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INTRODUCTION


So you want to play chess? It’s one of those games you’ve always wanted to play but never quite got round to – until now.


Chess is actually quite easy to learn – not much harder than many modern board games. It’s learning to play it well that’s the difficult bit.


And that’s why chess has remained so popular for such a long time – over 1,400 years in fact. No matter how skilled you may become, there is always something new to learn: some new opening idea (these are coming out all the time) or some new technique to master.


The following pages should give you a good grounding in the basic ideas of chess and equip you, after some practice games, to give a reasonable account of yourself. If you become good enough, you may even come up with some opening ideas of your own. But if, after working your way through this book and playing some competitive games, you find the nervous tension of over-the-board play too much, you can always continue to enjoy this marvellous game online, by post or even against your own computer.


Chess has more to offer then just playing the conventional game. There are, and always have been, chess aficionados who prefer to compose problems for others to solve, rather than compete at serious chess. You may simply enjoy solving these. In addition, there are also plenty of chess variations to enjoy: Kriegspiel, swap chess, suicide chess, progressive chess and many others, too. You will find more about these later in this book.


Developed in India around AD 600 from a four-handed dice game called Chaturanga, chess swiftly spread to Persia, the Middle East and North Africa, and a few hundred years later it finally arrived in continental Europe. It did not take long after this for the game to spread into Britain, Scandinavia, Russia and the western hemisphere. Although Russia has long been the dominant chess power, China, India and Africa are rapidly catching up. Appealing to young and old alike, it is one of the fastest-growing participant games or sports in the world and one of the most popular, with millions of addicts in countries everywhere. And, unlike other sports and games, amateur and professional players regularly compete against each other in tournament and match play.


Chess is a game that will hook you for life. You will be in illustrious company, for countless famous people, past and present, have enjoyed its delights, including politicians, scientists, generals, kings, writers, musicians, artists and sportspeople. Napoleon Bonaparte, for example, was a skilled player, and one of his games is included in these pages. The former World Heavyweight boxing champion Lennox Lewis is equally accomplished, as was the international film star Humphrey Bogart who, indeed, was such a fan that he was also a member of the management board of the United States Chess Federation. John Wayne wasn’t as accomplished a chessplayer as Bogart was, but was good enough to be considered among the top five players in Hollywood. In the world of music there are many keen players, including Madonna, Sting, and the lyricist Sir Tim Rice. (John Lennon of The Beatles was also an enthusiastic player.)


Steve Davis (six-times world snooker champion) has even co-authored a couple of books on the subject and was once the president of the British Chess Federation.


Writers who were hooked on chess include Charles Dickens, Leo Tolstoy, Vladimir Nabokov (who even wrote a novel about chess), Voltaire, Sir Walter Scott and now Martin Amis. The popular astronomer Sir Patrick Moore was a huge fan, as were the scientist and statesman Benjamin Franklin and the British historian Henry Thomas Buckle.


The Surrealist artist Marcel Duchamp not only designed many chess sets, including a useful pocket one, but was also good enough to play for France. Perhaps the most gifted of all is the Norwegian former footballer Simen Agdestein who is also a chess Grandmaster.


Chess is a game for everyone, so read on and enjoy.
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Before you begin a game of chess, you will need to know about the individual chess pieces: how to set them up, how each piece moves, and their strengths and weaknesses. This chapter will also teach you about winning, drawing and resigning, the special rules and moves that can help you out of a sticky corner, and how to record your games.


CHESS SETS


A chess set consists of 16 white men and 16 black men, each with 8 pieces and 8 pawns. Chess sets come in many different guises, including fancy sets of men representing famous characters from literature. However, competitive chess is now only played with chessmen of the Staunton pattern.


STAUNTON CHESS SETS


Howard Staunton was a famous English master, who many consider to be the greatest player in the world in the early part of the nineteenth century. He designed the pieces that to this day bear his name. Staunton-pattern sets are sold by most good sports stores or are available online. They are usually made of boxwood or plastic and are relatively inexpensive, although you can also buy more expensive sets with weighted and felted pieces.


TYPES OF BOARD


Like chess sets, types of board vary. They can be made of folding board, vinyl (which can be rolled up when not in use) or wood, with the latter being the most expensive. Most of the cheaper boards have the letters a–h printed along the top and bottom, and the numbers 1–8 printed down the sides. You may find this helpful when you first start, particularly in understanding chess notation.


THE GAME


Chess is in essence a game of war that takes place between two armies on a square battleground divided up into 64 black and white squares. The main aim of chess is not to annihilate your entire opponent’s army but simply to capture (checkmate) his or her King. It is this that gives chess its subtlety and complexity.


There are many ways of checkmating, some simple and some complex. We shall explore various checkmate patterns and how to engineer them later in this book.



YOU AND YOUR ARMY



In a sense you are the general of your own army, and it is your skill that will ultimately determine the course of the battle. By being aggressive early on, you may achieve a rapid victory, although this is most likely while you and your opponent are still at the novice stage. Later on, when you know the game better, you will learn how to defend your pieces against aggressive moves. As you improve, you will find that your games may take longer, and it may well become necessary to eliminate much of your opponent’s army before you can get at the King.



CHESS NOTATION



Almost since chess began, we’ve been able to have action replays of famous, and not so famous, games. We cannot actually watch the many great players of centuries past in action, but we can play their games over and over again. This is achieved by the means of chess notation.
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Diagram 1





Chess notation is a form of code used to indicate the moves played. Over the centuries it has slowly evolved, and today almost everyone uses the internationally accepted system that is known as algebraic notation. In this system every square is given a reference consisting of a letter and a number. Starting from White’s side of the board, the first horizontal row (rank) of squares are all numbered 1; the second rank 2, and so on. Looking up the board the left-hand column (file) is designated a; the file to the right of this is b, and so on. Thus the bottom left-hand corner square is a1, the square on its right b1, the next c1, until we reach the right-hand square h1. (See diagram 1.)


In competition chess, where chess clocks are used, chess notation is essential to record and thereby ensure that the correct number of moves are played in the given time.


RECOGNIZING THE PIECES


The pieces are quite easy to recognize. The Queen is topped by a recognizable crown; the King has a crown topped by a cross; the Bishop is shaped like a bishop’s mitre; the Rook (Castle) looks exactly like a castle; and the Knight is fashioned in the shape of a horse’s head. The top of a pawn is roughly in the shape of a medieval soldier’s hat.


SETTING UP THE BOARD


Place your board in front of you with a white square in the right-hand corner. If you are White this should be h1 (see diagram 2). Place one white Rook (Castle) on this square and the other white Rook on the bottom left-hand corner (a1). Repeat this process with the black Rooks, placing them on a8 and h8. Now place the white Knights next to the white Rooks on b1 and g1 and repeat for the black Knights, placing them on g8 and b8.


Moving farther towards the middle, place the appropriate Bishops next to the Knights. The white Queen is then placed on the central white square on the first row (each row is called a rank), and the white King is placed on the central black square on the first row – d1 and e1, respectively. The black Queen goes on the square d8, and the black King goes on e8. The white Queen always starts the game on a white square and the black Queen on a black square.


Once you have set up your men as shown in diagram 2, you are ready to start.
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Diagram 2





THE TOUCH-MOVE RULE


An important rule of chess is that a piece must be moved once you touch it. Leaving your finger on the piece while you decide where you finally want to place it is not unusual in beginners, but is not usually seen in serious play. Experienced players simply work out their moves in their head, then move the piece or pawn to the appropriate square and release their grip immediately. If you wish simply to adjust a piece on its square without being obliged to move it, then say out loud, ‘j’adoube’ or ‘I adjust’, before you touch it.


WINNING THE GAME: CHECKMATE AND RESIGNING


In your early friendly games it is likely that you or your opponent will be checkmated, but this is much more rare in serious chess. In competitive games, when one or the other side sees that a position is hopeless, they are more likely to surrender (resign), which is done by laying down the King. So, although decimating your opponent’s army is not the main aim of the game, it can help achieve victory. Games may also be won when your opponent is unable to complete their moves in the allotted time. (See Chess clocks.)




NOTATION SYMBOLS


The pieces are each assigned a capital letter:






	KING

	= K






	QUEEN

	= Q






	ROOK (CASTLE)

	= R






	BISHOP

	= B






	KNIGHT

	= N






	
PAWNS have no letter assigned to them










DRAWING THE GAME


A game can also be concluded as a draw. This can occur through stalemate, perpetual check, repetition of the exact position three times during the game, no pawn or piece being taken for 50 moves or both players agreeing to a draw by shaking hands on it. We will explore these situations in more depth later.



A PIECE-BY-PIECE GUIDE TO THE MOVES


KING


The King can move in any direction, horizontally, vertically or diagonally, but by only one square at a time. Any opposing piece standing next to the King, but not defended by one of its own army, can be captured by the King. Opposing Kings cannot stand on adjacent squares.


In diagram 3, the black King may move to d4 or capture the white Knight on d6, but cannot move to d5 as it would put itself in check. It can move to e6 and capture the white pawn, or move backwards to f4 and capture the white Rook, but cannot move to f6, where it will be in check from the Rook on f4, or to f5, where it will be in check from the Rook on f4 and the Bishop on e4.
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Diagram 3





QUEEN


The Queen can also move in any direction, but can move as far as she likes along the same straight line, providing of course that no other piece, black or white, impedes her movement (the Queen cannot jump over other pieces). When the Queen reaches the square she wishes to occupy, she can capture any opposing piece standing on that square, whether that piece is defended or not. However, it is worth bearing in mind that the Queen is worth roughly twice as much as a Rook, three times as much as a Knight or Bishop, and nine times as much as a pawn.


In diagram 4, the white Queen can capture the black Knight on h1, or the black pawn on h4, or the black Rook on a5, or the black Bishop on e6, when it will give check to the black King.
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Diagram 4
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Diagram 5
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Diagram 6






ROOK



Like the Queen, the Rook is only limited in its movement by the edges of the board but, unlike the Queen, it can move only vertically or horizontally, not diagonally. The Rook captures the enemy by landing on a square occupied by en enemy piece. See diagram 5.


BISHOP


Bishops move along diagonal lines only, up to seven squares at a time, forwards or backwards. Bishops capture enemy pieces the same way as all other pieces.


In diagram 6, both black Bishops are on their longest and most useful diagonals. The black-squared Bishop on a1 may move right to h8 and capture the opposing Queen on that square, or the player of the black pieces may decide just to play it to e5, for instance. The white-squared black Bishop may travel anywhere along the diagonal from a2 (where it will capture the white pawn) to f7 (where it will capture the Rook), anywhere from h1 to a8, or may be played to e6 where it will give check to the white King standing on c8 and from where it will also fork the Knight on f5 and the Rook on f7. Once the white King has moved out of check, the Bishop will then be able to capture either the Rook on f7 or the Knight on f5, but not the Knight on g4.


KNIGHT


The Knight is the only piece that can jump over other pieces; it is not impeded by friend or foe standing in its way. The Knight moves two squares forward or backwards plus one square sideways, or two squares sideways followed by one square forward or backwards: an L-shaped move. Knights capture enemy pieces in the same way as other pieces.


In diagram 7, White has opened 1.Nf3 and Black has replied 1...Nf6. Knights are the only pieces that can move before a pawn has been moved.


In diagram 8, the Knight on the square d5 attacks the following eight squares: c7, b6, b4, c3, e3, f4, f6 and e7. This is a multiple fork (attacking King, Queen and Rook is called a family fork); the black King is in check and, after the King has moved out of check, the Knight may capture the Rook on b6, the Queen on e7 or the pawn on f6, or the Bishop on c3, yet the Knight itself is not under attack from any of the enemy! This is one of the Knight’s great strengths – it can attack other pieces and pawns, without any of them being able to return fire at the same time.
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Diagram 7
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Diagram 8
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Diagram 9
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Diagram 10






PAWN



The pawn is the lowliest man in either army; it is the only man that cannot move backwards. Pawns move forward just one square at a time, though on their first move only they may be moved forward two squares. Pawns capture by moving one square diagonally to either side and removing the enemy pawn or piece standing on that square.


In diagram 9, White has just played his pawn from f2 to f4 giving check to the black King on g5 and, at the same time, attacking the black Knight on e5. When the black King moves out of check, the pawn will be able to capture the Knight on e5. The pawn on g3 has already moved one square (g2–g3), while the pawn on e2 still retains the option of moving one square or two for its first move, once the black Rook moves out of its way. If a pawn manages to fight its way through to the last row of the board (designated the eighth rank) it is exchanged for another piece. In diagram 10 White is about to play his pawn from c7 to c8 promoting it to a Queen, Rook, Bishop or Knight, but never another King.


SPECIAL MOVES



CASTLING



This move allows you to place your King into relative safety. From its starting square, the King is moved either two squares to the left or two squares to the right, and the rook is moved over the King and placed on the adjacent square. This move is only possible under the following conditions: neither the Rook nor the King must have moved from their starting squares at any time in the game; the King must not be in check (threatened by an enemy piece) nor must it move across, or on to, a square attacked by an enemy piece; there must be no pieces between the Rook and King at the start of this manoeuvre.


In diagram 11, the black King may not castle on either side because the King has moved. Note that moving the King back to its start square, in this case e8, would change nothing – the fact is that the King has moved.


The white King can castle on the Kingside (shown as 0–0 in algebraic notation) by moving the King to g1 and the Rook from h1 to f1. (See diagram 12.)


However, White cannot castle on the Queenside (shown as 0–0–0 in algebraic notation) because the King would not only move through the square where he would be in check (d1), but when he arrived on c1 he would be in check there too.



EN PASSANT



En passant (French for ‘in passing’) is a rather unusual manoeuvre that can be carried out only by pawns. When a pawn, on its opening move, moves two squares and then arrives on a square adjacent to an enemy pawn, the enemy pawn may capture as if the first pawn has only moved one square. However, this capture cannot be delayed; the en passant capture must be made immediately, if it is to be made at all. (See diagram 13.)


In the above position White has just played a pawn from e2 to e4, attacking Black’s Bishop on d5. Black can now capture en passant by moving his own pawn to e3, as if White had only moved his pawn one square. Note that if White had been playing from e3 to e4 instead, en passant would not be possible.
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Diagram 11
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Diagram 12
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Diagram 13






THE STRENGTHS AND WEAKNESSES OF EACH PIECE


PAWN
(nominal value 1 point)


Strictly speaking the pawns are not pieces. All of the figures in a chess set are called men and are divided into pieces (King, Queen, Rook – or Castle, Knight and Bishop) and pawns.


Your pawns are the humblest unit in your army and their biggest weakness lies in the simple fact that they cannot ever move backwards. In practical terms this means that you must take great care in how you move them: once you have advanced this foot soldier he cannot retreat!


In diagram 14, Black has just played his pawn from d7–d5. This has left his pawn on c6 backward (none of its fellow pawns behind it on an adjacent file) and on a half-open file. (See Glossary.)


If White plays his Rook to c2 to attack this pawn, Black will be forced to play his Rook to c8 to defend it – the pawn that has been moved to d5 cannot return to d7. Because of this the pawn on c6 will soon be lost; White has only to move his King to e5 and then to d6 and the capture will be complete. Also in this diagram Black’s pawns on g6 and g7 are doubled and therefore not so easily mobilized as White’s pawns on the same side of the board.


The famous master François-André Danican Philidor once said, ‘Pawns are the soul of chess.’ This is a saying that has stood the test of time. The whole game may depend on the quality of your pawn structure (your battle formation).




COMPARATIVE VALUES OF THE CHESS PIECES






	PAWN

	= 1






	KNIGHT

	= 3






	BISHOP

	= 3






	ROOK

	= 5






	QUEEN

	= 9






	KING

	= 0












[image: illustration]


Diagram 14






KNIGHT
(nominal value 3 points)



The Knight is considered a minor piece, but it alone can jump over other pieces and pawns – nothing gets in its way. It is a superb defender, being able to cover several points of attack from different directions at once. In diagram 15, the lone black Knight is preventing the powerful white Queen checking the black King on any of the four squares: c4, c6, g4 or g6.


The Knight is the best blockader of an opponent’s isolated or passed pawns and is the ideal piece to place on an outpost square. In diagram 16, if Black played too casually by moving his Rook on d8 to g8, White could play say Nb5 – attacking the black Queen on c7 – and then hop in to d6 – an outpost from which it could not easily be removed by Black, and from where it would attack several squares in Black’s position. A Knight has an extremely strong advantage in that it is able to attack up to seven of your opponent’s pieces at once, as well as the square it has just left.
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Diagram 15





The Knight is also an excellent piece in a blocked position, where it can often prove superior to a Bishop. In diagram 17, the black Bishop is hemmed in by its own pawns, most of which are on the same colour squares as the Bishop, preventing its easy movement around the board. In such a position, White’s Knight is far more mobile and can easily outmanoeuvre the Bishop.


A Knight and Queen working together make possibly the deadliest attacking combination on the board as the Knight can attack different-coloured squares at will, making the defender’s task particularly difficult, and the Queen is able to move in any direction.
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Diagram 16





So what is the weakness of this paragon of the chessboard? The Knight’s main limitations are that it simply cannot cover ground quickly enough, nor attack the enemy without getting in close, nor pin or skewer another piece. On an open, uncluttered battlefield the long-range power of the Bishop may prove superior. This weakness of the Knight is particularly noticeable in a pawn race in an endgame.


In diagram 18, Black, recognizing how far away the white Knight is from his pawns on b4 and a4, has just engineered, or forced, an exchange of pieces on f2.


Now, by playing his pawn from b4 to b3, Black can force a win. If White tries to ignore the pawn by playing a3, Black simply moves his pawn forward another square to b2 and the white Knight cannot get back in time to prevent Black promoting. If, instead, White captures the black pawn, axb3, then Black plays his other pawn to a3 and will promote on a1. Once again the white Knight cannot return across the board quickly enough to prevent Black gaining a new Queen. It is worth pointing out that if the piece on g5 were a Bishop rather than a Knight, all White would have to do would be to play Bf6 and the black pawns could easily be stopped.
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Diagram 17





BISHOP
(nominal value 3 points)


The Bishop, another minor piece, is a long-range piece, able to move quickly from one side of the board to the other and to attack the opposition from far off – a wonderful attacking or defensive piece in an open position.
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Diagram 18
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Diagram 19





The position in diagram 19 gives an excellent example of the Bishop’s dual powers. Here both black Bishops defend the important squares around their King, especially f7, g7, g8 and h8, while contributing to a dangerous attack on the white King.


Master players consider the Bishop such an important minor piece that they are reluctant to exchange it for an opponent’s Knight. To make this exchange willingly they need to gain some extra compensation, such as doubled pawns. (See Glossary.)


Black exchanges his black-squared Bishop for White’s Knight, which was standing on c3. This doubles White’s pawns on c3 and c2, so that they can no longer protect each other. Black also gains other compensation for giving up his Bishop for White’s Knight: he can now open up the c-file whenever he wishes and use his Rooks to attack down this avenue. (See diagram 20.)
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Diagram 20





While the strength of the Bishop lies in its long-range attacking abilities, this same strength can be used against it: in a closed, cluttered position the Bishop can often be no more use than a tank in the middle of a forest! Each Bishop can attack pawns or pieces only on its own colour squares. A Bishop that is placed on a black squares can attack only the enemy on black squares – pawns or pieces on white squares are under no threat from it! For this reason a pair of Bishops, one covering the white squares and the other the black squares, are worth rather more than the sum of their two parts.
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