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INTRODUCTION


There has been much debate about the origins of chess but most authorities consider the Indian game of Chaturanga, for which documentary evidence exists from the early seventh century, to be its earliest precursor. The pieces for this game were essentially the same as for the modern game of chess: the king, the counsellor, which later became the queen, the chariot (rook), elephant (bishop), horse (knight) and footsoldiers (pawns). This game travelled east to the Islamic world, where chess flourished for more than 150 years from the late eighth century under the name of Shatranj. The game soon spread to Europe via invasions and trade routes, and by about 1000 it was well known throughout the continent. While some of the pieces (the king, rook and knight) were the same as we know them now, the other pieces had more limited moves. The pawn could only move one square forward, the piece we now know as the queen could only move one square diagonally and the equivalent of the bishop only two squares diagonally.


In about 1475 in Spain the game underwent a sudden and dramatic revolution. The queen and, to a lesser extent, the bishop, became much more powerful than previously, and the game was transformed from a rather slow and stately pastime to the exciting game we know today.


The mid nineteenth century saw tremendous advances in chess organization. Chess clubs were founded and tournaments at all levels organized. Developments in public, and later, private transport made matches between chess clubs possible and competitive chess available to everyone.


Chess received another boost in 1972 when the world championship match between Bobby Fischer and Boris Spassky made international headlines, mainly, it must be said, for reasons not directly connected with chess. Tournament entries and club membership increased dramatically and many parents wanted their children to learn chess. Although the boom proved to be something of a temporary phenomenon the effects are still felt today, more than 35 years later.


In the twenty-first century, chess faces a new set of challenges. The computer age has seen radical changes in the way people spend their leisure time, and this has impacted on chess, along with much else. Millions of people, doubtless more than at any other time in the game’s history, now play chess, but at the same time chess clubs, at least in the United Kingdom, are finding it difficult to survive as chess can now be played readily at home, either against a purpose-built chess computer, or against chess software for a PC, or against human opposition using the Internet.


Chess software is now available, which, for the price of a ticket for the theatre or a football match, will play you at whatever level you choose – and at the top level these programs can beat the best players in the world. On the Internet, chess can be played in real time at any speed you choose against opponents from anywhere in the world, or by email or computer notification with several days for each move.


The increasing strength of chess software, along with the rapid dissemination of information by electronic means, has had an enormous effect on the nature of professional chess over the last couple of decades. Nowadays, the professional chess players have analysed the major opening variations twenty or thirty moves deep, and a new move played, say, in Siberia today will appear in your Inbox the next morning if you haven’t been able to watch the game live over the Internet.


Chess was popularized in the old Soviet Union in the 1930s and, as a result of this, the majority of professionals still come from Russia and other Eastern European countries, although Asian countries such as India and China are developing into the new chess superpowers. For the Western Grandmaster, on the other hand, coming from a country with a higher standard of living, the safer option of a traditional career often proves more attractive than a life in chess.


But below the top players there are other chess professionals who make money out of media work, writing and teaching. In some parts of the country there is a considerable demand for professional chess tuition, mostly for children, and some who provide this service are gifted teachers who enjoy working with children, but are not necessarily themselves of master strength.


The other major change in chess since this book was first written has been the game’s growth in popularity amongst children. Between the 1950s and 1970s chess was played mostly in secondary schools, but in the last thirty years chess has been very popular in primary schools. More than 70,000 children, mostly of primary school age, take part every year in the UK Chess Challenge, which is organized through school and other chess clubs. But this in itself presents another problem in that, while a few primary school pupils reach a very high standard, most make little progress and give up the game before moving to secondary school. There is also now a much wider range of activities open to young people as well as a greater level of academic pressure, so it is increasingly difficult to persuade teenagers to maintain their interest in chess.


In spite of all these changes, though, chess remains the same. The pieces are essentially the same as they have been for about 1400 years, and they move the same way as they have for more than 500 years. It is popular throughout the world, increasingly so in much of Asia, although it has yet to conquer Japan and Korea where they have their own versions of chess. It is a game without boundaries. It can be played and enjoyed by both young and old, regardless of sex, race or religion. Physical handicap is no barrier to success: there are many excellent blind players. Those who are housebound or live far from major centres of population can play by post or on the Internet. A game of chess can be as quick or as slow as you like. Many of those who enjoy Internet chess prefer 1-minute chess where each player has just sixty seconds to complete the whole game, so don’t believe anyone who tells you chess is slow and boring. On the other hand, games played by post can last several years. The game of chess is a perfect balance between tactics and strategy and has an extraordinary inherent beauty. Look at the way the knight moves and you’ll see what I mean. It has an extensive literature whose richness is unrivalled by any other pastime, and an endlessly fascinating history and heritage. Numerous studies have claimed that children who study chess gain considerable educational benefit from doing so, and it has also been shown that playing chess helps older people keep their brain active and staves off the onset of dementia.


To be honest, chess isn’t an easy game. If it was, there would be little point in playing it. It isn’t a game for everyone, and any attempt to suggest that it is risks being counterproductive. Chess really doesn’t benefit in the long term by being, in the current parlance, “dumbed down”. At the same time, although you need to have a strong mathematical/logical and visual/ spatial intelligence to play well, academic success is by no means essential for chess success. Of course, you might also choose to define success as how much you enjoy playing rather than how well you play, and, on that count, weaker players are often more “successful” than stronger players. Because it isn’t an easy game, players, especially those starting out, need guidance to point them in the right direction. A vast amount of knowledge about the best way to play chess has been accumulated over the past 500 years, and, unless you tap into this information yourself you will stand little chance against someone who has done so. And that is where this book comes in.


The Right Way to Play Chess was written in 1950 by David Pritchard, a leading chess expert and teacher, who had continued to update the book through several editions. Since then it has continually been one of the bestselling chess books in the United Kingdom and has been recognized by two generations as one of the best guides for adult beginners on the market. David sadly died towards the end of 2005 and I was asked by the publishers, and with the blessing of his family, to prepare a new edition.


In this new edition I have rewritten some of the more topical sections taking the changes outlined earlier in the introduction into account. I have also computer checked all the analysis, amended the notation to bring it into line with current practice, added a topical game to Chapter 8 and made minor changes to the vocabulary and grammar to reflect contemporary usage.


At the request of the publishers, I have added a new chapter on teaching children to play, based on my 35 years’ experience in chess education. In order to get the most out of playing at school, young children really need constructive help and support at home. If you have children yourself, please read this chapter, along with the rest of the book, before you start teaching them to play.


It has been a great pleasure to help bring this timeless classic to a new generation of readers. I hope you will gain as much enjoyment from reading it as I have from preparing this revised edition.


Richard James
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HOW THE GAME IS PLAYED


The Game


The game of chess is played between two players on a board of sixty-four squares (8 × 8) alternately coloured light and dark (usually referred to as black and white).


Each player has at his command a force of sixteen pieces: one king, one queen, two rooks, two bishops, two knights and eight pawns. The opposing forces are of light and dark colours, and are referred to as White and Black.


Players move in turn, and the object of the game is to trap (checkmate) the opposing king.


Each chess piece is governed by its own rules of movement and is now examined separately.


The King   [image: image]



The king moves one square in any direction (diagram 1) but, since he takes seven moves to cross the board, he is a comparatively weak piece. However, the importance of the king is evident from the second to last paragraph – his loss entails the loss of the game.


The king may not, therefore, be moved onto a square attacked by an opposing piece. If the king is attacked (i.e. if he is threatened with capture on the next move), he is said to be “in check”, and the opponent may, but is not obliged to, say “check” when making the move that attacks the king.


The player whose king is threatened must immediately move out of check. There are three ways of doing this:


1. By moving the king onto a square not attacked by an enemy piece.


2. By capturing the checking piece, either with the king or with another piece.


3. By interposing a piece between the king and the checking piece.


[image: image]


Not all these resources may be available. If none is playable – that is, if the king has no square to which to move out of check, the attacking piece may not be captured and no piece can block the check – then the king is said to be “checkmated”, or, simply “mated”, and the game is over. Note that the king is the only piece that can never actually be captured – the game is concluded when capture is inevitable.


A king may capture an opposing piece by moving onto the square on which it stands, simultaneously removing it from the board. Since it is illegal for the king to move into check, only an undefended piece may be so captured. Capturing in chess is not compulsory (as in draughts), and there is no “huffing” or jumping over the captured piece. The two kings must not stand on adjacent squares, since both would then be in check from each other.


The Queen   [image: image]



The queen moves in any direction across any number of vacant squares (diagram 1). Her move is an extension of the king’s move, limited only by the confines of the board. She is the most powerful piece on the board.


The queen captures in the same manner as the king but, since she is not liable to check, she may capture a piece that is defended, although such movement is unusual, as, being the most powerful piece, the queen is rarely surrendered voluntarily for a piece other than the opposing queen. It will be seen that the queen, if centrally placed, controls twenty-seven squares on an empty board.


The Rook   [image: image]



The rook, sometimes referred to as the castle, may move in a vertical or horizontal direction only, over any number of vacant squares (diagram 2). It captures in the same manner as the queen, occupying the square on which the hostile piece stands, whilst removing it from the board. Note that wherever a rook stands on an empty board, it commands fourteen squares.


The Bishop   [image: image]



The bishop moves diagonally only, over any number of vacant squares, capturing in the same manner as the preceding pieces (diagram 2). Note that a bishop is restricted to squares of one colour, and that the nearer it stands to the edge of the board, the fewer the squares it controls.


[image: image]


From the foregoing it will be clear that the queen combines the moves of rook and bishop. If the queen is moved vertically or horizontally over an odd number of squares, she will then command diagonals of the opposite colour, a property with which the bishop is not endowed.


The Knight   [image: image]



The move of the knight causes some beginners difficulty. The move is best defined as from one corner of a 3 × 2 rectangle to the opposite corner. Diagram 3 should make this clear.


Pieces standing on intervening squares do not affect the knight’s move. For this reason, some players talk of a knight jumping over other pieces.


The knight captures in occupying, as is the case with the other pieces. It is strongest on a crowded board, when it can pursue its designs unimpeded, and is very much weaker on an open board when the mobility of the other pieces is proportionately increased.


It will be noted, also, that the knight, like the king, queen and bishop, controls fewer squares when stationed on or near the edge of the board. Also, that if on a white square it controls only black squares and vice versa.


[image: image]


Until the knight becomes familiar, it is not easy to anticipate its movements and in consequence there is a tendency amongst beginners to over-estimate its powers.


The Pawn   [image: image]



The pawn, unlike the others, moves in a forward direction only, one square a time.


Each pawn has, however, the option of moving two squares forward on its first move, and this right is retained throughout the game.


The pawn, alone of all the pieces, captures in a different way from which it moves. Whereas it moves one square straight forward, it captures one square diagonally forward. A pawn may not move diagonally forward unless, in so doing, it captures an opposing piece; nor may it move straight forward, either one or two squares, unless such squares are vacant.


The initial double move of the pawn was introduced to stimulate what would otherwise be a slow game. However, in order that a pawn should not take advantage of the double move to evade a hostile pawn, a rule, known as the en passant (French: “in passing”) rule was introduced.


This lays down that if a pawn, moving two squares forward from its initial position, could have been captured by an opposing pawn if it had only moved one square, then such capture may be made as if the pawn had only moved one square. The pawn making the initial double move is removed from the board and the capturing pawn occupies the square that the captured pawn would have occupied had it only moved one. The right to make a capture en passant is forfeited if not exercised immediately. Note that a pawn can only be captured en passant by another pawn.


A pawn on reaching the end of the board (the last rank of eight squares) is promoted to any piece (other than a king) that the player chooses. A queen is the natural selection, in view of her being the strongest piece, but occasionally the peculiarity of the position demands promotion to knight, or even to bishop or rook.


No restriction is placed on the number of pawn promotions but, although eight such promotions are possible, it is very rare that more than one or two occur in a game.


Examine diagram 4. In this, as in all other diagrams in the book (and commonly in all chess literature) White is assumed to be playing UP the board, Black DOWN the board. For purposes of economy, four positions are given in one diagram, but in each case the whole of the board is assumed to be included.


In (a) none of the four pawns can move. In (b) the white pawn can capture either the rook or the bishop, or it can move straight ahead onto the white square. In each of these cases it has reached the eighth rank, or end of the board, and must be simultaneously promoted to a piece which is placed on the square to which the pawn moves. If a queen is desired, and the white queen is still on the board, an inverted rook or a coin will serve the purpose.


[image: image]


In (c) the white pawns stand in their initial positions, as will be clear from diagram 5. Hence the two outside pawns can both be advanced one or two squares. Both can also capture the black pawn. The black pawn can capture either of these two pawns, whilst the middle white pawn is unable to move.


In (d) the white pawn has just made the initial double move, and Black can consequently capture en passant as shown.


In contrast to knights, pawns tend to be underestimated by beginners. Do not shed pawns lightly: every one is a potential queen. Between strong players, an extra pawn on one side is often enough to force victory.



Initial Position


Having seen how the pieces move, let us now set them up in their initial positions, before the start of a game (diagram 5).


Note that the board is positioned so that there is a black square in the left-hand corner of each player.


In the four corners of the board are the rooks, next to them the knights, then the bishops and finally the royal couples – the queens on the squares of their own colour (black queen on black square, white queen on white square).


Notice carefully the asymmetrical arrangement of the kings and queens – each piece opposite its rival counterpart. The pawns are placed in front of the other pieces.


In chess, White always moves first (choice of colour is decided by lot: it is common for one player to conceal two pawns, one white and one black in clenched fists, the opponent then choosing “which hand” to determine colours). Before we can start playing an actual game, however, there are one or two more important rules to be learned; after which it will be necessary to become familiar with a few basic ideas. Chess, to be learnt properly, must be studied step by step, each point being thoroughly assimilated before passing on to the next one, too rapid advancement leading only to confusion and eventual frustration.


[image: image]



Castling


Castling is a privilege to which both sides are entitled once in a game. The manoeuvre, which is a joint move of king and one rook, counts as a single move. It may be played only if all the following conditions are fulfilled:


1. Neither the king nor the rook has moved.


2. The king is not in check.


3. There are no pieces, either hostile or friendly, between the king and the rook, nor does an enemy piece attack a square over which, or onto which, the king must move.


There is a misconception that you may not castle once the king has been in check. This is incorrect: provided that, in getting out of check the king was not moved (thereby contravening (1) above), castling is permitted.


In castling, the king is first moved two squares in the direction of the rook, which then jumps over the king to the next square. The move is then complete.


Castling may take place on either side of the board, and is referred to as king-side castling and queen-side castling. Once castling is complete, the pieces reassume their normal functions and the manoeuvre cannot be retracted.


The object of the move is two-fold: to bring a rook into play in the centre of the board and to give greater security to the king. The manoeuvre is commonly used by both players during a game.


[image: image]


Examine diagram 6. White may castle on either side (the movements of the pieces are indicated by arrows), whereas Black may not castle at all, since the rook on the queen-side has been moved, and to castle king-side the black king would have to pass over a square controlled by an enemy piece (the white bishop).


Checkmate


We have seen that if a king is attacked (in check) and cannot be moved out of check, and the attacking piece cannot be captured or a friendly piece interposed, the king is assumed to be captured (checkmated, or mated) and the game is over.


Here are four examples in each of which the black king is mated. In diagram 7(a) the black king is attacked by the white queen, which also controls all the neighbouring squares. Since the white queen is protected by the white king, she may not be captured, and Black has consequently lost the game. In (b) the black king is attacked by the advanced white pawn, which is defended by the second white pawn. The knight controls the two remaining squares adjacent to the king (“the king’s field”), who is therefore checkmated.


[image: image]


In (c) the black king is again attacked, this time by the white bishop, which also indirectly guards the rook, as if the black king captured the rook he would still be in check, and, as we have seen, this would constitute an illegal move. The white rook controls no fewer than four of the squares in the king’s field, the only two remaining escape squares being occupied by black pieces. The pawn is unable to move (remember, White is playing UP the board, Black is playing DOWN), and the black bishop, only capable of moving on white squares, is unable to intervene. Both the black pieces are restricting the movements of the black king.


In (d) the position is more complex and should be examined carefully. The black king is attacked by the white rook, which is also indirectly defending the knight. The white king controls two escape squares, the bishop one and the knight one. Neither the black rook nor the black knight can capture the attacking piece, nor can either interpose between it and the black king. Black is checkmated. Note that if the black rook and knight were interchanged, either of them would be able to move onto the black square between the black king and the hostile rook. If, in the position given, the black knight was not on the board, the black king would still be checkmated, since the white knight attacks the vacated square.


If the black rook was off the board, however, the black king would be able to move out of check into the corner. All the white pieces are indispensable to the mate.


Stalemate


Occasionally a position arises (usually when there are only a few pieces left on the board) when one side, whose turn it is to move, is unable to do so. If the king were in check, the position would be checkmate. If, however, the king is not in check, the game is declared a draw by stalemate.


In diagram 8(a) the white queen controls the three squares in the king’s field, but she is not attacking the king. If Black has no other pieces on the board, the position would be stalemate with Black to move. In (b), similarly, the bishops control the king’s escape squares. Neither the pawn nor the king can move, and if it is Black’s turn to play, White is said to have stalemated Black and the game is a draw.


In (c), the black king’s only square is next to the white king – to occupy which would be an illegal move. A move by the black bishop would expose the king to an attack from the white rook – again illegal. The black rook is in the same dilemma, any move exposing the king to check from the white bishop. These two black pieces are said to be “pinned”. As neither can move, with Black’s turn to play, the game is drawn. If it were White’s turn to play, however, the bishop could capture the rook delivering checkmate.


[image: image]


In (d) it will be seen that none of the black pieces can move – the pawns obstructing the pieces. Black, to play, is stalemated. The possibility of such a position as this occurring in an actual game is remote.


Stalemates are not common in chess, although the threat of stalemate (or, rather, self-stalemate) by the player with the weaker force is often encountered.


Other Methods of Concluding a Game


Apart from checkmate and stalemate, there are several other ways by which a game may be concluded.



1.   Insufficient Force



If neither side has sufficient force left to checkmate the opposing king, the game is drawn. What constitutes insufficient force will be explained in the next chapter.


2.   Repetition of Moves


If the same position occurs three times in a game, with the same player to move in each case, either side may claim a draw. If this happens as the result of one side submitting the enemy king to a perpetual series of checks, it is usually referred to as “perpetual check”. Clearly it will not be to the advantage of the stronger side to resort to a “perpetual” (as perpetual check is more commonly called).
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