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  Introduction




  I have now written six books about “winning chess”. All the rules and basic information were covered in my first book, Play Winning Chess; tactical themes were explored in my second book, Winning Chess Tactics; and now, in Winning Chess Strategies, I take you on a journey to a whole different level of chess understanding. On this level, you no longer spend entire games reacting to your opponent; instead, you are proactive. You think through a position, set a goal, and methodically find ways to reach it.




  Hundreds of thousands of books have been written about chess. what can you hope to learn from this one? With all modesty, a lot. The aim of this book is simple: to make you think about chess in a different way. In my two previous books, I showed you chess as an art and a sport. In this book, I show you chess as a science. My goal in this book is to make you realize that behind the pushing of little wooden men around a checkered board lies a lot of thought. Some of the ideas that make up the science of chess have been used for centuries – millennia, in fact. They have been researched, recreated, and refined to suit our purposes and are used by today’s Grandmasters to reach the perennial goal: to win that next game of chess.




  To be able to understand the techniques I teach in the next eleven chapters, you should already know the following:


  


  




  ·                       You must know the rules of the game – how the pieces move, how to castle, what en-passant is, and so on. (You’ll find all these rules explained in Play Winning Chess.)




  ·                       You must know the relative values of the pieces.




  ·                       You should be familiar with basic chess terminology. For those of you who don’t know luft from a fork and counterplay from a blockade, I have added a glossary at the end of this book. If you come across a word or phrase you don’t know, look it up in the glossary before continuing on; otherwise, you might miss a crucial bit of information in the explanation of a strategy or description of a game.




  ·                       You must be able to read algebraic chess notation. If you can’t, the sample games will appear to be nothing but gibberish! (Algebraic chess notation is explained briefly in the glossary and more completely in Play Winning Chess.)




  ·                       Though not absolutely necessary, you will find it useful to know the four elements of chess – force (material), time, space, and pawn structure – and their associated principles, as described in Play Winning Chess.




  


  With these humble building blocks, I will teach you how to understand what is happening in any given chess position and how to formulate a plan for success based on the clues you can find in the position. By focusing on the positional features rather than the tactical features of the game, you will learn to build your strategy slowly and confidently, secure in the knowledge that the fundamental principles you are following can’t lead you astray.




  But isn’t positional chess boring? Isn’t it more exciting to sacrifice a few pieces and hack your enemy’s King to death? Yes, a sacrificial attack is enormous fun, but just as a skilled counter-punching boxer can eventually knock out a pure slugger, a skilled positional chess player can usually take the force out of an attack and grind his opponent into the dust. You will learn that haymaker blows must come from positionally superior situations, which means that even the finest attackers in history have had to master planning and strategy. Few amateur players work at developing their strategic skills, so the fact that you are reading this book should give you an enormous advantage over your competition. Imagine your opponents’ positions falling apart again and again, and imagine their frustration when they can’t figure out why they keep losing to you! As a player who earns his living on the strength of his strategic skills, I can attest to the fact that it’s no fun being squeezed to death by a positionally savvy opponent. But it’s oh-so satisfying to be the one who is doing the squeezing!




  As in my previous books, I refer to all chess players as he. Boys and men continue to make up the vast majority of the chess playing public, though there are encouraging indications that girls are becoming more interested in the sport. Hopefully, some of them will read this book, and some of them will go on to tournament competition armed with the strategic skills they will learn here. Watch out men! They will be formidable opponents!




  Yasser Seirawan




  Seattle, Washington




  

    




  




   




  Chapter One




  The Importance of




  Strategy


  





  From the beginnings of human history, people have played games. And of all the games in the world, chess is aptly known as the Royal Game or the King of Games. Heady praise indeed! The unique beauty of chess has attracted some of the greatest minds of human history. Why? What makes chess so fascinating? Critics of the game see only grown men brooding endless hours away, sporadically pushing a few wooden pieces around a checkered board. In this critical light, why would anyone want to play chess? There must be something that makes this game so fascinating. Otherwise, how could it have survived for these many millennia?




  Obviously, if the critics were right, chess would not exist. Yet chess has not only survived but is doing very well. The FIDE – the Fédération Internationale des Échecs – is the third-largest sporting body in the world, representing over one hundred and sixty nations. (The largest sporting body is the IOC – the International Olympic Committee – and the second-largest is the FIFA – the Fédération Internationale de Football Association, which governs the world’s most popular sport, soccer.) Why has chess survived?




  Things survive the test of time because they are needed. Stop and think for a moment. What is there in your life that has survived for thousands of years? Tools like the spoon have survived. They have evolved to perfectly fit a need. If there were no need for them, such tools would not exist.




  Games – and there are thousands, perhaps millions, of them – have been used by societies for eons as tools for physical, emotional, and mental growth. Of all these games, chess is the perfect tool for developing the mind. As Goethe said, “The game of chess is the touchstone of the intellect.” At the root of chess is a battle of minds. Chess is a reflection of life, requiring a determination to compete and a desire to win. To succeed, you must become clever. Will power alone is not enough. You have to use your brain. You must think. And you must train yourself to think in different ways.




  When I teach young people the game of chess, I inform them and their parents that chess will teach them the five R’s. I then go on to explain these:


  


  




  ·                       R number 1: To play chess competitively according to the international rules of FIDE, a player must (w)rite down his moves.




  ·                       R number 2: As a player continues to compete, he will experience many losses. Dissatisfied, the player will seek to sharpen his skill and stop repeating the mistakes of the past by reading books on chess.




  ·                       R number 3: To get better at chess, a player must be able to keep score. He starts the game with eight pawns. As the game progresses, pieces get swapped, and pawns get pushed forward and lost. He now has two Rooks and four pawns left for a point count of 14 (5+5+4), and his opponent has a Rook, a Bishop, a Knight, and five pawns for a point count of 16 (5+3+3+5). The opponent therefore has a material advantage of two. Simple. He has just used (a)rithmetic.




  ·                       R number 4: The player undertakes these first three R’s because it is his responsibility. No one else’s. When playing chess, the player has no excuses for his blunders. A teammate didn’t drop a perfect pass or miss a shot. He and only he is responsible.




  ·                       R number 5: The last R is also the most important. Suppose the player’s Queen is attacked. If he doesn’t move it, the Queen will be captured. If he pulls it back in retreat, it will be safe. If he moves it forward, the Queen can capture a pawn and still be safe. He decides to go for the pawn, and in making his decision, he exercises his powers of reasoning.




  


  These five R’s combine to produce that which all education is about: critical thinking. When you get right down to it, education has two elements: information and information processing. Information by itself is worthless. It is the critical thinking that allows us to process the information that gives the information its value.




  Critical thinking occurs in every game of chess, even those played by weak players who have barely learned the moves. Your hand reaches out, your eye gleams, you lift a Knight and pounce on a pawn. You are sneaky, conniving, and ruthless. The pawn is yours! But wait a moment. Your opponent has made a pact with the devil. He takes your valiant Knight. Rats! How did that happen? What should you have done instead? What should you do next? Critical thinking has occurred.




  Looking at chess with uninitiated eyes, what does the observer see? Two equal, opposing armies facing each other on a 64-square checkered board. What could possibly be so engrossing? And why can one player consistently beat another? One player is obviously better than the other. Given the same army as his opponent, he is outplaying him. Why? Because he is outthinking his opponent. What’s his secret weapon? Strategy.


  





  What Is Strategy?




  Many players love quick, slash-and-burn chess games but get restless, impatient, and even frightened when matched with a thoughtful positional player. In their shortsightedness, they either don’t understand why their enemy sometimes takes his time in deciding where to move, or they fear that the mental ability of this type of opponent will overwhelm them. The real problem is that they simply know nothing about chess strategy.




  In the following pages, I will teach you what strategy is and how to create and harness specific strategies for your own use. Once you realize how easy it is to plan and execute a strategy, you’ll begin to wonder what all the fuss was about. And your chess-playing friends will come to think of you as an intellectual giant.




  First we need a definition. What exactly is chess strategy? Is it setting a trap, crossing our fingers, and hoping the opponent falls into it? Sorry, not even close. Is it the same as calculating all the move variations implicit in a position? Wrong again.




  The fact that strategy has little in common with calculation is surprising, until you consider some of the definitions of strategy that have been offered. My colleague Grandmaster Larry Evans calls strategy “...a long-range master plan”, while Hooper and Whyld, in the Oxford Companion to Chess, say that strategy is “...the planning and conduct of the long-term objectives in a game.” Calculation, on the other hand, is a computer-like crunching of moves with no clear objective in sight.




  Phrases such as “long-range” and “long-term” imply in-depth analysis, but in fact, Evans, Hooper, and Whyld are alluding to positional play – the slow, systematic building up of small advantages. Perhaps the late World Champion Max Euwe put it best when he said, “Strategy requires thought; tactics requires observation.” He meant that a strategic plan is created by combining positional features involving material, space, piece mobility, and pawn structure over a long span of moves, whereas a tactic is not so much a creation as an observation that can be implemented to take advantage of a short-term opportunity.




  An example of strategic thinking goes as follows: You realize that you can give your opponent a set of doubled pawns by trading your Bishop for his Knight. You decide that your long-term goal will be to attack and eventually win one of these newly created doubled pawns, thereby gaining a material advantage. This plan governs your following moves, because everything you do is now motivated by your intention of capturing one or both of these doubled pawns.




  Strategy, then, is the purposeful pursuit of a simple goal: to gain an advantage of some sort over your opponent. With some idea of the intellectual meaning of strategy, we can begin to see its usefulness. No more aimlessly charging from move to meaningless move. And no more blank staring at a board that makes no sense to us at all. Far from complicating our games, strategy actually simplifies them!




  The promise of simplicity has begun to call us, but how do we actually use this wonderful new tool? In the chapters that follow, I’ll define and illustrate the most admired and time-tested strategic concepts – in other words, those that work! You’ll see how to recognize when a particular strategy is ideal and how to implement it with a minimum of effort. All you have to do is sit at your chess board, follow along, and immerse yourself in the rewarding world of positional chess – a world where ten-move plans can be created quickly and easily when you recognize and understand the basic strategies of the game.


  





  What Is a Chess Advantage?




  The goal of a strategy is to gain a chess advantage. Being the proud owner of a chess advantage simply means that your position has certain positive features that your opponent’s is lacking. There are two types of advantages: static and dynamic. A static advantage is a long-term one – permanent. A dynamic advantage is like a tactic – temporary. You may have a dynamic advantage because your King is safe, whereas your opponent hasn’t yet castled. When your opponent castles and brings his King to safety, your dynamic advantage disappears. For this reason, it is important to take every opportunity to create static advantages. Put your faith in only those features that will be part of your position for a long time.




  The role of strategy is to create one or more of the following static advantages:


  


  




  ·                       More material (force)




  ·                       Superior piece mobility




  ·                       Superior pawn structure




  ·                       More territory (space)




  ·                       Safe King position (usually when castled)




  


  It’s up to you to recognize the possibility of an advantage in a position and then come up with a plan that enables you to overcome the opposition by dint of the power the advantage gives you.




  Will knowledge of how to create static advantages turn you into a good player? It certainly helps, but obviously your opponent will be (or should be!) creating his own advantages. Real skill in chess comes when you can determine whose advantages are more real – which positive features will eventually rise up in triumph. For example, you may have a material advantage (say, an extra pawn), but if your opponent has superior pawn structure, extra space, and more active pieces, you will probably wish you could start the game all over again. Or you may create a material advantage by winning a piece but, in the process, weaken your King’s defenses. What good is holding an extra piece if all you can do is stand by and watch yourself getting checkmated? You have misjudged the advantage of winning a piece, and in a nutshell, you’ve been outplayed.




  It is this kind of complex, intricate battle between players who are constantly trading their existing advantages for new ones that makes chess such a rewarding sport. After you read through this book, you will be able to take part in those battles armed with new knowledge and insights into chess that can help you build a reputation as a consistent winner.




  

    




  




   




  Chapter Two




  Making the Most of




  a Material Advantage


  





  Of all the advantages you can possess, a material advantage is by far the most powerful and the easiest to understand. A material surplus gives you options that don’t normally exist, whereas a material deficit usually provokes something akin to panic. Why panic? Suppose you lose a piece right from the opening and can capture absolutely nothing in return. Can you look forward to a quiet positional middlegame? No. A material deficit in the middlegame is bad news. Even worse is a material deficit in the endgame. Any normal extension of such a game should lead to your defeat, simply because your opponent’s army is bigger than yours!




  Eating your opponent’s pieces has the obvious effect of opening up the board, and it also affects the psychological state of both you and your opponent. Small wonder that masters always prefer to play for a material advantage rather than engage in exciting but uncertain skirmishes, such as the kingside attack.




  In this chapter, we will explore the two most common methods of capitalizing on a material advantage:


  


  




  ·                       Using your superior forces to overwhelm your opponent




  ·                       Trading pieces with the express purpose of going into a winning endgame




  


  In the following discussion, I assume that you are familiar with the numeric values assigned to the pieces – pawn: 1 point; Knight: 3 points; Bishop: 3 points; Rook: 5 points; and Queen: 9 points – and that you can figure out whether you are ahead or behind at any time in the game by adding up the values of your pieces and comparing your total point count with that of your opponent. I also assume that you are familiar with the concept of development – the process of moving your pieces from their starting posts to new and more effective positions. If you need to refresh your memory about ways of winning material or ways of developing your pieces, you might want to read Chapters Two and Three of Play Winning Chess, where I expound on the principles of force (material) and time (development), two of the four principles of the Seirawan method of playing chess.


  





  Overwhelming Your Opponent




  It stands to reason that a group of ten well-trained warriors will defeat an equally skilled group of nine. This fact is so obvious that I have to wonder why more players don’t make better use of their material. Instead, less-experienced players often win a piece during the opening and then attack madly with only two or three men, leaving the rest of their army to meditate on its fate back at home. The usual result of such folly? In a high-level tournament, any player who charged ahead in this way would be eaten alive! How can you expect to succeed by crossing the center of the board into enemy territory and attacking a force of seven or eight pieces and countless pawns with only three pieces?




  If you follow this simple strategy, you will find that most material advantages will resolve themselves in your favor:




  After winning material, don’t immediately attack your opponent. Instead, quietly consolidate your position by developing all your forces and getting your King to safety. Only when everything is protected and your army is fuIly mobilized should you start marching up the board.




  At that point, you can afford to trade pieces because if you go into an endgame with extra wood, you will usually win. And if your opponent doesn’t want to trade, your superior forces will wipe him out in different ways. In summary:




  Be patient and get your stuff out!




  Let’s take a look at an example of this strategy in action. Diagram 1 shows the board after 13 moves in my 1982 game against World Champion Anatoly Karpov. I am White, and I am behind in development. However, I have a chance to win a piece. After a thorough examination of the possibilities for both sides, I decide that I can take the piece and eventually get the rest of my pieces into play. I am well aware that this is the game’s critical moment. If I can grab the piece and catch up in development, I will win this game. Study the following moves to see what I did.


  





  Seirawan–Karpov




  London, 1982
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  DIAGRAM 1. White to play




  Seirawan–Karpov




  London 1982


  





  14.Re3!




  This move takes the pressure off the e-file and attacks the Black Queen. Note that I can counter a retreat like 14...Qd8 with 15.Rxe8+ because the White Queen on a4 is also eyeing the e8-square. Black has only one way to defend against this threat by blocking the e-file.




  14...Be6




  Now Black’s Knight on a6 is left undefended and ready to pluck.




  15.Qxa6




  So I now have a material advantage. The question is, “Can I get my other pieces out and shuffle my King to safety?”




  15...cxd4




  Black picks up a pawn, attacks my Rook, and opens up the c-file for his Rooks. The World Champion must play with energy, or else I’ll succeed in consolidating my position.




  16.Rb3!




  I didn’t fall for 16.Nxd4?? Qb4+, which loses my d4-Knight.




  16...Bf5 17.Bg2




  The tempting 17.Nxd4?? is still a loser because after 17...Qc5, there is no defense against the dual threats of ...Qc1 checkmate and ...Qxd4, which wins back the piece.




  17...Bc2 18.Nxd4 Bxb3 19.Nxb3




  By giving back a bit of material, I reduce Karpov’s attacking force and make my defense easier. The material advantage of my two pieces vs. Black’s Rook is still sufficient for victory if I can get my King out of the center. One of the strengths of a material advantage is that it gives you great defensive diversity; you can sacrifice some wood defensively and still come out ahead in the end. Remember this:




  A material advantage is a bit like ballast in a hot air balloon. If you start sinking, you can throw some of it over the side to stop your descent.




  19...Rac8 20.Bf3




  I defend my e2-pawn and create a hiding place for my King in the event of 20...Qb4+ 21.Kf1 followed by Kg2, which has White burrowing in on the kingside. Notice how I avoid the time-wasting 20.Bxd5? even though it grabs a pawn. I don’t intend to capture anything else until I get my King to a safe place! Once that is done, I’ll give my greed full rein.




  20...Rc2 21.0-0




  My King’s safety is finally taken care of! With his majesty tucked away, it’s time to launch my own threats.




  21...Rxb2 22.Rd1




  Stage one was winning material, and stage two was consolidation and King security. With this move, I begin stage three: attack and destroy Black’s weak spots, the first of which is his d5-pawn.




  22...Rd8 23.Nd4!




  I centralize my Knight and threaten 24.Nc6 with a juicy fork. Note that 23...Qd7 stops Nd4-c6 but fails to 24.Qa3, when Black’s b2-Rook is ensnared!




  23...Rd7 24.Nc6 Qe8 25.Nxa7




  My material advantage once again becomes pronounced. This meal was quite satisfying at the time, because there is nothing I like more than devouring my opponent’s pieces and pawns.




  25...Rc7 26.a4




  After eating one of my opponents pawns, my Knight found itself out of play on the side of the board. With this move, I am protecting the b5-square and preparing for the Knight’s return to the center. In so doing, I am once again sticking to the plan: Take material and then consolidate the position.




  26...Qa8




  Black pins my Knight, but I have prepared a trick of my own.




  27.Rxd5!




  Now, 27...Rxa7 28.Qd3 leaves Black without an answer to 29.Rd8+, which captures the Black Queen.




  27...Qxa7 28.Rd8+ Kh7 29.Qd3+ f5




  A sad necessity. If Black plays 29...g6, then 30.Qd4 carries the double threat of Qd4xb2, which wins the Rook, and Qd4-h8 checkmate. Black would be forced to give up his f-pawn by playing 30...Rb1+, which leads to 31.Kg2 f6 32.Qxf6 and a fate similar to the one that occurred in the actual game.




  30.Qxf5+ g6 31.Qe6 1-0




  Black gives up because he sees that 31...h5 32.Qg8+ Kh6 33.Qh8+ creates a double attack on his King and Rook on b2, with the inevitable loss of the Rook. Note that 31...Rg7 32.Qe8 renews my threats against his King.




  Beating a world Champion is always exhilarating. This win was possible only because I remembered that a material surplus is one of the most important advantages you can possess and because I followed these rules:




  1. After you gain material, immediately consolidate your position by developing all your pieces and ensuring your King’s safety.




  2. Once you have consolidated your position, seek out new goodies to devour.




  3. If you have a large material advantage, don’t hesitate to give up some of your gains if doing so will stop enemy threats while allowing you to remain equal or ahead in material.




  For our next example, imagine that you have the upper hand in the very one-sided position in Diagram 2. Though victory is much more likely in this game, you could still falter without a strategy to guide you. In this case, the strategy is:
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  DIAGRAM 2. White to play




  Try to find a target and then build a plan around it. The target will show you where to concentrate your energies, while the plan will tell you what to do.


  


  




  In Diagram 2, White has an enormous material advantage. Black could quietly resign this position but nobody ever won a game by giving up, so he decides to hang on for dear life. How should White finish off his opponent? Actually, anything White does short of handing material back to Black wins. But let’s put ourselves in White’s shoes and attempt to beat Black in an orderly fashion. We need a target and a plan of attack. The target will show us where to concentrate our energies, and the plan will tell us what to do.




  In this case, we will choose the Black pawn on e6 as our target. Why this pawn? Because it cannot move. It stands to reason that it is easier to attack something if we can train our sights on it. We don’t want a moving target, so the e6-pawn is an ideal candidate.




  One sensible first move would be 1.Bc4, which opens the b-file for White’s b2-Rook and brings the Bishop’s powers to bear against the e6-pawn. Black is completely helpless, so nothing he does will have much consequence. He plays 1...Rh8. Now White continues his e6-pawn assault with 2.Rf6, and Black once again moves his Rook with 2...Rd8. Notice how every White move is dictated by our chosen course of action. The goal is to win the e6-pawn, and the plan of action is to bring White’s pieces to positions where they can attack this target.




  From the position in Diagram 2, we have seen the moves 1.Bc4 Rh8 2.Rf6 Rd8. Now how should White continue? So far, he has attacked with two pieces (the Bishop and Rook), but the enemy defenses are easily holding against this small raiding party. The key to winning this position and most others is to involve the entire White army in the assault. Suppose you are the employer of four workers, two of whom never make any effort to do their jobs. Would you tolerate this situation? No! So why would you allow any of your pieces to act in the same manner? Make them earn their keep!




  Applying this philosophy to our present game, White forces the lazy b2-Rook to join in the attack on the e6-pawn with 3.Rb6. Now the e6-pawn is attacked three times and defended only twice, meaning that White will win it. Note that if Black could somehow defend his pawn a third time, White would make use of his Knight (a fourth attacker!) by playing it to c5 or f4.




  This example shows how important it is to use your whole army instead. As a game of warfare, chess is a group activity, and each member of the group – pawns and pieces alike – must make a contribution.


  





  Throwing Away a Material Advantage




  Sometimes a material advantage carries with it an aura of invisibility. Lulled by a sense of secure victory, a player with a material surplus will forget the other components of the strategy that turn a material advantage into a win. Here are a couple of examples of this kind of forgetfulness.




  Did you notice that White’s Queen is missing in Diagram 3? What’s going on? The game we are about to look at was played “at odds”. Today, such games are rare. They are designed to give a weak player a chance to beat someone much stronger. How do you play an odds game? You simply set up the pieces in the normal way and then take off whatever piece or pawn the stronger player (the odds-giver) offers you. In this case, the stronger player offered his Queen, and the game is said to be “at Queen odds”.




  I can already hear you asking, “How can White hope to win without his Queen?” Against an opponent of equal ability, White would really have no hope at all. However, in this case White is William Norwood Potter, an experienced player, and he knows that his opponent, a beginner, will make




  mistakes. The question is: Will these mistakes be big enough to allow the Queenless Potter a chance at victory? First, I’ll give you the game’s moves without notes. Play through the game on your own board, and see if you can spot the mistakes for yourself.




  1.e4 e5 2.Nf3 Nc6 3.Bc4 Nf6 4.Nc3 Na5 5.Nxe5 Nxe4 6.d3 Nc5 7.Bxf7+ Ke7 8.Bg5+ Kd6 9.Nb5+ Kxe5 10.f4+ Kf5 11.Nd4+ Kg4 12.h3+ Kg3 13.Ne2+ Kxg2 14.Bd5+ Ne4 15.Bxe4 checkmate




  [image: ]




  DIAGRAM 3.




  Potter–Amateur




  London, 1870




  Queen Odds


  





  It doesn’t take a master to see that Black dies a horrible death. Why? Did you figure out his fundamental errors? Aside from the fact that he is unable to see basic threats, the main reason for his demise is that he does not develop his pieces. Let’s look at the game again, this time with notes that explain the mistakes.




  1.e4




  White intends to develop his pieces as quickly as possible so that he can whack Black off the board before the lack of a Queen drags him into the abyss of defeat.




  1...e5 2.Nf3 Nc6 3.Bc4 Nf6 4.Nc3 Na5?




  So far Black has played well. He has gained some central space (with 1...e5) and developed his two Knights. But now he suddenly stops bringing pieces out and instead begins to play with only his cavalry. If he had mobilized his whole army with 4...Bc5 followed by 5...0-0 (which also moves the King to safety) and 6...d6, White would not have been able to stave off an eventual loss, and Black would have won.




  5.Nxe5 Nxe4?




  Black loses a pawn, but, with the advantage afforded by his Queen, this loss really doesn’t mean anything at all. If he had now traded off White’s attacking forces with 5...Nxc4, the game might still have been his.




  6.d3




  White has lost all respect for his opponent and dares Black to make a good move. The immediate 6.Bxf7+ would have been better, because now Black can still pull out White’s fangs with 6...Nxc4, which ends the attack by trading off the pieces that could have done Black harm. However, Black blunders badly.




  6...Nc5??




  Black has moved his two Knights over and over again while the rest of his army is still sitting at home. You won’t win games if you play like this! Capturing the c4-Bishop was still the correct move.




  7.Bxf7+




  Black failed to notice that this point was attacked twice. Now Black’s King is forced into the center, where it perishes under a brutal assault.




  7...Ke7 8.Bg5+




  White might have been tempted to continue his attack with 8.Nd5+ using only his three developed pieces. Instead, he wisely brings a new piece into the fray. He Knows Black has made a mistake in not mobilizing his pieces, and he has no intention of repeating his opponent’s errors.




  8...Kd6 9.Nb5+




  White’s plan is to force Black to capture the Knight on e5. He reasons that since he is already a Queen down, the loss of an additional piece won’t make much difference to the result. The important thing is to draw the enemy King so far forward that it drowns in deep waters.




  9...Kxe5 10.f4+ Kf5 11.Nd4+




  Of course, White could compensate for giving Queen odds by capturing Black’s Queen, but at the moment he is hunting a larger trophy.




  11...Kg4 12.h3+ Kg3 13.Ne2+ Kxg2 14.Bd5+ Ne4 15.Bxe4 Checkmate




  Black got what he deserved. If you don’t develop your pieces, you’ll find yourself in hot water again and again.




  As you have seen, a lead in development can make up for a material deficit. However, if the less-developed army is able to catch up and match the opponent’s development, then the material advantage will begin to assert itself. If you are ahead in material, don’t simply feed on your enemy’s men and forget about your own mobilization.




  I’ll demonstrate this concept further by using another odds game. As Diagram 4 shows, White has less confidence this time (or is more in touch with reality) and gives odds of his Queen-Knight. With the Knight removed from b1, play begins.
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  DIAGRAM 4.




  Ward–Browne




  Nottingham, 1874




  Queen–Knight Odds




  1.e4 e5 2.f4


  


  




  White immediately shows his willingness to give up more material to open lines for his pieces.




  2...exf4 3.Nf3 f5?




  A very poor move. Black weakens the pawn protection around his King and fails to develop a piece. Something like 2...d5 (which frees his c8-Bishop) or 2...d6 (which stops White from attacking the Knight with e4-e5) followed by 3...Nf6 would be better.




  4.Bc4!




  White rushes to get all his pieces out so that he can start an attack against the Black King. Further loss of material doesn’t worry him because he is already so far down in force that a quiet game would only lead to his doom.




  4...fxe4 5.0-0!




  White begs Black to capture the Knight and at the same time develops even more of his forces.




  5...exf3?




  Look at the Black position. Has he developed any of his pieces? Before playing 5...exf3, he enjoyed a material advantage of a Knight and two pawns. He didn’t need to take anything else! Instead of capturing his opponent’s pieces, be should be getting his own pieces out and keeping the files and diagonals closed so that his King will be able to get to safety. A much saner move would be 5...d5 (which closes down the a2-g8 diagonal and frees his own light-squared Bishop) or 5...Nf6 followed by 6...d5. In either case, Black’s huge material advantage would eventually triumph.




  6.Qxf3 Bc5+?




  A better move for Black is 6...Nf6, which develops a piece. As things stand, White is able to give up one more pawn in order to get every piece he owns into the fight.




  7.d4!




  Very nice. White throws this pawn away but frees his c1-Bishop with tempo. Development is now more important than simple material considerations.




  7...Bxd4+ 8.Kh1 d6




  Black finally gets around to moving his pieces. But because he previously ignored his development, this effort comes too late.




  9.Bxf4 Nf6 10.Rae1+




  Black thinks that he is two pieces and a pawn ahead. However, look at Diagram 5.
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  DIAGRAM 5. Black to play


  





  Notice the guys sitting on a8, b8, c8, d8, and h8. What are they doing? Nothing at all! Now look at the White army. Everybody is hard at work! As a result, White has a much larger force at his disposal than Black. (In a strange way, this position actually puts White ahead in material!) Of course, if Black can get his pieces out, he will win, so White is forced to play for a quick knockout before the reinforcements arrive.
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