

 


30)

[bookmark: Index_P63_3]Scholtz – Lorenz

Correspondence 1964



A dead draw? Or can Black start a chain reaction?

 


30)



1...Nxd5+! 0-1

2 exd5 e4 will give Black a new queen after either 3 fxe4 f3 or 3 Nc4 exf3 4 Nd2 f2 5 Kd3 f3.

 


31)

[bookmark: Index_P63_4]Gaidarov – Vitolinš

Riga 1978



Must Black, to play, retreat his attacked knight?

 


31)



The answer is, “No”.

1...Bxc4! 0-1

Since after 2 Rxa8 Qxa8 3 bxc5 Black has 3...Qa6! winning a whole rook, rather than just an exchange, on f1.

 


32)

[bookmark: Index_P64_1]Sapi – Barczay

Szolnok 1963



Both back ranks are weak, but if you know an important endgame principle, you should find a win for Black.

 


32)



1...Qxd4! 2 Rxd4 Rc1+ 3 Rd1 Rxb1 4 Rxb1 a3 0-1

The key idea is that two connected passed pawns on the sixth rank overpower a rook; here one of them is even further advanced. After 5 Rd1 g5 6 Rd8+ Kg7 7 Rb8 a2 a pawn queens.

 


33)

[bookmark: Index_P64_2]Vasiliev – Burliaev

USSR 1974



What is White up to? Some horse-play, no doubt! White to play.

 


33)



1 Ne5! 1-0

Instead 1 Ne7+? Kh8 2 Ne5 Qxe3+ 3 Kh1 is no good since simply 3...g6, for instance, relieves the mate.

After 1 Ne5 either the black queen drops or Black is mated: 1...Qd2 2 Ne7+ Kh8 3 Nxf7#; 1...Rxc8 2 Ne7+ Kh8 3 Nxf7#.

 


34)

[bookmark: Index_P64_3]Antoshin – Rabar

Baku 1964



Surely White, to play, must be able to win on the spot?!

 


34)



1 Ne6!! 1-0

White leaves all three of his active pieces en prise – but Black, of course, can only take one of them: 1...Qxf3 2 Qg5#; 1...Qxe6 2 Rh3#; 1...Qxe5 2 Rh3+ Qh5 3 g5#.
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