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How To Use This Ebook


Select one of the chapters from the main contents list and you will be taken straight to that chapter.


Look out for linked text (which is in blue) throughout the ebook that you can select to help you navigate between related sections.


You can double tap images and tables to increase their size. To return to the original view, just tap the cross in the top left-hand corner of the screen.





Introduction


By opening the door to our small but select world of chess enthusiasts, we are offering you a unique, personal introduction to the game, sharing with you all our emotions, imagination, vision and passion. We hope to take you with us on this extraordinary journey known as chess.


As young children, we were captivated by the magical world of chess, and we follow a path paved with light and dark squares to this day. There is typically no particular age at which you can fall in love with the game. However – all stereotypes aside – it brings together people from all generations and backgrounds to focus on a single objective, the confrontation between two minds, their strategies and ideas.


We have attempted to demystify this whole world so that you can make it your own. The structure of the book allows you to work through it systematically as you explore the game, while gradually pushing your limits.


Colour coding is used throughout the text to clarify our analyses and diagrams and ease your way into this world. After a recap of the rules, you’ll find tips and tricks to reveal the personality of each piece on the board and, once you are up to speed, you’ll be ready to juggle tactics and mating patterns (along with some relevant exercises) to spice up your chess battles. The instructional sections are then introduced with perfect timing to test your first achievements under the watchful eyes of chess champions. Lastly, to ensure that all ends well, we have dreamed up a tailor-made selection of endgames for you.


Enjoy the adventure!
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THE CHESSBOARD


Playing chess without a chessboard is like playing tennis without a net, so it’s essential to master the geometry of the field of play. The board contains 64 squares of alternating colours (light and dark), consisting of eight horizontal rows and eight vertical columns.


The bottom right-hand square should always be light so that the queen on each side starts the game on a square of the corresponding matching colour.


Have you ever wondered how it is that good chess players are able to play blindfolded, unable to see anything at all? Well, nothing could be simpler – in addition to having all the talent, skill and experience required, they can locate every square on the board; each one has unique coordinates, indicated by the intersection of the row and column where it is located.


The rows (or ‘ranks’) are designated according to the board’s horizontal lines and numbered 1 to 8. In the diagram here, the fourth rank has been highlighted in green as an example.


The vertical columns (or ‘files’) on the chessboard are labelled alphabetically from a to h. Here, column e has been highlighted in red.
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SETTING UP THE BOARD
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THE KING


Quantity: 1
Value: undefined


We could have started with the queen, but the wide range of her movements makes her a more complex piece to examine than the king, who proceeds at a snail’s pace, so we’ll work through from the simplest to the most complicated.


The value of the king cannot be calculated in points as it’s the only piece that cannot be captured; its responsibility to survive checks and, above all, to avoid checkmate is enough of a burden to shoulder! Like a queen, the king has the luxury of moving in any direction, but his wings have been clipped – he may move only one square at a time.


[image: image]


Is it the weight of history? You tend to imagine kings sporting long white beards, and in chess they can move only at an arthritic pace. But there is one notable exception to this rule – they have the ability to teleport, which is known as castling (see here). This special move can be used only once per game, and guarantees them a stronghold – for a while at least.


Just like all the other pieces, kings have the right to capture enemies who stray too close to them without protection. To do this, they simply move as normal to the square where their prey is located in order to remove it from the board.


‘NO PRICE IS TOO GREAT FOR THE SCALP OF THE ENEMY KING.’
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Alexander Koblencs
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Pawns



Quantity: 8
Value: 1 point


The kingdom we have just mentioned is carefully guarded by the king’s most faithful servants, the pawns. Each player has eight of these small soldiers, and while their value is rated at just a single point, they should never be underestimated.


As 18th-century French chess champion François-André Philidor aptly remarked, ‘Pawns are the soul of chess.’ Their number certainly makes up for their limited mobility but, above all else, they boast an extraordinary, unique ability known as promotion.


Before explaining this talent, however, we’ll take a look at how they move on the chessboard:
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In general, pawns are only permitted to advance straight ahead, one square at a time. But there is one exception to this rule that allows them to lengthen their stride to two steps: for their first move in a game, they can exploit their momentum and move forward two squares (always straight ahead) – this is by no means compulsory, but remains an additional option.


Pawns are the only pieces on the board that cannot retreat and move backward, so think twice before throwing them into the attack; for these troublemakers, there’s no turning back.


Pawns are notable for having their own way of doing things, and are also the only pieces that don’t capture in the same way in which they move.


[image: image]


Pawns always capture diagonally by moving forward one (and only one) square, either to the left or right. In the position shown in the diagram, either of the two pawns highlighted in red could take the other.


But pawns don’t only set their sights on their own kind; they are more than capable of kidnapping any piece, however powerful, that may be unwise enough to stray within their reach.


If that were not enough, there is a last, special rule that is sometimes neglected, even by more seasoned players: capturing en passant. Here, pawns have a particular way of capturing that works only on their own kind, and only on those that have just left their starting square.


[image: image]


The white pawn has just moved two squares forward, arriving alongside its enemy opposite number. Note that, if it had stopped a square sooner, its black counterpart would have been able to take it on the next move. The white pawn has therefore passed across a square where it was under direct attack, giving Black the chance to carry out what is known as ‘capturing en passant’. To achieve this, the black pawn moves to square c3 and the white pawn is removed from the board. This trick, which will be part of your chess toolkit from now on, is possible only in the move following the advance of your opponent’s pawn.




[image: image] You are definitely not allowed to make another play and then say, a few moves later, ‘Oh yes. By the way. I am going to take you en passant now.’





Capturing en passant is therefore done straight away or not at all. We should also add that it is not allowed if your opponent has moved their pawn only one square forward, even if otherwise the pattern of alignment looks similar.


As promised, after all that hard work, it’s now time to explain promotion, the pawn’s superpower. You might also call it their ‘reward’, as it acknowledges the journey of a pawn that reaches the final rank of the chessboard (1 for black and 8 for white). Logically, it can’t advance any farther, but it does not simply fall off the edge of the board either. Having completed its marathon, its reward for its perilous crossing is the right to transform into the piece of its choice (with the exception of ‘king’). It therefore most often transmutes into a queen, the most powerful piece of all.
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The pawn is removed from the board and replaced with a queen on the square on which the pawn was promoted. This means it’s possible to have up to nine queens of a single colour on the chessboard (the original queen, plus eight promoted pawns).


‘PAWNS NOT ONLY CREATE THE SKETCH FOR THE WHOLE PAINTING, THEY ARE ALSO THE SOIL, THE FOUNDATION, OF ANY POSITION.’
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Anatoly Karpov







Now that you’ve mastered moving the king and the pawns, you can familiarize yourself with their subtleties of play and keep yourself entertained by sending them into battle.


The aim of this type of play is to promote a pawn by removing the other pieces; the first player to achieve this is the winner. In addition to being a fun game, this exercise is extremely useful and is highly recommended, even for seasoned players.
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As in classic chess, White moves first; don’t hesitate to get your king involved to help your pawns advance.





We’ll take this opportunity to clear up a last point: there is no ‘huffing’ in chess. Unlike the game of checkers, capture is not mandatory and the ‘game of kings’ guarantees you a completely free choice in your captures.
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BISHOPS


Quantity: 2
Value: 3 points


Each player has one bishop that can move on light squares and one on dark squares. Their particular feature is that they cannot move onto a square of a colour that is different from their initial position. Bishops may only travel diagonally, covering as many squares as they choose in a single move, as long as the way is clear.
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Bishops are valued at three points (like knights) and are therefore equal to three pawns.


They are never more powerful than when they are working in tandem and can sometimes drive the opposing king to distraction.


Bishops capture enemy pieces simply by occupying their square; they then remove the victim from the board and take over their place.
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ROOKS



Quantity: 2
Value: 5 points


Rooks are powerful pieces that can move both horizontally and vertically across the chessboard.
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Rooks can move as many squares as they choose in any of the four points of the compass, with only diagonal moves forbidden.


Much like queens, rooks are considered heavy pieces, with a high value of five points; they are a heavyweight presence in your starting line-up, and they also play a key role when castling (see here).
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THE QUEEN


Quantity: 1
Value: 9.5 points


It’s often said that a queen is roughly equivalent to the combined strength of two rooks, which is reflected in the value of her points.


She is the centrepiece of your army, so make her the focus of your attention and learn to deploy her with boldness and skill. The queen roams the chessboard like a dance floor on which she is free to move in any direction, horizontally, vertically or diagonally. She therefore combines the moves of bishops and rooks, but may not jump over obstacles as knights do.
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Note the impressive number of squares the queen controls from the middle of the chessboard: 28. It’s surely enough to make the king jealous; he can’t manage even ten squares in a similar situation (nine, in fact).





[image: image]



KNIGHTS


Quantity: 2
Value: 3 points


We’ve kept the knight until last as it’s the most atypical piece in chess, thanks to its eccentric way of moving.


It’s the only piece with the power to jump over other pieces and, every time it moves, it lands on a square of the opposite colour from where it started.


It’s often said that it moves like a letter ‘L’ that can be turned every which way.


[image: image]


A knight’s move consists of two stages: first, one square forward or backward, followed by two squares to the side (left or right); or, two squares forward or backward, followed by one to the left or right. The reverse is also possible: first, one square to the side (left or right), then two squares forward or backward; or indeed two squares to the side, followed by one forward or backward.


In the diagram here, the knight has eight available destinations, the maximum possible for it. From its starting position, it’s the only piece (apart from the pawns) with the ability to make the first move. Each knight can therefore move to one of two positions, as it can leap in front of its pawns with a single bound.


[image: image]


Knights, like bishops, count as light pieces as they are worth fewer points than rooks and queens. They are nonetheless a formidable – and unpredictable – weapon, and will bring you many victories at a gallop. Finally, never forget that a knight can capture another piece only by landing on its square, not by jumping over it; we’re playing chess, not checkers!


‘GIVE ME A KNIGHT IN THE SIXTH RANK AND I WILL WIN ALL MY GAMES.’


[image: image]


Wilhelm Steinitz






CASTLING


Castling is a special move that allows you to move your king to safety while activating a rook, and is the only time you are allowed to move two pieces at once. It always involves moving the king two squares to the right or left, and then moving the rook from its corner at the edge of the board toward the centre.


Please note, castling is only possible if the rook in question and the king have not moved during the game, and if there are no pieces between them.




[image: image] Castling is also not permitted when the king is in check, or if he has to pass across a square controlled by an opposing piece.





The rook, however, is allowed to pass across a square where it would be en prise (under attack).


As we have two rooks, we can castle on two sides.


The more common variety is castling kingside (or ‘short castling’), and is illustrated here:


[image: image]


The king has moved two squares to the right and his rook has slid across to be by his side.


Castling queenside (or ‘long castling’) consists of doing exactly the same on the other side of the board:
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This is called ‘long’ castling because, in this case, the rook covers a greater distance to reach the side of its king; this is logical as this side of the board also includes the queen’s starting square. Therefore, because you must remove an additional piece to clear a path, castling queenside is more rare.
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In the diagram, White is prevented from castling kingside – the king would cross a square controlled by the enemy bishop, which is against the rules. By contrast, castling queenside is entirely legal as only the white rook would be under attack from its black counterpart.






THE OUTCOMES OF A GAME


Unlike most individual sports, where each encounter produces a winner and a loser, there are three possible outcomes in chess. Just as in soccer, a tie (draw) is a common outcome in the ‘game of kings’. It’s worth pointing out that the number of times two players part as good friends, without being able to break a tie, rises sharply with the increasing skill level of the protagonists.


The aim of the game is to checkmate your opponent, and for that there is just one target: their king!


The idea is to surround the king on all sides, threatening him directly with one of your pieces. Unable to escape or find help from his allies, checkmate is declared and the fate of the game is sealed.


While chessboxing – a fascinating sport in which rounds with the gloves on alternate with less strenuous bouts at the chessboard, all carried out in the ring – has recently emerged, there’s no such thing as a victory on points in classic chess. You can therefore put your opponent in check 30 times while never being in check yourself, but if your opponent mates you, it will be a simple victory by KO.


There’s all the difference in the world between an ordinary check and a mate (which is short for check and mate, or checkmate); putting your opponent in check is relatively easy, but mate requires a significant number of conditions.


We’ll begin by learning what check is and what it entails.


Check consists simply of attacking your opponent’s king with one of your pieces. It’s otherwise known as ‘check on the king’; experienced players tend not to say the ‘on the king’ part, although beginners might use the whole phrase. It also creates a kind of frisson to say it out loud, like a warning to your opponent. Let the psychological warfare begin!


We’ll look at some examples where the black king is put in check by various white pieces:


[image: image]


As you now know, the king is the only piece that cannot be captured in chess, so when under attack, a player must react to being placed in check. There are three possible defences: Capture, Interception and Escape. You might want to commit CIE to memory, but don’t let it determine how you choose your moves.


Capture: This, of course, is the ideal solution, but it presupposes that the piece giving check is itself under attack. If you can capture the attacker, all your problems will be solved at once!


Interception: In certain situations, it will be possible to interpose a friendly piece between the attacker and your king. This will not be the case if the piece giving check is a knight or a pawn, because of their particular ways of moving. Only long-range pieces such as the queen, the rook and the bishop may have their check intercepted.


Escape: Sometimes running away is the only option, and there’s no shame in it. When a king is put in check, the most expedient solution is often to turn tail and go to a square where he’ll be safe.


If none of these possibilities is legal, it means you are in check. . .and mate!


[image: image]


In the top left example, the black king has been put in check by the knight and can escape in all the directions highlighted in yellow; the red square is out of bounds.


In the top right example, the white rook has the black king in check, but Black has their own rook coming to the rescue. By inserting itself, the rook becomes an obstacle and shelters its king.


In the bottom left example, the white bishop, which is giving check, is not protected and the black knight can happily pick it off.


In the bottom right example, the game is up and mate is inevitable. Note that the king’s avenues for escape are in all squares controlled by the white queen. As there are no allies and no space, interception is impossible.




[image: image] Finally, it would be illegal to capture the white queen, who is defended by her bishop; the king would be putting himself in check with such a move.





Mate equates to victory and so immediately puts an end to the game.


The situation we have just looked at is commonly called the ‘kiss of death’: the queen seems to be kissing the opponent’s king. . .with poisoned lips.


It’s possible to mate using any piece, even a pawn; the main requirement is generally to have support.


It can sometimes happen that opposing pieces contribute to their own king’s lack of room to move, but we’ll return to this point when we look at smothered mate.


Here’s a small taster with some examples of checkmate; in the top two, White delivers the coup de grâce, while at the bottom it’s black.
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It’s now time to look in detail at how the game can end in a draw. There are five ways to achieve such an outcome:


• A draw by mutual agreement


• Perpetual check/repetition of the same position three times


• The 50-move rule


• Insufficient mating material


• Stalemate.


A draw by mutual agreement occurs more frequently in competitions where the two players believe that their positions are equally balanced and they don’t want to waste time on continuing to the bitter end to prove it. One player must, however, take the initiative to offer their opponent a draw, just as casually as if inviting them for a drink after the game. While this attitude might not seem very combative, it’s common at high levels where fear of defeat often outweighs hope of victory. A draw will also come about when two players are fully aware that they could keep going until nightfall but, sure of their respective strengths, know they would still only achieve a tie. It might be a better idea to use the time to go for a walk instead!
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