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reface

The Step-by-Step method ‘has been officislly acknowledged by the Dhtch
Chess Federation. It has been successfully adopted by the majm zt,y of thess
clubs and schools in the Nethedands and E’»cigujm :

The course consists of S:ximanua}s, axmt?;d Sp{‘:mé;caiiy at chess teachers and
trainers, and six workbooks forstudents. The course introduces the game of
chess in a no-nonsehse, common-sense way to players from ages 6 up. It
introduces many psychological aspects of the game and avoids the pitfalls
that characterise many less-extensive courses. It allows anyone of average
and above average ability {6 absorb ~ at one’s own pace — the chess rules
and skills that are necessary {o become a strong club-player. 1t also tries 1o
remove most impediments that cause players to play below their strength.

Step 3 is not that difficult, provided the stadent have mastered. Step. 2 first,
The tactics covered in Siep-3.are relaiwely casy, and the. lessons about
defending against tactics shiuld 1ol cause any problems. The only topic
that is somewhat tricky is trapping. Trapping can be compared to mating,
The difference is that instead of the king, another piece is the victim. Step 3
also devotes attention to the basic skills required for pawn endgames. For
some studenis this will be child’s play, but for those who still have
problems with spatial control, learning these skills will prove to be quite a
struggle.

In this step we also begin teaching sonte supporting skilis, One of these is
‘thinking ahead’. Students are taught to caloulate possible variations and
visualize new situations which arise on the chess board. The command of
this skill will be seen to differ enormously per student.

Mot all books of the Step-by-Step course have already been transiated mnto
English. Updated information can be found on our website:
www.stappenmethoede.nd

For more information, please contact mlo@stappenmethode.n!

Enjoy your chess lessons!

Retterdam, July 2004
Cor van Wijgerden
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The third step

In Step 3 some new aspects of the chess training will be introduced. It is
sensible to follow thelessons in Step 3 only when the two previous Steps
have been successfully completed. This means oot only that the students
have passed the relevant exams, but-alse that they have managed to apply
the relevant knowledge to their own games, I the students-lack the skiils
reguired for Step 3, pms}emmgﬂ them with new: information is likely to be
counterproductive,

As regards-the {rainer, we assume ihm h’ﬁ or sbc ts familiar with thc, diciac&;a
anproach as outlined in the firsttwo manuals,

Thinking ahead

In this Step we begin teaching some important supporting skills. One of
these is ‘thinking ahead”: the student calculates some possible variations
and visnalizes the positions that arise-onthe chess board. It s important
that we take a sensible approach 1o teaching this skill.
Our aim is that the students will gradually leam the skill of wsuahzmg aﬂd
evaluating positions. This skill -is of course relevant when doing. the set
gxercises, but therg are alsor-other, more. specific opportunities for practice.
When discussing positions, whether they are from a lesson or from the
students” own games, it 1s usefil to ask the guestion: “What would y@u.gﬂay
i :
I this training method it is s::sﬁeniiai that students be &ppm&ahacﬁ on {hm
own level. Only an individual approach is Likely to be successful.
It is also wnportant that we bear 2 number of factors i mind;
¢ Fach finther move increases the degree of difficulty enor momiy
» Exercises must be done using board and pieces; this malkes it p@ssihiﬁ w0
m{)nim the demm per fom’idace
gheir psrf@rmasme Stronger piaysrs wai dcqu;re thx,s aksii More qumkly
s Situations that involve * g}ieces AI€ O ﬁ&sﬂy re:memb@rsd than those
vetving “sauares’ :
e Visualizing and evaluating. pmitiom { What 3 gﬁzﬂ@, on hc‘f{:‘? ) are twa
different skills, which may nevertheless affect.each other.



This. ‘é:re'au"i;m3 method must also be applied i the form of %pcc:ﬁc eXErcises.

Tt is up (o the trainer to make sure that there is suff’ ciént oppor tnity for

this. Younger children can also learn to think shead. It should be noted,

though, that it will take younger children much longer to acquire this skill.

In a riormal game, thinkingdhead-encompasses'a nupsber of skills:

«-being-able to calculatd {saot gust thc pm;tion But-also the function of the
pleces) :

« being able to overser Ehe wder of the moves

« being able'terevalilate iew positions

« being able'to-differentiate between good and bad moves

= being able 1o fread’-and control planned positions

It takes arwlitle before students have learned to master these skills. A player

must first-and foremost leamn to think ahead without losing the thread of the

positisn: To practise this skill we use mating in two with rook plus king as

an exatmple. The reduced muaterial-brings- with it a number of beneficial

limitations: First, students need o take account of the function of three

pieces only. In addition, the goal is specific and within reach, it being imky

two moves deep. What is of the utmost importance is to practise the basic

{t«asomng, s that is involved in this exercise: “if this, then this”,

Whm: tannol give mate in one move. 1T the
black king would be on a8, 1. Re8# would be
possible. How to get the king to a87 By making
sure that 4t is Black’s move. This cannot be
achieved-by 1. Kcb, since there is no mate afler
ceo KB 2, ReB+. A rook move is therefore in
order. Such a move is successful only if the
rook keeps an eye on ¢8. We consider, but do
not execute on the board, the moves 1. Reé
Kaf 2. Re® mate (the rook moves backwards,
then the king is forced to move to the comer,
and then the rook can give mate on ¢8). What
is tmportant here is the reasoning; executing
the actual moves serves to check whether the
reasoning is correct. -
In the diagram {4} we see-a position in which
the kings are not yet positioned opposite each
other. The stndents must recognize this as be-
g an wnportant factor. In order to give mate,
the kings must be opposile ecach other. The
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move 1. K2 does not take Black’s move inlo
accourt; this is a common phenomenon in this
kind of exercize. Only when the student reali-
zes that Black, if to move, must play L. ... Kh3
does he discover that a random rook move on
the boltom rank achieves this goal.

Reasoning: A rook move somewhere on the
bottom rank, black king forced to move to h3,
white rook to hl, mating.

The two previous positions involved only one
determining factor, i.e. that of the position of
the black king. Now we will consider some po-
sitions that involve a greater vartety.of factors.
In this diggram mate seems to-be far.off. The
black king can still escape from the bottom
rank. White can prevent this with L Kb or 1.
Keé: in.either case the black king must move
to bE, Thus, 1. Kbt KbE 2. RdB mate. :
Reasoning: The black king must stay on the
bottom rank, hence Kb6;, now Black must
move his king to b8, which allows RdS,
mating,

In this diagram the black king can still go o
g4, hd and ho. I{ it is up to White, b6 would
be the best square. Thus, the other flight
sauares must be taken away from the king;
tor this reason we play the rook move that
renders g4 and hd inaccessible to the king:
1. Hed.

Reasoning: The r()(}k mntm s the. sguares
g4 and hd; this means that the black king
must go to ho, after which Rhd mates.

Discussing this type of exercise on the demonstration board is important for

a pumber of reasons:

e The students will learn o recognize the important faciors,

s Vcri’)aiizm;@ the reasoning behind the moves will help the students to
acquire the relevant skall.

» The students will learn to understand the rcamnmg involved.



The exercise sheet Mate / Mate in two {rook) fromihe Step 2 workbook has
already been used to find mates in two. Here ivis.againuseful:
» 1o learn the students to verbalize the reasoning:. .+
¢ to help build up the students” reasoning;-
» to help stimulate the studenis io thinkoshead.
learly, the role of the trainer is important in these exercises.

Knaw!eﬁge and @k:ﬁ%g

Many ym:ngy pe()p}e Are Vt,ry c;mbm{}us Whm“x piaymgﬁ Lha% Ag e result
they are bad at judging their own knowledge and level ofiplay. They want
to- make -quick “progress and, guided by their experience at school -
‘working hard pays off” - they do this by making many exercises.

The aim:to work hard sidesteps the fact that one’s level of play is Tormed
by integrating both knowledge and skills. As regards training, this means
that draddition to sufficient insiruction: and ekerdises, there must also be
sufficient room for the application 6F kiowledge and skills. The students
miust be g given sufficient oppoﬁumiy 10 piay chess, in ihe formrof games or
finishing game positions.

1tis inadvisable tb measure pmgr@s"«; in terms of the number of completed
exercises. ('l have already finished Step 317). 1t 15 the task of the trainer to
esiablish a connection with the students’ level of play in actual games. Tt is
possible to relate the level of play to the guality of the exercises; as well as
to the relative ease with which repetitions and tests are done. -

Provisions have been made for students who go through the basic exercises,
repetitions and testy quickly. There is extra material available which helps
these students to further develop their skills. In addition, an extra Step 3
workbook and a ‘plus’ workbook have recently appeared. Thus, there are
more oppbriunities for practice at one and the same level.

Students: who work quickly run the risk of not remembering the subject
miatter. While a student may be able-to grasp the subject matter during the
acquisiﬁén phase, this does not take away the fact that time is needed to
fully understand: and integrate it.. Only then will students be able to apply
the subject matter-to théfr own garies. We must therefore be careful when it
comes to the speed with which we introduce new topics. It is tmportant to
bear in mind that this speed varies from child to child, and that it is
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overestimated much more olien than underestimated. There is an inverse
relation between speed and quality. This suggests that we should not wish
to work too quickly.

In general, the student wili lﬂdic&iﬁ tha, dppmprmse specd. while the trainer
will monitor the skills and provide sufficient repetitions and tests. This will
guarantee a proper balance in the student’s chess development, The trainer
must keep an eve on two “limits”:

s The subject matter 15 not challenging encugh, se that the student will
lose inferest.
« The subject matter is too dtfhm%t so-that the student is dascoumg{zé and
ultimately demotivated,

Students.may also become demetivated il the rate with which new material

ig introduced goes.down, - If thelevel of a new student is underestimated,

then the rate with which the initial lessons are presented is Hkely 1o be high.

This student will protest if the rate subsequently goes down and he does not

make any progress any longer. In this case the saiuﬂﬁn i8 stmaghtﬁmvard

= Pufin place an adjusted starting lovel, : : :

» Make sure that the rate 15 as constant as possible.

« Provide a proper balance between the level of knowledge and the level
of skills.

Homework

A guestion that keeps being asked 1s whether it1s advisable to give students

homeworl for the next training session. Given owr remarks in the previeus

section (1.e. ‘Knowledge and skills™}, it will not come as a surprisc that we

consider-homeworkusefil only when it s given with moderation and-care.

For some students the idea of homework will be unappealing. But oven for

students who like doing homework, problems often arise.

Some potential problem areas:

». Students are-not-planning their homework.

= Studenis have problems finding the right approach.,

= Students are not doing their homework,

= Students are satisBed once they have “done” their homework.

= Homework for the chess training must compete with other homework
and with Hree time’.



It is up to the trainer-to make sure thal homework, when given, is properly
inteprited in the course. Homework is not-properly integrated if:
» 3t requires students to work independently, whereas they are not used to
- wotking independently during training-sessiots.
= ‘there is no relation interms of content hutwcen the homework and the
Hdesson on which it is based.

Appropriate and useful homework:

+ rnakes sense to the student;

o involves a ‘continued’ exercise (is based on matertal discussed in class);
» refers 1o topics that were covered previously,

= helps students to acquire not enly knowledge but also skills;

e involves material that the studenis have been informed of beforehand;

« -Ipvelves.exercises on paper (and ne dictated positions, for instance);

» is adapted to the sitvation (age, level, Jength of time before next session).

Training games

The aim of playing. iramm&ﬁ games anci game positions is to make sure that
the students maintain a proper balance between knowledge and skills. What
is more, playing games and game positions will give the trainer a good
indication of whether the topics are introduced at too fast a puce.

When finishing a game position, it is advisable to ask the students o note
down their moves. This will make it possible to discuss different variations
afterwards. Another possible format is to discuss a position first, and then
ask the-students to play it to a finish. Notated games also give the trainer an
opporiunity 0 monitor whether and to what extent the students apply the
covered topics in practice. -

The trainer is free to infroduce a competitive clement fo a fraining session.
Children generally find such an clement atiractive,

Another useful tool is to take a position from one of the students” games as
a starting position. It will then transpire that a *won™ position is-in many
cases not 50 casy to win after all. The big advantage of this format is that it
tedches students to relate a topic to their own games (and game results).
This-format will alse motivate students to finish positions that do not stem
from their own games, but do contain important thermes.

Iy group training sessions there are two ways in which game positions can
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be played to a finish: cither the students play against each other or they play
against the trainer. Both formats have pros and cons. In individual fraining
sessions a computer can semetimes be used. A computer is ideal when it
comes to winning won positions, Computers are very good losers.

Student vs. student
The students play against each other. Students always. hike to play a game;
however, the question is whether this format is useful for any purpose other
than a discussion afterwards. In chess it s not allowed to ntervene in a
game. This means that coaching during a game is prohibited. Since we are
dealing here with training games, these rules do not have to be applied very
strictly. For instance, the trainer conld agree with the students that offering
help during a training game is permitied.
The students’ training games also ofier other possibilities to bring together
mszmctmn and practice. o
o Playing with a instruction card :
The card contains different search strategies. This format is soitable for
fraining games only.
« Theme competition
The students play & game agains{ each other. Whenever.a particular topic
{e.g. a double aitack) occurs in one of the games, the student will inform
the trainer of this. All the trainer has to do 1s check whether the student is
correct, nating this down for later use. All combinatory themes, separate
or collective, are suitable for this playving format.
Plaving a (themelgame/tournament from a parteular starting pmﬁ:zcm Can
be useful, provided the position offers chances for both sides. In this way,
the attraction of playing goes hand in hand with the acquisition of skills.
it goes without saying that a game, once it is finished, must be discussed.
At this point it will prove useful it all students have played from the same
starting position. When discussitig the position on the demonstration bioard,
each of the students will {eel as though it is their game that is getting all the
attention.

Student vs. trainer (simultaneous format)

The playing sirength of the traiper plays an important role in this format. If
the chess skills of the trainer do not exceed those of the students much, then
this format requires dedicated preparation. Another possibility here would
be to invite a stronger player to act as guest trainer, or to have the students
play each other. The size of the group also plays an important role. For this
format the number of students should not exceed 12; this number requires
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considerable pldymgﬁ s{rcngh gxperienge and ‘prep&mimn on the part of the
trainer.

This playing iom’;&t gives the irainer an Qppoﬁuilﬁiy tO monitor pﬂigmai
problem areas up close.

in the initial stages of the course most of E%‘m pm;tmns %?EVGIW‘} unbalanced,
lost or bad positions, in-many cases with a huge material dmbalance. If so
desired, itis possible todntroduce a competitive element here. -
Step 3 offers a wide fange-of topics that are suitable for the simultancous
playing format:. : -

= opening {applying the galdw rules, {:Gmpiemg tkm gpenming)

= aaddiegame {(converting aunsteriab advantage, mink plan)

o endgame (key squares, positions with & huge material irpbalance)
Playing the weaker side Twhich in case of g g;,ﬂmi phiy will zﬂwayw lose) is not
very motivating for the students: :

When finishing a game in simultancous fﬁrma’a ii}a. tmmu con demonstrate
the right approach to the position by thinking aloud, using & question-and-
answer dialogue- When'playing his own moves the trainer can also make
his reasoning clear by thinking aloud. This appwanh is extremely vahuable
regardless of the Tevel of the group. “Your queen is rather short of squmm
Can [ perhaps trap-her majesty?” :

The tratner can-also-stecr-a game towards one of the mp]m covéred during
the-leésson. He canfor instance ellow a particular.combination, leave a piece
hanging or allow mate. There is no need to actually be mated. It is-ofien
sufticient to ask a question ke “What would you do il 1 play this?™.

Mote; finally,-that it is also possible 1o introduce a theme competition to the
simultaneous playing format.

Bgsauﬁsmg students’ games

This iop;c %‘sab aima{iy been dis{:ua%ed in %mp Tt is nevertheless useful 1o
go through it once more at this point.

At Step 3 level i i3 Important that the students reflect on thelr own play,
The students should aim at being able 1o formulate both the causes and the
conseguences of problems.

The chief point of focus in Step 3 1s. f;irH that of tactics. In lhi% Step we will
consider the dgsues of missed tactical opportunities and opportunities on the
nart of the opponent. We will also-introduce seme positional aspects, such
as.activity and vulrerability. In addition, we will devote mereasingly more
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attention to the idea that each move must be played with a particular goal 1

mind. These goals include:

= tmproving the positionof one’s pleces {e £. ‘imwim& a p;cnc}

» creating atiacking chances {placing or aiming pmcw at the opponent’s
side of the board}. :

« nproving one’s pawn structure {e.g. undoubling a doubled pawn).

« a proper. division of labour between pieces {(“This piece is more suitable
for protection, that piece.is more suitable for attack™).

e weakening the opponent’s pawn strocture {e.2. creating a doubled pawn).

= weakening: the pesition-of the eppoucut s pigees (e.g by ir&ppmg a
plece). S

« peulvalizing the @p;}{mem &itm:i(ing chaneces (e.g. by exchangitg his
strongest attacking pieoe).

We will use the lessons of Step 3 anid their practical application as our point
of departure. When discussing a game infront of a group of students we
must fizst and foremost foous onowhat is instructive. It is important never to
let criticism prevail, no matter how poor the quality of the play. A good
indication is the students” reaction {o the fact that their games are discussed
on-the demonstration board. Discussing or showing games of top players is
useful at-this level, but only when these games-are characterized by tactical
shots. The students-like the idea of their games receiving the same attention
as those of {(grandymasters. Note, however, that plaving these games should
not take up foe much: time, and that comments to these games should be
brief and to the point. Note alsc that it is not a good idea to read out parts of
books or articles; as this is usually extremely tedious for the audience.

Here, too, the possibilities are by and large determuned by the frainer’s own
skilis. All the same, the most important point 1s that the material discussed
suits the level of the group. Unfortunately, this is oflen not the case in
praciice. Trainers all foo frequently discuss material that s oo difficule
This helds in particular for trainers who are themselves strong playvers!

Help

The nature of the help given o students changes along with their improved
chess skills. At-Step 1 level the-trainer™s main task is to provide structure.
At Step 2 level the frainer uses visual tools and inroduces extra pleces to
positiens. The help offered at Step 3 level makes use of these techniques,
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but is increagingly aimed-at having the studenis formulate the problems and
mistakes themselves. The trainer’s task is to belp formulate the problem
ang to -keep-an eye on-the vauses and the
consequeneges of these problems.
An example. of the. exercise sheet Pin /
Attacking a pinned piece: B.
In this position L. ... TH3 is a popular, but
“incorrect, answer. Help can be provided as
follows:
I. Put the position on a board.
2. Ask the student to play the move,
3. Ask the student to give the reasoning
behind the move,
4. { At this point 2 move will be played,
after which Black will wina rookonifdy.
5. Ask whether: White Has adgfence.
6. -In-case of the correct answer, ask the student about the wnscquenm {i.c.
‘there is no win-for Black) -
7. -Adter the mistake-Hay %mm discoverad, ask what the correct solution is.
The trainer’s helpis often reguired at point 4 only, Points 3, 6 and 7 can be
of help-when - teaching students how to analyze a position independently,
This skill is also developed by other activities; however, in those situations
where the trainer’s assistance is required, asking the student to verbalize the
probiem and the solution also helps to develop this skill,

Apart from this form of help, there is also occasion to make use of familiar
forms of help, as outlined in earlier Steps. Some of these are listed below:
= Simplify the positions:
- remove irrelevant pleces
- place relevant picces closer to each other
s Agk the student to consult the reminder, or directing the students to &
specific part of the reminder.
= Refer the student to a similar exercise which has been solved correcily.
Asking a student why this exercise was solved whereas the present one
is not helps them to understand their mistakes. The student will begin to
focus more on the unifving themes and less on the variable situations in
cowhich -these- themes oceur. In order to apply the acquired skills in a
= flexible-moanner, in exercises as well as in games, students must have a
eonscious knowledge of how to.approach a given position.
= Graphic supportin the diagram or .on the board. Drawing arrows to




indicale attacks and circling (unprotected) pieces or (important) squares
provides students with a visual aid. Doing this helps to make the space
on the beard more tangibie and emphasizes the rele ihat picees play.

# Indicate the search sirategy to the student. This is particularly useful in
mixed exercises. “Which pleces are unprotected?”, "Can you spot &
batterv?” For more discussion, see the various lessons,

Each lesson has a “Help’ section {which can be found in the Workbook
section} that contains some additional pointers; this section sometimes
deals with one of the trickier exercises. The forms of help outlined above
are not repeated in each of the lessens.

Competition formats

A chess competition is an event that sets flexible demands. Depending on
the players’ age and level, we must choose a format with or without clock,
with or without notation, and with one or more games per session, For stu-
dents who have just started playing chess it is advisable to play without a
clock. This makes it possible fo use a playing format in which more than
one. game can be played on an evening. Clocks and notation can be intro-
duced at a later stage.

A drawback of a competition in which all students play each other is that
sometimes the difference in plaving strength is such that many of the games
will not be interesting, In that case, it is a good idea to form groups of more
or tess equal playing strength. It is also a good idea to organize several
different competitions throughout the training season.

Some possible competition formats:

s Cup format
A kneck-owt system, I vou lose, you will no longer take part in the
competition. If a game is drawn, another game is played 1o decide who
will go through to the next round. A vartation on this theme is to play
mni~matches (o 2 games).

« {hallenger format
The players each receive a ranking number according to their playing

strength. Bach player has the right to challenge another player, as long as
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this player is ranked at most three places higher.on-the-dist, 1f:the higher-
yanked player wins; nothing-happens:If-the gamedisodrawn, the lower-
ranked player moves up one place. If the-dowerranked player wins, he
will-take- the place ofthe highersranked playerwhoe will himself move
down one-place. The advantage of this systeni-is that the students can
keep on playing games, and that their playing is-directly rewarded.

In the following scheme player number 3 (A} plays player number 6 (B):

ABri0 - Ai?; Yets . AB:O-1

1 O i
2 2 2 2
3A A 3A 3B
4 4 4 44
5 5 . 5B 5
6B 6B LR 6

» Rating format - : :
A simplified ratmg %yhmm can fé}rm the bas;% of a new classification.
Players can-then play each other more than once. This makes it possible
for piayw; of r@ugh!y aqua simng&h to play cach other more often.

11@ e[u}z f}f thasa campemzon format‘: it s possible to dmw up 4 ;Je;:md;m
based table, indicating which players have progressed the most. But what s
most important. is- that the students are given the chance to keep plaving
games., After all, thisis why students show up in the fst place.

In order to -be able to value all the studenis, it is sensible fo use playing
systems that are based not only on results. Some possible plaving systems
are histed below:

o Aftendance
Valuing attendance will stimulate the students to show up. Keeping
score here requires the trainer. 1o note down the names of those present.
This will give the trainer an insight into the way the students experience
the-course.

» Concentration
Valuing concentralion is a means to devote aftention o the more quiet
students, rather than to the more boisterous ones, and is especially useful
i groups of voung children.



= Period-based progress
Devoting atfention 6 progress -gained: during specific pcrmds may in
some cases prove useful or necessary. This is because it is not always
possible to measure relative progress in absolute terms.,

= Sportsmanship
Semne students are rather keen on winning,

= Care of the boards and the pleces
This values those students who do not just set up the boards and pieces,
but also help clear them away at the end of the session, Paying atlention
to the boards and the p;mcﬂ; helps to raise the attention of the students in
this matter, -

s Prebiem-solving competition
Solving problems (of different degrees of difficulty} may give beginning
players who have not yet won many games a chance fo gain.some success.
The problems can be collected on a sheet of paper, and students can be
awarded a given number of ‘points’ afler-having solved acertain aimber
of positions. Fxtra points can be given for correctly notating the moves.

Certificate

Afier having gone through the lessons of Step 3, the children can take an
exam. When they pass this exam they will receive a certificate. The
certificate is not a goal in iisclf. The aim of the chess lessens is first and
foremost to butld and raise the students™ chess skills Chow to learn and
play better chess™), not to obtain certificates, However, certificates canbe a
good stimulus to continue with the course right to the end.

We must also realize that giving children the prospect of a certificate at the
beginming of the year will not stimulate them for very long. The point at
which they will receive the certilicate Hes too far shead in the future. Short-
tern goals serve as 2 betler stimuius,

When preparing for the exam it is sensible to let the siﬁdsnéﬁ do a test exam
first and, Wl necessary, a second time. However, i is not advisable to have
the students do too many test exams, as this will put a severe strain on their
enthusiasm and place teo much emphasizes on the exams and certificates.
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How to use this manual: some pointers

The manual contans many spht dagrams.. @ S @
These must be read and set up on the board g o
as separate diagrams. The left part of this
diagram must therciore be set up on an.
empty demonstration board (ie. without
the position on the right). When discussing
the right part, the position on the left has to
be removed. This should be borne in mind
when preparing for a session. _ _—
It is inadvisable to put more than one posi- | g H
tion on the board at the same time.

i

The following symbeols; which refer 1o diagrars, are of crucial importance:
1 refers to the diagranyonthe top of the page.

= refers to the diagranvin the middle of the page.

& refers to the diagram at the bottom of the page.

The moves in the answers are sometimes accompanied by an exclamation
mark or a question mark, e.g, 1. Bxf2! or L. ... -87

The exclamation mark represents a good move.

The question mark represents a bad move.

The name of the reminder - if present — and the exercise sheets of the
retevant lesson can be found in the exercises under the heading Workbook,
The diamond refers to the reminder, the square stands for the exercise
sheet, They can be found m the workbook,

QO Discovered and double check

U1 Mobiiity / Trapping: A &

The idea is that sheets marked ‘8. can be done by everyone afier the
lesson. The sheets marked ‘& £ are more difficult and are intended only
for the occasional student. They are strongly advised for everyone, but only
at a later phase in the training, Most children will not come to the shects
marked ‘£ .8 &°. These exercises are useful only at the end of the Step or
during a subsequent Step, 1n which case they are ideal test exercises.
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GOAL OF THE LESSON
« learning a healthy opening set-up

PRIOR KNOWLEDGE
e piece activily
= safety of the king

ACQUISITION

Concepts .
development, loss of tempo, gain of tempo

instruction

The three golden rules, as outlined in Step
2, provide the basis for correct opening
play, In this lesson we will learn more
about the opening,

After having apphied the golden rules, we
have reached the position in the diagram
{=}. As yet a number of White's pieces are
idle: Ral, Nbl and Bel. When siressing
that these pieces, too, must be brought into
play, i s useful to make an analogy with
soceer or the army. You don’t play soecer
with onty half of vour team. And no-one
goes o war with part of their army still in
the barracks, _

With: Ne3 and d3, followed by a bishop
move, White can bring all his pieces into
play.

White requirgs-a further three moves to
tinish his development. Biack also requires
three more moves: N6, Bgd and 0-0. Both
sides snust also still find a good sguare for
their queen:The right square for the queen
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d@p{:nd% in part on-the opponent’smoves, In

somie cases the guieen is best Kept orr “dr or

d8, at least for the time being,

A great deal of attention must be devoted

to acguiring the skill of using all the pieces.

I we take stock after 15 moves, it turs out

that even sironger plavers fail to develop

their pieces adequately in too many of their

2ATHES.

We call the theme of pigce develomment

‘completing the opening’.

An opening is considered completed if:

o there is af least one pawn in the centre.

= the pieces have beendeveloped to useful
(and, if possible, ceniral) squares,

« the king 1§ sdfe (castl 1{15;}

o the queen has 2 gomi ‘peszmn

o the rooks are conmected:

By counting the nugnber g)f movesirequired.

to completé the opening we can find out

whether we néed more or less time than the

opponent. I we are better developed, then

our ‘exira’ time can be used for attac-kéng.

PUFPOSES. :

We illustrate some fquzentiy made opening

errors wilh the help of a number of short

games. The examples provided are suilable

for a demeonstration board; bowever, 1t .18 a

good idea to use fragments of games that the

children have themselves played, as this will

stimulate them more.

& Fxchanging developed pisces
In the diagram (&) White plays I, Nxfig+, -
and after 1. ... Bxf6 2, Bxfd Quis he will
have exchanged all of the pieces that he had
brought into play. White's remaining pieces
are not yet active. Black’s minor pieces
bave all been developed. White requires a
further three moves to complete  his
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development (Nf3, Be2 and 0-0); Black
only requires orig more move (0-0). -

The following exchange i guite popular: L
ed ef 2, NEY Neo 3. Bed BeS 4. 6-9 NE6 5.
Ng& §-0 6. Naf7 Rxf7 7. Baf Kxf7
{diagram o). White has lost a lot of thine by
exchanging two active pleces in return for a
rook. Although matenial 18 balanced, Black
has a greater number of active pieces, and
already has the upper hand. This is a good
starting position for a simuliancous display;
the students play with the black pieces.

o Too many pawn moves S

n the disgram (=) White has played: wﬂh h;q
kingside: pawns, without developing first. To
complete thé opening he requires a further
four moves (N3, bishop and queen move,
and 0-0-0%; Black ‘only requires twe moves
(0-0 followed by.a shop move). Black is o
move, 50 he is ahead in development, This
means that he can (and should?) attack,

e Hringing ouf the gueen too early

Afier the moves 1. Ne3 o5 2, Ni3-Neg 3. d4
exdd 4, NMM Qﬂ’é" we aﬂ‘ﬁve at ihc, &iagmm
more \faluaE} e a pmcc, ihe more winembi
it 15, since any attack on such a piece Foirms
an immediate threat. In addition, the pawn
on ¢7 is now unprotected. White can bénefit
froms this by 5 Ndb® Qd8. The queen has 1o
retreat, as 5. ... Kd8 6. Ne7 Kxe7? 7. Nd5+
i bad, White continues his development

with 6. Bf4 and afler 6. ... d6 7. Nd5 Black _.;-5;

cannot escape the loss of mdiermi

Two further examples which, if naﬁ:d be, can

be discussed:

e 1.ed ot L. N3 d5 3. o5 BIS 4, Nhd Gd7
S NS Qx5 6.4 06 7. Bd3




e 1.edef 2. Ned NG 3. Bed Nued 4. Nyed
A3 5. Bb3 dxed 6; QhS Qe’? 7. Nel g6

& Seeing cku k, giving ::Jwr k

Children Like to give check. Somﬁ,timeﬁ this
is good, but'usually il is not. Afier 1. ed 5.
2. N3 d6 a bishop move to B5 is nobanun- .

common sight, Explain that playing with the

same piece twice is a Joss of time. In chess- -
jargon this is called.a “loss of tempo’. The
fol i{)%iﬁg game illustrates that in c,hem time
is a precious commodity:

1. ed NfG 2. ¢5 NdS 3. d4 eﬁ 4 vd ﬁbﬁ&«i«
{(see diagram ). After-5.-Bd2 - Black first
takes on 2 and then escapes with his knight.

on d5. A-much-beter teply is the hard-to- @ &

find 5. Well, after which: Biack will tose a -
piece. 5. ... Nb6 runs into 6. ¢85 NdS 7. a3
Bas '8.-'-54 zmd'u'ﬁ,,- LiNeT iz met with 6. a3
Bas 7. b4 BH6 8, ¢5.

o Inviting dftack on a developed piece
Pieces thai occupy central squares are often
vulnerable to attacl, especially from pawns.
An example: 1oed ¢85 2. NE3 e6.3. Ned Nes
4. ddd Ni6 (taking on d4 is better) 5. d5 exd3
6. exd5 (sce diagram =) The knught onco 1s
attacked, which gives White time 10 hem
the other Black pieces: 6. ... NbE 7, d6!
Now the bishop on 8 is blocked and the
threat is Qe+, Black has no defence: 7. ...
Qb6 8, Qe+ Kd8 9. Ng5 and White wins.

o Inadeguate piece cooperation

Good opening play is characterized by good
piece cooperation: pieces that support each
other when attacking, and pieces that protect
each other when defending.

It is important that piecés control part of the
board together, and preferably a part that
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consists of interconnected squares. Pieces
that are in each other’s way cannot function
to their fullest potential. In the worst case,
this may even result in the loss of material,
as is ilustrated by the following game.

1oed 6 2. d4 45 3, exdS exd5 4, NI2 Bds
5. ¢4 NeT {a very bad move; see diagram 1)
6. €8, winning a piece.

e Neglecting vulnerable points

In the initial position the fpawn s the
weakest pawn, because # is protected by the
king only, We may still witness an ocea-
sional scholar’'s mate at this levell The
weakness of 17 remains a feature of the
position for at least a number of moves.
Two examples:

Loed eS 2, NEZ &6 3, 4 Nd7 4. Bed Be7 5,
dxe’ dxed (see dingram <) 6, QdS and the
only way to proiect £7 is €. ... Nhé, which
runs into 7. Brhé, At the cost of a piece
Black can escape mate with 7. ... -8

In the other example Black manages to
castle, but here, too, {7 remains vulnerable:
1. ed e5 2. NE3 Net 3 Bed Bes 4. Ned
Mge7. Not the best square for the knight;
from o7 it controls only one central square,
White continues his development: 5, d3
dé? (diagram & -~ 5. ... 0-0 is much better)
6. Ngs -8 (6. ... d5) 7. hS attacking both
f7 and h7. Black must do something
agamnst the mate: 7. ... b6 8, Nxf7 Qe8 9,
Nxh6+ Kh7 10, K7+ K8 11 Qb3 mate.

Search strategy

If necessary, the exercises that accompany
this lesson can be done at a later bime,

The themes of the exercises were introduced
m Step 2. Provide the following search sira-

tegy:




1. Which picces-are unprotected?

 {Is there a double attick possible?)

2olsdt p{)mbk: to check thé enemy king?

(Is there a double atiack possible?)

3. Are there any pieces ona smgk file, row .
or diagonal? .
{is it possible to pin an enemy pmeﬂ‘)

4. Which picce is an tmportant defender?

A(Can' T eliminate the defender by cap-

- turing it, Chasing it of Iisrmg it away?}
Mearly all students will find these exercises
quite difficult. it is vnadvisable to introduce
any new material i the results of these
exercises are unsatistactory.

F.ﬁ;xéé*.tt-ﬁ:ﬁ: e e

?iay aﬂg a game _

Ask the students to play 2 game agam‘-;t each
other (or play a simultaneous game) and tell
them to pay exira attention to the golden
rules and to focus on. the imp@rtanc&- of
cormplefing the opening.

Check whether the students follow ihm ac}«
vice, and check whether their games contain
any examnples of {injcorrect opening play.

Workhook

Ed Test/ Mix (2 step): 4 &
?xpﬁanam}n This gjmcuu, sheot contains - exercises from Step 2. H s
advisable to first reiterate the list of possible topics. These
“include double attacks (queen, knight, rook, bishop, pawn
of-king), mns, mate, eliminating defenders (by captuning,
. chasing or luringaway) and discovered attacks,

Mistake: The right topic 1s not discovered,
Help: The help provided must be as general as possible (at least
initially). Ask the student to describe the position first.
"~ Which attacking possibilities are there? Which moves do
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LY Test / Mix (2

Explanation:
Mistake:
Help:
Mistake:

Help

Mistake:
Help:

ANSWERS

these suggest? Do not anmediately offer the correet

search strategy. Give the stadent the theme of the position

only it all else fails.

stepi: B a2e

mee prachice sheet A

Position 7 is not.solved.

Have the students find out that Black is in check. Unce
they have discovered this the solution is not hard tofind, -
Position 8 is not solved correctly. The suggested solution
is often 1. &, bui then Black canplay |. ... a6.

Pinning against a specific square is difficult. Ask where
the bishop on ¢ would like o go to. Students will quickly
respond with «05; the response ©6 will take them longer.
Which of thesé tWwosguares is within easy reach?

The arswer given forposition 1215 1. ... bd,

A logical mistake, The defender of Bel is chased away.
Unfortunately, White can bring hig bishop into safety first,
since the b-pawn is pinned. Have the students find this
out. Which other ways to ehiminate the defender are there?

O Tese / Mix (2 srep): A

Iy 1. Qas+ Oxf3)
2y 1. Bd3 71 1.Kde
3y Lo Rxb3 (1 L OQuf37 2 8y 1. Qadt K7 2. ObT#
B3 Rxb3+ 3 Kgd) 9y 1. QeS
43 1. Nel ) 1. Qd3+ Keb 2. Qd7#
3) 1. Be§ Ty 1 dor
6} 1. NeZ+ (1. Nf3+7 2, 123 1. Bxde+
U1 Test / Mix (27 step): B
17 L Roxdd Qxbd 2. Rxbd Oxb7 Bxb?
231, RE7 ' 8) 1. Bad Ras 2, Be6if
3y 1. We7+Kh7 2. Rxf§ 93 1. Qa3
4y 1. NeT+; 1 Qub67 Bxge 103 1. ... Rxa3 2. bxald Rxe3
5) L Qo Kgl 2, Qxad Ty 1L NeZ4 and 2. Qxh7#
&) 1. Qe7 : 12y 1. Rxe3and 2. ... Rxe; 1.
7y L. R4 2 Bxid Bxid+ 2, ... b4? 2 B! o
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le check

GOAL OF THE LESSON
» learning different forms of discovered attack

FPRIOR KNOWLEDGE
= disgovered attack

ACQUISITION

Concepts
discovered check, dﬁ‘ubie checi{ hangmg-
pieces :

Knstrugtwn - '

One: of the -topics, covercd in-Step 2 was
that-of the discovered attack. A special type
of discovered attack is that of discovered
check. The back piece of the battery in-
directly attacks the king. The front piece
must find s own attacking target; this
target may include material or an important
Cnenty square.

In the diagram (3), initially without the
pawn on b5, White plays 1. Ned+, attack-
ing the queen. Black is in check as a result
of the back piece on al. This ‘discovered
check’ is an effective weapon, since the
front piece is free io attack whatever i
fancies. i we now add a black pawn on b§,
White can also play his knight to ¢4, Since
Black must deal with the check, he has no
time to capture the knight.

In the diagram on the right the back piece
is under attack. However, this does not
need to worry Black, since the front pigce’s
attack, e 1. ... gd+, is much more
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important,

In the left part of the diagram (o) White
must bear i mind that the back piece, ie
the rook, is aitacked. The correct move is
therefore 1. Bb3+,

I the right part of the diagram Black must
be careful because the bishop on ed is
‘hanging’. Capturing the gqueen will cost
the rock; . ... Rg7+ 2. Qxed is also bad.
After 1. ... Bgft, a much beller move,
White will be mated on the next move.

it is usefu! to ask the students to construct
examples of discovered attacks themseives.
Agart from the basic type (the front plece is
used (o attack an enemy plece), students
may discover some other functions for the
front piece. If that is too nuch to ask, then
the two examples in the diagram (=) can
serve to illustrate this point,

I the teft part of the diagram White does
not play the obvious 1. Bxb6+ but 1, Bbd+
followed by 2. Bdé#. Here the discoversd
check helps to set up the mate.

In the right part of the diagram Black first
plays 1. ... ReZ+, protecting the bishop,
and then proceeds by taking the queen.

An even maore effective attacking motif s
that of double check. In the diagram (&) the
Black gueen sttacks the unprotected White
rook. All the same, White can ignore this
threat and play 1. Nbé+, afier which both
the knight and the rook give check. The
queen cannot take the rook, since the
knight is giving check at the same time.
Stmilarly, the knight cannot be taken by the
pawn, since the rook is also giving check.
The only defence against a double check is
a move with the king, for instance I. ..
Kb7, afier which White wins the gquecen
with Z. Nxed.
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In the right part E?siaak can gm a double
check by both 1. .0 Nf2Z+and 1) Ng3+,
After 1. ... Nf2 the White kmg_j moves o
gl, giviz&g BE:}C&( nothing: ... Ngd+v, on
the other hand, nets the White queen.

The use of a double check is not restricted
to winning material. Double checks often
play @ role in mating combinations. This is
because; as-was noted, the only reply to a
double check is a king move.

In the diagram (0} White plays . Nebt
with the intention to give mate with 2. RbS
after both & ... Ke8 and 1. ... Ka8.

In the right part of the diagram Blackplays
1, ... B3+ 2. Kgl Bh1 mate. Note thatit
does not maiter that the pigces giving check -
are atiacked: a double check can only be
met by a king move.

Exercises involving these types of double
check caiy be found on-the second pnmwa
sheet of thig-lesson only.

The following two examples are suitable
only for those grouns that have not had any
problems with the material covered so far,
In the diagram (=) the obvious move is the
discovered check 1. BeZ+ (1. BfS+ Qudli+),
but after 1. ... Ke6 2. Bxgd hxgd White
cannot boast an advantage. Much better is
the double check 1. BbS+, which allows a
forced mate: L. ... KeB 2. Babk This will
prove to be a quite difficull exercise.

The students will like the last two positions
of this lesson very much.

n the diagram (8} White can take on b8
and promiote to a queen. The problem with
this move is that the double check is in-
nocuous, since after-1. ... Kxb8 White will
be down a gucen against a rook.

The correct move is 1, ¢BN+, The black
king has no choice, and after 1. ... Ka8 2.
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Ra7 Black will be mated.

In the diagram {(0) there 1 no battery and
nor is there a winmng move that is imme-
dintely obvious. The knight can give mate
on gl, bul, unforiunately, Black is stale-
mated after the preparatory 1. N5, A
knight move to 1 does not result in stale-
mate, but instead runs into 1. ... gx{l4Q.
Another possibility is 1. Ngd, intending
mate on {2, but then Black will -also be
stalomated. However, mate on {2 13 what
White should aim for. The correct way s to

play 1. Ndi, which, afier 1. ... Bdd,allows..

2. NIZH. S

Search strategy

The diagram (=} must be introduced as a

tool for finding the night scelution to the

excreises. The search strategy is as foliows:

1. Find the battery.

{in case of discovered and double check
the battery is always positivned on the
same line as the enemy king.)

. Find a target for the front picce.

A Don’t be satisfied with the first target
that vou spot. Make sure that yvou always
check. o see whether there is a better
target.

4. Can your opponent stilt defend himself?

Fod

White can take a knight with double check:

(1. Nxeb+) or win a rook (1. Nd7+),
However, both moves run tnto 1. ... Kag,
threatening mate on g2, For this reason,
White plays 1, Nd3+, winning the queen,

The position in. the diagram {8} is also
suitable for teaching the students the diffe-
rent steps included: in the search strategy.
Although - they will eventually find the




correct golution, this will prove to be quile
# challenge. Consider Brst some incorrect
MOVES:
= 1 Red+? Q532 Bxf3+ Rab?

t. Rgd+7? Qed! 2. Bxed+ Rab?

b Re2+7 Qed! 2, Bxed+ Rbb7

VORAZT QdS! 2. Bxd5+ Rbh7Y

1 Re2+7 Rbb7!

The discovered check 1. Rg6+ is the only
winging move: L ... RbB7 (J. ... Rab7 2.
Ra6#) 2, Re8+ (Qch 3. Rxc84.

Make sure that yvou do not only show the
students the correet approach during  the
acquisition phase, but that yvou also check
whether they make use of it in practice.

PRACTICE

Reminder
{0 Discovered and double check

Workbook

U Double artack / Discovered and double check: 4 1<}
Explanation: The side that is to move can win material with a
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Mistake:

Help:

discovered or double check. The students must locate the
battery and find an appropriate target for the front pilece.
Some of the positions. contain 2 tempting, but meorrect,
distraction. This will serve to cmphasize the point that the
students should not be content with the first move that
they see,

Posttion 8 is not solved correctly. 1. BueS+ is a strong
temptation. |t locks as though this move will win the
gueen, making the reply 1. ... Q2 easy to miss.

Put the position on the board, play 1. Bg5+ and ask the
students find Black’s reply. (Note, incidentally, that the
answer is not entirely incorrect, as White will still gain
material after the strong 2. Bhd!), After asking whether



the bishop on {4 can attack another targel, the right move
will usually be found fairly quickly.

U1 Mare / Mate in two (double check): 4 &
Explanation: A double check makes ot possible o give male in two

Mistake:

Help:

ANSWERS

moves. In most of the positions more than one double
check is possible. Il is important 1o focus on the escape
squares that are available to the enemy king. Make sure
that the students note down all moves until mate.

Pesition 2 is not understood, or is solved incorrectly. The
problem is that the correct solution does not start with a
double check. Wrong answers include 1. BIS (planning a
winning double cheek) and 1. RxI6 {planning fo give mate
with 2. Bf5+y,

Put the position onthe board, play the incorrect move, and
ask what the students think of this move. If necessary, you
can ask questions like “What does this move threaten?”
The incorrect moves given above can both be met by 1. ...
bi,

() Double areack / Discovered ard double check: A

1) 1. Neg+ 7) L. Rdi#
2) 1. ... Bba 8) 1. Bxdé#
3) 1. Ned+ (1. Nxd6+7) 9) 1. ... Bha#
4) 1. BbS+ 10) 1. Rd8#
5) 1. Nxbé+ 11) 1. Ne#

6y 1. ... Bxrad+

12y 1. Rd7+ KeB 2. Rxc?

U Mate / Mate in two (double check): 4

Iy 1. Bgd+ Keb 2. Rd&# 8y b Nh3d+and 2. .. Qgl#
23 1, RxhS+ and 2. Rh§# @y 1. ... Nddtand 2. .. Ne2#
3 LS Bd3 2 Ke'RIAH POy b N2+ and 2. ., Nxh3
4) Drawing i1y 1. Bue3+ Kb6 2. BcTH; 1. ..
3} Drawing Kd7 2 ReT#

6) 1. Nf6+ KhR 2. Qh7# 12} L Re&+ Kd7 2. BbS#

Ty 1o Ned+ 2 Kgl Rflg
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GOAL OF THE LESSON
o . exploiting a'pin

PRIOR KNOWLEDGE
» FOCOPMZING a pin
e vahlw of the picces

ACGUISITION

Concepts
counterattack, cross-pin

Instruction o
Up to this point the pin has been used only
as a diect attacking weapon., A pin makes
it possible 1o win material. We refresh this
knowledge using the diagram (=), In the
left part of the diagram . Be8, pinning a
piece, nets the knight on b8,

In the right part of the diagram we see a pin
against a square, By playing 1. Rff White
wins the bishop on £,

In the lesson at hand we take as our starting
position a pin which, on its own, is not yet
sufficient to gain material.

In the left part of the diagram () the pin
requires an additional element to ensure
material gain, i, an additional attack on
the pinned piece. The black kuight s
pinngd, On its own this pin does not result
in the loss of material. However, White can
attack the knight once more with the pawn
on a3, This will net White a piece, since the
knight cannot move. Attacking the pinned
piece thercfore proves to be successful,
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In the right part of the diagram we see a pin
against an enemy piece, Here, too, White
can attack —and win - the pmm}d kmgi‘;t by
playing 1. g4.

In the exanmples discussed, pmmng agaznsﬂ
a square is the.most difficult pinving form.
The degree of difficulty. depends .on the
mating pattern that is involved. The left

part of the diagram (2) offers the familiar

sight of mate on the boftom rank. White
can win the pinned bishop with 1. b4,

In the vight part of the diagram the knight
on g3 is pinned. i the knight moves, White
is mated on account of the twofold attack
of queen and bishop on hZ. Thus, attacking
the knight with E. ... b4 wins matenial.
Make sure that the students alse invent
some examples of pins on their own, which
their neighbours can solve, Good examples
can be shown on the demonstration board.

Not all . attacks on pinned pieces are .

successful. The diagram (=) shows three
incorrect ways of attacking a pinned piece.
White has a rahge of oplions available to

attack the pinned knight, Of these,only .
two are cotrect. Finding these moves.will
prove to be a challenge for the-students. .
Correct are 1. 285 and 1. Qa3 Incorrect is -

1. Qc3. The value of the gueen is such that

the pinned piece s sull sufficiently

protected. A move like 1. Qb4 is:also in-
correct, since it runs indo the counteratiack
1. ..o Nd3 (1. Qcl Nb3; [ Qb6 Nd7 eic.).
In the diagrarn (1) 1. ... Rig7 is the right
move. If Black plays 1. ... Rf3 White can
unpin the knight with 2. Na,Z

Sunmmarizing, attacking 8 pmmd p;u:a:: s

insufficient if:
e the attacking piece is too vaiuabin,
& avounterattack is possible;
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e the front (i.e. pinned) piece can pi'otect ih@
back piece, '
in case of a pin against the kmg the front
picce cannot usually move. This means that
there is an additional opportunity to attack
the pinned plece. In the lefl part of the
diagram () Black can play 1. ... Re2;in
the right part of the disgram White' can

play 1. Qh6. In general, students will have - 22

problems with attacks in ‘which one of the
pieces is paralyzed on account of a pin:

In the positions on the exercise sheets all
forms of pinning can be found: pins against
the king, pins against material, and pins
against an important square.

The nicest form of a1 attack on a pinned
piece is illustrated in the diagram (=). The
discussion of this diagrain is optional. In
the workbook 3° this form of pinning 18
covered in more ~detail. “Black has- just
pinined the White queen with 1 ... R
The ‘black rook is itself also pinned: note
that 4 Took move to a square on the d-file
would cost the gueen. White can expioit
this pin by playing 2. BRd1! The front piece
is now pinned twice. White combines the
pin with an attack op a pinned piece.
Black’s problem is that he is unable-to take
on di because of the pin on the second rank
that is already present. The pieces that par-
ticipate in this form of pin form a cross;
henee the term ‘cross-pin’.

Search strategy

To conclude this lesson, we discuss an
example position. The topic ‘attacking a
pinned piece” will not give many problerns;
the search strategy is not difficult, the point
being that the pin s itsell already present in
the position.
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1. Which piece is pinned?

2. Can [ attack this plece once more (using
the ‘cheapest’ piece)?

3. After | have played my move, does the
opponent still have defence?

in the diagram () White must attack the
pinned bishop on b7, There are two ways
in- which the rook on b6 can achieve this.
After 1. Rh7 Black can defend with 1. ...

Ke6, This shows that White must not allow
the king access to ¢6. The correct move s
therefore 1. Rhb6, winning a piece.

PRACTICE

Heminder

& Attacking g pinned piece

Warkbook

U1 Pin / Attacking a pinned piece: 4 &
Explanation: Each position contains a pin. The pinned piece must be

Mistake:

Help:

Mistake:

Help:

attacked in such a way that it will be won. The students
must first find the pin. Only then can they start thinking
about how the pinned piece can best be attacked.

The attack on the piened piece is weorrect; n.e. there 1s sull
a possible defence.

Ask the student if he can find this defence by considering
the position from the opponent’s perspective. The student
can then start thinking abowt an aslternative way fo attack
the pinned piece.

A pin against a square 1s not spoited.

I there.is an easy mating pattern, the following guestion
will be of help: "Which of your opponent’s pieces would
vou like to see removed?” The students will in most cases
choose the pinned pilece. From this it is a 5mai step to
attacking the pinned picce, :

If there is a more difficult mating patiern, it is uscfui o set
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up the same mating pattern on an empty board, using the
same pieces if possible.

[1-Pin 7 Attacking a pimed piece: &8
Explanation: See exercise 5h@a;i A
Mistake: - The pinned pzme OVEs the same way as the prece that

Help:

- attacks it. This i8 the case in some of the positions, inclu-

Mistake:

Help:

ANSWERS

ding those that involve cross-pins.

These exercises: iHustraie - that pinned pmms are bdd de-
faud:.,rs_ {and so can be seen as a prelude to this theme).
Some of the students will find 1t hard o reahize that pinned
pleces . cannot -move, and. therefore cannot capture an
attacking piece. If these problems persist; then, as a last
resort, the piece in.guestion can be replaced by another
piece (a knight usually does the mick).

The suggested answer for-position 8is 1. ... Rd&.

Ask the students to find White's reply 2. Rxd& on the
board. This move shows that Rd7 must be attacked in a3
different way.,

L1 Pin Atmc&mg a pinned piece: 4

13 1-Bgdo (Jxe6)

2y 1iRed 8 1. 15¢1.... ReR 2. Qcd)

3y Drawing 9y 1G5+ (1. Q4 RagT+)

4) 1. MNgs 10y 1. g6

51 1.e5 Lhy 1c4

6} Drawing 12} 1.... Bh3

L LoBaS (1. Bh37 2

.1 Pin / Attacking a pinned piece: B

Iy1..f4 7y L. Bf3

2y 1. Ne6 (1. ... Nf57 2, 8y 1....Ra7(1... . Rd8? 2.
Qxf5) Rud8}

3v 4. Radl (1. Redi Ke?) 9y 1. ... Ne7

4 1L R LRBI?T2. Kegh) 10y 1. R4

5y 1, ... Ned 11y 1. g3 Nh3 2. Bho#

6} 1. Bh6 (1. Bd4? Rxd4) 12y 1.Qh6 (1. Qg5 Ngb)
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ate through access

FOAL OF THE LESSON
« Improving the skill to finish a game

PRIOE KNOWLEDGE
s mate in one and.mate in bwo

ACQUISTTION

Concepts
access, pawn shield, opening (° 1@1&’:}

Instruction :
In the mate-in-two positions considered so
far the pieces giving mate had direct access
to the enemy king. To refresh the relevani
knowledge some of “matc-in-two poqmum
from Step 2 can be repeated.

This lesson deals with mating a king that,
having castied, is tucked away ‘safely’
behind a shield of pawns. In the diagram
(=} we see two castled Kings, On the lefi,
the weakened position of the king spells
doom for Black. A check with the goeen on
the b-file will quickly seal Black’s fate,

On the right Black must work a bit harder
to gain access 1o the evermy king. This can
be dd!!t\fﬁtd by the twofold attack 1.
QgS. However, this does not need to worry
White tod much, as he can cover Ei’m miate
with 2, g3, CoE

A clever plan is required to get at ihe king
by forcing an opening, or ‘hole’, in the pro-
tective shield of pawns.

In the left part of the diagram (&) White
plays F. Qxa7+. This“forces Black to take,




after which White mates by playing the |
In the right part of the diagram a similar
approach yields the desired result; 1, ...
OxhZ+ 2. Kxh? Rh8s.

In both cases the attacker forces an opening
in the pawn shield by means of a sacrifice.
The defender has po choice but to play
forced moves.

The diagram {0) contains a typical position
that results after queenside castling. Owing
to the bishop on {4 the Black king lacks
breathing space. White can crash through
with a rook sacrifice: 1. Rxeb+ bxet 2.
Babd mate. Point -out the mating pattern
with the two bishops. Mate through access
always involves the samé types of mating
patterns; Tt pays off to remember these.

In the diagram (=) we {ind an example of
the mating patiern with two rooks: Black
wraps things up with . ... Qxh3+ 2. gxh3
Rxh3 mate,

The position of the pawns in front of the
king can also be eccupied by pleces. In that
case, 00, a sacrifice may prove decisive,
although an ordinary exchange may also be
sufficient.

In the left part of the disgram (4) Black
trades queens and then defivers mate: 1. ..
Qxbli+ 2. Kxbil Rd1d, -

In the right pat of the disgram White
trades rooks and delivers mate: 1. Bxf8+
BxfB 2. ReB#.

Besides capturing, there is another way 10
gain access to the king. One of the defen-
ding pawns can be lured away by means of
a sacrifice.
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In the left part of the diagram (%) White
plays 1. MNbé+, forcing Black to capture
with 1. ... axbé. This opens up the a-file, s0
that Black is mated after 2. Ral#.

In the right part of the diagram the position
of the White king looks secure, despite the
presence of the invading rook. However,
looks can be decetving, With 1. ... Ngé+
Black manages to expose the White king,
Afier the forced 2. hagd Black gives mate
with Z. ... Q4. With practice, these mating
paiterns can be mastered with comparative
eqse,

The two examples in the diagram (=) are
maore difficult, since the first move does not
involve check, It is up to the defender to
choose how he is mated.

In the left part of the diagram there s no
escape for White after 1. ... Qa3. After 2.
bxal, 2. ... Rb! mates. If White does not
take on a3, Black plays 2. ... Qxb24.

In the right part of the diagram 1. Bxh7
looks attractive, since capturing the bishop
invites a. mate with the queen or rook on
the h-file. However, Black 18 not forced to
capture, and afler 1. ... g5 it is hard to see
how White can make any progress. The
correct move is the pretty B Qg6, after
which Black cannot avoid mate.

Wew topics sometimes make it possible o
repeat topics from earlier lessons. In the
case at hand, access goes hand in hand with
double-check.

In the left part of the diagram (&) Black
cannot gain access to the White king by
plaving 1. ... Bxb3+, since after 2. cxb3 b2
is protected. The comreet method s L ...
b2+ 2. KxbZ Ryb3 mate.

In the night part of the dizgram the white
queen 15 in danger.. White can respond by




taking h7 with the queen. Afier 1. ... Kxh7
it is mate after 2. hxg6# .

When il comes to mating the cnemy king, . -
knowledge of different mating patterns is
indisperiseble. It is a good idea to.construct
a-couple of mating patterns together -with.
the students. Be sure to take a combination
of pieces and a characteristic mating pat-
tern {e.g. RE wH HH BE &80

Search strategy
The search smzta,gmy for cermety mivmg
the cxercises is discussed using the d;a-—
gram (=}, :
1. The ng 15 the target.
2. Find'a mating patiern. The mmmder and
© thé migting pattérns as indicated on. the ©
-exercise sheet may prove usetul here! ~o 0
2 Bﬁ:dk open the position of the king:
3. Give mate!
White does not achieve (myth:;zg Wiih b
BfS Ryfs. Black’s h~pdwn must be made to
disappear. The correct 1. Ng$ threatens
mate on h7 and forces Black to capture: 1.
.. g5 2. QhS mate,

PRACTICE

Reminder
& Aecess and mating patterns

Workbook

U1 Mate/ Maée in two (access): A ol
Explanation: This excrcise sheet consists of mdtmg paterns with two
_ rooks and with queen + bishop, The: first and seventh
 didgram contain examples of the aforementioned piocce
combinations, The exercises conthin examples of gach
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Mistake:

Help:

Mistake:

Help:

possible combination {mirror image, colours reversed,
etc.) -Make sure that students recognize the appropriate
mating pattern first, ‘This will ¢nable therwn to find
effective moves. The main goal of these exercises is the
recognition of characteristic mating. patterns. Tell the
students 1¢ use the diagrams with. the mating patterns, 3f
Hecessary,

The suggested move does not lead to mate.

In general, little help is required. If so desired, the appro-
priate mating pattern can be peinted out.

Position 11 is not solved correctly. The correct solution
begins with a ‘quiet move’, i.e..a move that does not in-
volve.a capture or check..

The position only allows one type of mating. pattern. In
order to arrive-af ihis mating pattern, the pawn on g6 must
be chiminated. This pawn can be forcefully removed with
1. MNxgh, but this leads to nothing after 1. ... fxgb. Ask the
students if they see another way (luring away).

(7 Mate / Mate in fwo faocessh: B S
Explanation: This exercise sheet consists of mating patterns with rook +

Mistake:

Help:

knight and with rook + bishop. The first and seventh dia-
gram.contain examples of the aforementioned piece combi-
nations,. The exercises contain examples of each possible
combination {mirror image, colours reversed, ete.),
Position 5 18 not solved correctly. There are many ‘dis-
tracting” moves; the initial move is in fact & guict move,
Whai complicates matters is thai there are possible mating
patterns involving queen -+ bishop and queen + knight.

Ask the students to refute their own solutions, Many stu.
dents will try to achieve a mating pattern with the queen
on h7. The problem here is that:1.-Qh4 ho does not lead to
mates T Qg6 costs a queen, Tt is therefore likely that this
move will not be considered for too long. Ask the students
to spend some more Bme on this move.

U1 Mate / Mate.in two {access): C 28
Explanation: This exercise sheet consists of mating palterns w;fh two

bishops and with mixed mating patterns. The first diagram
contains characteristic examples- involving two bishops,
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The exercises contain examples of each possible combi-
nation {mirror-image, colours reversed, ete.).

Mistake: The suggested solution does not lead to mate.

Help: The mating patterns are somewhat more difficult, since
more pieces-are required to achieve mate. Pur a similar
mating pattern on a board.and discuss.

ANSWERS

[ Muate / Mate in two (access): A
1) 4 mating patterns 2 H
31 Quat+Kxa? 2. Ra2#
3y 1L Qxh2+ 2 BxhZ2 Rhah2#
4y 1. Qg7+ Kng7 2. R1RTH
&Y 1. Ne6+ fuet 2. REH
6) 1. Oxh6+ (1. Rxhé+ Kg8l) 1.
... Bxh6 2. Rxh6#
7) 4 mating patterns W 2,

Ll Mate / Mate in two faccess): B

1} 4 mating patterns 3 &

23 1. Qo7+ Ko7 2. Rhi#

33 1. ... Qxa2+ 2. Kxa2 RaB#

4y 1, Oxh7+.(1. Ngo+7? hxgoy 1.
... Kxh7 2. Rh2#

53 1. Qg6 (1. Qh4 hé: 1. Nxh7
NIS; 1 Bxh7 Re7) 1. L. hxgtd
2. Rhi#

6y 1. QcB+ (1. N7+ KbB) 1. ..

Ll Mate / Mate in fwo (access): C

1} 4 mating patterns £ 2

2y 1 Oxabr (1. Bg2 Ba7y 1. ..
bxat 2. Bg2#

3) 1. Oxf7+ (1. Bb3 REB) 1. ..
Kxf7 2. Bb3#

4) 1. Qxe6+ (1. Nb5 Qxh2+ 2.
Exh2 hxg5+y 1. ... fre6 2.
Be6#

5) L. OxedH (1L . Of5 2.
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8) 1. Rxc6t bxch 2, Qabh

9 1. ... Rxh2+ 2. Kxh2 Qhd#
10) 1. Bxb7+ Kxb7 2. Qcé#
11) 1. NhS gxh5 2. Oxh7#
12) 1. Ngs+ hxgs 2. QhS#
11} 1. .. Qxh2+ 2. Kxh2 Bfl#
12) 1. ... Qa3 2. bxa3 Rbl#

Bxel 2. NeT#
7} 4 mating patterns 5 @2
8) 1. Qxd&+ExdB 2. Rel#.
9y 1. Bxha+ (1 L Rels
2. N1 2. Kxh2 Rhg#
10y 1. OQxd5+ (1. Qg2 BxeSi 1. ...
ex{5 2. Rgh#
11y 1. . Qxh2+ 2. Kxh2 Bfl#
12y 1. ... Oal3 2, bxal Rbl#

Bb3) 2. bxed Bal¥
6y 1. ... Q3+ 2. gxf3 Bh3#
7} 4 mating patterns: mix
8y 1. .. N3+ 2 pxf3 Reg#
9y 1. .. Ngd+ 2 hxgd Rho#
10y 1. Qxh5 (3. Bxrgo fxg6) 1. ..
gxhs 2 Bh7#
EEy Lo Qxh3 2. gxh3 BE#
12y 1. Qui2+ 2, Kufl Bes#



The square of the pawn

{OAL OF THE LESSON
« teaching the basic skills of pawn endgames

PRIOR KNOWLEDGE
+ spatial organtzation of the board

ACQUISITION
Concepts

the square of the pawn, stopping 2 pawn,
assisting a pawn, obstacle :

Fnstruction

In this lesson the students will leam in
which positions a king can successfully
stop a pawn, and in which positions a pawn
riumphs over a king,

The diagram (=} displays the square of the
cS-pawn. We can construct this sguare by
counting the number of remaining pawn
moves first {3}, and then the same number
of squares sideways (either to the left or to
the right, depending on the position of the
enemy king). If for instance the black king
is positioned on 15, then the king will catch
up with the pawn, even if White is 1o move
first, An example variation is: 1. cb Keb 2.
c7 Kd7 3. ¢80Q+ KxeB We tllustrate this
vartation on the-demonstration heard.

In the diagram (9) the king is positioned
outside the square of the pawn. The pawn
can only be stopped if it is Black’s move,
it which case the king can step inside the
square of the pawn. If White is to move
first, Black will no longer be able to catch
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up with the pawn. .

A fuirther comment isin order regarding'the |2

square of the pawn. A pawn on b4 has a
5x5 square while a pawn on b3 has 6x6
square. Noic, however, that a pawn on b2
also has 6x6 square, since this pawn can

move straight to b4, ie. 1. bZ-bd4l Show

this to the students.

To determmne the square of the pawn we
use a disgonal line, In the diagram (0) we
draw an imaginary line from b3 to g8 to
help us determing the size of the square.
This gives us an quick and easy means o
check whether the king can stop the pawn.
‘The imaginary line always points forward -
and in the direction of the enemy king. |
goes without saying that the sguare of a
pawn on the sccond row starts on the
square that is immediately before the pawn.

Now that the rule of the square has given
us a means of determining whether a pawn
can be stopped, it is tme to discuss some
special circumstances.

In the diagram (&) the black king stands
within the sguare of the bd-pawn. This can
be iHustrated by playing the moves 1. b5
Ke5 2. b6 Keb 3. b7 Kd7 4. b80Q. White
manages to queen his pawn because the
biack king is forced to take a detour. This
shows that the rule of the square must be
applied with due care. Make sure that vou
take inte account any barmers (or obstacies)
along the way!

Put the dé-pawn on ¢7 and add a white
pawn on 5 Now White must first put in
place an obstacle with 1. d6 cxd6 2. bS.
The white king can also assist his pawn by
shielding off the black kng, as iHustrated
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i the diagram (). In the upper part of the
diagram the black king is inside the square
of the pawn, so that an immediate pawn
advance is doomed to fail: 1. a6 Ko7 2, 87
Kb7. The correct approach is to fivst shield
off the enemy king by 1. Kbé Kd7 2. 26
Kel 3. a7, Note here that the king and the
pawn together shield off the black king.

In the lewer part of the diagram: Black has

two pawns, which he threatens to lose after |

. Kb2 2 Kxhd K3 3. Kgd Kdd 4.
Kxfd. The Fpawn must therefore shield off
the king with 1. ... £3, If the king takes on
h4 now, he will end up outside the sguare
of the pawn. The white king is-also left

without a chance after 2. Kh2 KhI 3, Kgf.

h3! 4, Ki2 b2

In other cases the march of a pawn to the
other side of the board must be assisted by

the king. in such cases, it is vital to know,. .

when to advance the pawn and when o
play a king move.

In the dmg,mm (=} White pldy@ § &aﬁ'

{and not 1. b77 Ko7 2. Kab Kb8 3, Kbo
stalemate) £, ... Ked 2, b7 Ko7 3. Ka7. The
pawn reaches the other side of the board
thanks to the help of the king.

In the diagram {£) the black king must help
prepare the advance of the pawn with 1. ...
K2 2. Kg? Ke2, securning a safo passags.
Advancing pawns without due preparation
15 a matural vrge, which must in some cases
he suppressed.

We give some hints that help the students
tackie the exercise sheet. The following
questions will prevent hasty and incorrect
solutions to the test positions:
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1. Is the enemy king positioned within the
square of the pawn?
2. Can 1 force the enemy king to take a
detour?
3. Can my king shield-off the encmy king?
4. Canmy king assist my pawn?
Iy the diagram (0) the black king is posi-
tioned inside the square of the pawn, with-
out an obstacle in sight, White threatens fo
lose-his a-pawn {with 1. .. Koeddbd-alh) 1
a4 runs into 1. ... Ked, and the white king
being too far off, it cannot come to the
rescue. Shielding off the black kingis the
solution: k. Kd3 Ke3 2. KeS+{the king
must be shielded off once more; since 2. ad
Kb4 loses the pawn) 2. ... Kd3 (2. ... Kb2
3. a4) 3. ad and wins.

Summary

The rule of the square of the pawn gives us
a quick means to check whether the enemy
king can stop a pawn. The square can be
deterrmnped by drawing a diagonal from the
pawn 0 the other side of the board. This
square and the square on which the pawn i
positioned form the corners of the square of
the pawn.

I the enemy king is positioned inside the
square of the pawn, then the side with the
pawn can cmploy a number of strategies:

¢ put in place an obsiacle

& provide assistance with the king

e shicld off the enomy king

PRACTICE
Reminder

O The sguare of the pawn
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Workbook

U8 Pawn ending / The squave of the pown 4 £

Explanation:

In the first two positions the students can draw the square
of the pawn on the diagrams. In the remaining positions it
is sufficient to indicate the first move and the result of the
game (1-0, 0-1 or %-14). For other positions it is possible
to note down more moves. If s also possible to number
the moves in the squares of the disgram; in this case, all
moves by Black should be indicated with a circle around
the number.. The students must write down the result of
the game for all positions,

Mistake: The result of the game is incorrect.

Help: The topic “the square of the pawn’ is 2 spatial topic, and
will therefore present problems for some children. Put the
position i guestion on a board, and ask the studenis fo
play their suggested solution. As such, any spatial pro-
blems will be reduced to a minimum,

L] Test/ Repetition: 4 £.8
Explanation: The positions are familiar. Problems are to be expected

LY Test /A Mix: C
Explanation:

Mistake:
Help:

only if the subject matter has been mastered insufficiently.
If this is the case, it is advisable not to introduce any new
material, but to repeat old material hirst.

2.4
The themes of the positions have been covered in the first
lessons of Step 3: discovered and double check, attacking
a pinned piece, mate through access, and the square of the
pawn. The themes need not necessarily be discussed with
the students; this depends on the students’ experience with
doing mixed tests. Another possible approach is fo have
an in-class discussion of the first three positions.
The correct sohution is not found.
Pointers for hielp can be found in the relevant lessons. The
theme of each of the exercises has been indicated under
the heading “Answers”, One way {0 help the studenis s to
indicate the theme of a partieular exercise. It should be
borne i mind, however, that this goes against the purpose
of mixed exercises. : :
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Position 12 s not solved. A popular, bul meorrect, answer

Put the position on a board .and.play the move. Ask the
student to-explain why he bag-chosén thissolation. After
this, poiat out the approprige defende, e 1. ... Nxd3

This type ot defence agaimst-a pin will only be dealt with
- ata later point in this course. All the-more reason why the
-students should try to find this move themselves! Having

discussed-the drawback of 1. Qe5;.go on to ask whether
there is-another way fo attack the knight on b2, This will
almost certainly draw the students” attention to the some-

Mistake:
15 1. Qes,
Help:
what concealed bishop,
ANSWERS

U Pawn ending / The sgnare of the pawn: 4
7y Divawing
B} Drawing

1y 1 LK W
2y 1. KI3 2. ad Ked; -4

3y 1K 10 93 1. Kat; 10
4y Keb Ke7 2. Ke7; 10 10y Lebinet2 ¢35, 1-0
53 10Rd5: 10 Hy L Reborloen; 1.0
6y 1...0Ke2; 01 123 1. .. ed 2. dxed hS; 0-1
L1 Test / Repetition: 4
1) 1. Ned+ 71104 2. dued BE; 041
23 1. Kab 8Y 1. OxdB+ Knd8 2. Re8#
3} 1. BreS+ 9y 1. ... Bxa3+
4y 1, Nfo# 0y 1. ... RfZ
5% 1. Quelds 11y | ReB+ ICd7 2. Bb5#
6} 1. ... Bd3+ 12y LR
L1 Test / Mix: €
iy 1 Kebdt L Ral+
2) L. Rd4 31 L KbB7 Ke7 2. K7
3y 1., RhS+; 2. Rhay 9 1. Rxadt Kxab 2. Qal¥
4y 1. .. Rds FOY b NG Khe 2. Rha#
5y 1. .. Bbd+and 2. Rel# 11) L exf6 2. 06, 1. c677 f0
631, .. Rgdt+ 2. hugd QhZit; 2. 123 1. BeS {1, Qu57 Nxd3})

Khl Qxh3#
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3OAL OF THE LESSON
» Leaming attacking skills

PRIOR KNOWLEDGE
+ maling paiterns
= capturing/capturing -+ material

ACQUISITION

L oncepts
hole (flight square for the king}

Instruction
In this lesson we return to the topic of

‘gliminating the defence’, a technique that

involves the galn of material by capluring,
chasing and luring away enemy pieces.

We provide some examples from Step 2 1o
chieck whether‘the students have mastered
the relevant skills, @nd to establish a link
with the feszon at hand. .

In the present lesson, {Jap%unngg Lhahmg,
and luring away have a different aipn: maie.
We climinate the defender that is preven-
ting mite.

In the left part of the diagram (0} the rook
on d8 is the defender. It protects ¢8, which
would otherwise be available for the rook

on ¢, - which-case it would beomate. By .

exchanging rooks Whate gets -bold of the
defender, after which the mating square

will be unprotected. Not-bard to see, given .
that the mating  patiern — mate on .the..

bottom rank —is straightforward. -

In the right part of the diagram the kmghi




on el is defending against the mate on {1,

Black can ‘take the knight by 1oL, Qxed+

and after 2. Qxed RII# he has achieved his
goal. Here the preparatory move does not
involve an exchange but a sacrifice. In both
cases, the operative phrase is ‘capturing -+
mate’.

In the above examples the defending side 1s
forced to capture, This is not always the
case, however,

In the diagram (1) White cannot give mate
on ¥ on accounti of the bishop on 6. OF
cowrse, White eliminates the defender with
i. Mxch. But besides recapturing on cb,
Black can also make air for his King {e.g
by 1. ... hé} In that case Black will not be
mated, but he will lose material, We will
nevertheless call this scenario capturing +
mate, the point being that we capture the
defender with the aim of giving mate,

The diagram {=} offers much the same pic-
ture, Black plays 1. ... Rxb3 (2 sacrifice),
aiming to give mate on dl,

A quite different type of capluring -+ mate
involves ‘luring away’ of the defender. In
the left part of the diagram () the rook on
¢ is both defending the bottom rank and
protecting the rock on ¢5. 1. RxcS Rxc8
eliminates the defender of the bottom rank
by luring it away.

In the right part of the diagram the knight
on 3 is defending el. Black can lure away
this knight with L ... Rxh4. White is not
forced to recapture; if he does not, he will
lose material.

In the above positions the defender has to
perform two tasks at the same time, le.
protecting a piece and a mating square, We
terin the combination that cashes in on this
‘luring away + mate’.
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In the left part of the diagram (9} Black
would tike to deliver mate on the bottom
rank. He has a simple method to lure away
the defender. After 1. ... Rel+ the bishop
iz forced to capture the rook, and in doing
so relinquishes the protection of ¢l. Black
then gives mate with the queen oncl.

In the right part of the disgram the rook on
8 is also profeciing two mating squarcs.
Une of these squares 8 also protected by
Rel, which means that 1. N7+ can be met
by Rxf7. The correct method is o play L.
Rg8+ Rug8 2. N7 mate.

Besides luring away 1 1s possible (0 chase
away a piece. In this case the defender.is
attacked by a less valuable piece.

In the lefi part of the diagram (=) White
attacks the defending knight with 1. a8, If
the knight moves, Black will be mated,

In the right part of the diagram Black plays
L. ... Nd3, chasing away the rook. Noie
that it is relatively difficalt to chase away a
rook or a queen. Since these pieces move
forwards, backwards and sideways, they
can cover squarces from a long distance. In
this position the rook does not have enough
room on the bottom rank, however.

The piece that can be chased away most
easily is the king.

In the left part of the diagram () Black is
not yet able to give mate on cl. But after a
cheek on ¢2 the king can no longer conirol
cl: buees Qe+ 2 Kal Qelt and mate.

In the right part of the diagram a check
succeeds in chasing away the king: 1. NeT+
KhE 2, Oxi8 mate,

The verious forms of chasing away a piece
followed by mate will be referred o simply
as ‘chasing away + mate’. Chasing away
involves an attack while luring away may
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involve an exchange ora sacrifice.

The relative difficulty of eliminating-the-
defence combinations. deépends on the kind
of sacrifice, and on the famibianty and
complexity of the mating. pattern. The
examples discussed here each involve a
straightforward mating pattern.

Search strategy

The-diagram (=) serves a3 a too} to learn

the correct search strategy.

. Which pieces play an important defen-
sive role?

2. Fined a mating pattern. e

3. Elinunate the defendsr by sapturmg it :
chasing it away, or luring it away. -

White can- give mate with 1. Qg7 -(f thc:.

defending rook on g8 is eliminated) or with -

1. Nxf7{f the defending queen on a7 is

eliminated}> - With the beautiful 1. Rb8 -

White lures away one of the two:defenders,

The threat is now 2. Qg7 mate. There is no

escape for Black,

PRACTICE

Heminder
& Eliminating the defence

Workbook

[ Eliminating the defence / Capturing + mare: A ik
Fxplanation; The picce detending the mate can be captured, cither by
exchanging it or by means of'a sacrifice. Emphasize that
sometimes mate can be prevented not by recapture, but by
another move, In that case, there will be a material gain.

Mistake: Students can almost always correct any incorrect solutions
themseives.
Help: A step-by-step approach never fails to work. “Where can
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Mistake:

Help:

vou give mate? Which defender should be climinated to
achieve this? Which piece can you use fo eliminate the
detender?”

Position 12 is not solved correcily. Biaak mst first of all
sacrifice his queen. What complicates mnatters is that this
position does not onty involve chasing away + mate; the
queen on c? is also defending 5, and must therefore be
tured away,

Move the queen from ¢2 to d3 and ask the students to try
again.

(] Efiminating the defence / Luring away + mate; 4 =
Explanation: This exercise sheet contains mating patterns that mnvolve

Mistake:

Help:

Mistake:

Help:

the botiom . rank only. Emphasize that mate can in most
cases be prevented, and that recapture is not obligatory. In
other words, it is sufficient fo. achieve a material gain,

The student remarks that there 18 no mate.

See under “explanation’.

Positions that involve an Lmtmi capturing move present
problems. The reason is that students consider the topic to
be ‘luring away + mate’ rather than ‘capturing -+ mate’.
From this they conclude that capturing is not the right
answer,

Point out that the defender must be ghmmdtcﬁ if we
capture the defending picce, the topic is that of “capturing
+ mate’. I we capiure a piece other than the defender, this
piece is likely to be protected by the defending piece. In
that case, the topic is that of “luring away + mate’.

U1 Eliminating the defence/ Chasing away + mater B 8.8
Explanation: Sheet B contains a varzety of mating patterns.

Mistake:

Help:

The correct solution is not found.

Some of the positions are quife “hard. Try the step-by-step
approach.-“Where can you give mite? And which defen-
der should be eliminated to achieve this? And which piece
cat yeu 'uxe_-ic climinate the deferider?” Note that in some
cases it is possible 10 simplify the position by removing
irrelevant pieces.




ANSWERS

L1 Eliminating the defence / Capturing + mate: 4

1) 1. Quh8+ and 2. RAB# Ty L Qudd+ and 2. bo#

2y L. Qxhd and 2., NE2# 8) 1. Qxtot and 2. Rel¥

3 Lo NxeT+ Bxe7 2. BbS# Gy i, .. Rxcdand 2. .. Ba3#

4y b Radboand 2. BOG3# 10Y 1. Qg+ Nxg7 2. Nhé#

5} 1. Nxh7+ Nxh7 2. Ngod Py L Oxb8+and 2. Bxbs#

63 ... Rxdi+ 20 Nxd! Oflg 12} 1. .. Qxb3 and 2. BeS+
[ Eliminating the defence / Luring away + maie: A

1y L. Rel+ 2 Bxel Rel# &) 1. . Red3+ 2. fxed (Qpd#

21 1. RaB+ Lxal 2, Re8d Oy 1, Qe+ Rxib 2, Radr

3) 1. Rd&+ Gud8 2. Qued 10y 1, Rbi+ 2 Bxbl Qfi#

4y ... Rxdd 2. Nxd4? Qxh2# Iy Lo Qb2+ (1 . Rel 2

5y Lo Ndd 20 Nxdd+? Rel+ Qal+y 2. Rxb2 Rel#

6) 1., Qbs+ 2 Rxb6? RE1# 12) 1. Ned+ 2. fxed Qf1#
7y 1. OQhB+ Kxh8 2. Rxf8#

U1 Eliminating the defence / Chasing away + mate: B

1) 1. Qxfo+ Rxf6 2, Rd8+ 7y 1. QhB4 Kxh® 2. Rxild
2y 1. .. Red+ 2, fxed Qg3# §) 1. .. Ned+ 2. fxe3 Qf1#
3) 1 RdB+ QudB 2. Qued+ 9y 1. Qxgd hxgo? 2. Rhd#
4y L. ... Rxdd 2. Nxdd? Oh2# 0y 1. Re3 2. Oxe3 Qhlsg
8y 1., Ndd 2, RE2 Nxe2 i1y Drawing
6) 1. .. Qb6+ 2. Rxh6 Ri1# 12} Drawing
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7 Defending against a double attack

GOAL OF THE LESSON

« learning how to defend agamst specific kinds of attack

PRIOR KNOWLEBGE
= different forms of defence
« double attack

ACQUISITION

Concepts
counterattack

Instruction

In Step 1 we outlined a number of differem
forms of defence. Here we briefly reiterate
these, giving examples of each:

i, moving away

2. protecting

3. capturing (including exchanging)

4. interposing

Matters are somewhat complicated in the
diagram (=), where two different forms of
defence are necessary. In the left part of the
diagram we see a straightforward double
attack of the queen {i.e. king + matenal).
White can defend by interposing the knight
on b3, This move is, in a sense, an example
of moving away and interposing -at the
sarne fime, e
In the right part of the diagram Black can
defend by interposing the gueen on g7v.
Frem g7 the queen also protects the knight,
In ihe diagram (3} two of Black’s pieces
are under attack, Black can save himself by
playing . ... Ra¥. The rook moves away
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and protects the knight in the process.
Inthe ‘diagram (¢) the knight on €5 is in
danger and mate is looming on 1. What
saves the day is an exchange of queens:
afier 1. Ohd+ White has little o worry
about. Note that the alternative 1. g4 runs
into 1. ... Qf! mate. -

When if comes 1o defending against double
attacks, the important point is that two
forms of defence must be combined (the
only type of defence that cannot be com-
bined is capturng).

It is a good idea to ask students to invent
some examples of this form of defending
on their own boards. The positions dealt
with so. far are straightforward, and hardly
ever pose problems. Positions with more
pieces are trickier,

An example of such a position is displayed.
in the diagram {(=). As Black, a natural first
reaction would be to play 1. ... b6, But
since we are dealing with a defence against

a double attack, this move is hkely 1o fall 5.

short. Indeed, closer inspection reveals that
Black must also find a defence against
mate on e8, The correct move i therefore
1. ... QdE8 {protecting + protecting).

In addition to the four forms of defending -
mentioned above, this lesson infroduces a -~ ~

fifth form, that of the counterattack: The

counterattack is thé most difficult Torm of -

defence, since it requires a player to focus

not only on the defence, but also onthe

attack. There are 4 number of different -
forms of counterattack:
& check

& apin

& g threat
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In the left part of the diagram (g) Black
pins the White queen with 1. ... Rb6. This
parries the double attack and even nets
Black a queen against a rook.

L the right part of the diagram we see that
White attacks a bishop and a rook at the
sarne time. The bishop can move to h4 with
check. After the while king has moved, the
biack rook escapes. By checking the king,
Black manages to save both his pieves.

The diagram (=} contains two examples of
a counterattack that involves the creation of
a threat. In the lefl part of the dmgram
Black’s prospects seem bleak. The bishop

and the knight are both under.attack;and -

none of the defensive manoeuvres covered

so far are possible. However, Black does .
have a surprising resource. By playing 1. .. .

Mad! Black “imrntsiizes” the bishop, since
2o 0xhS runs into 2. ... Ned+ e a double
attack with the knight. Hence, the bishop is
protected indirectly, White is il-advised to
capture on bS5, _

In the vight part of the diagram White has a
similar resowrce. 1.-Ngé covers the rook
indirectly: 1, ... QxhS 2. Nfs+. Observe
that 1. Rg3 15 not correct, since this leaves
the knight unprotected.

Two cxamples of counteratiacks involving
mate are displaved in the diagram (&) In
the left part of the dagram White defends
against the double attack with 1. Rel. This
miove threatens mate on ¢f. Black must

deal with this threat first, thus giving White

time to rescue his bishop.

In the right part the king moves 1o g7,
White does not have lime to capture on e4
on account of the mate-on I, A king move
to the e-file is not a good idea; in that case,
White can take the rook oned with check.,




In some cases counterattacks involve other
types of combinations. In the left part of
the diagram (0} 1. ... Bxb3, an example of
‘capturing + material™; is a good defence,
After 20oxb3+ Black plays 2. .. Kxd3 If
White checks the king with his knight, the
king reacts by attacking the knight.

In the right part of the diagram White
counteratiacks with 1. KIS Rxh8 2. Kgé
The double attack will het White a rook.

Search strategy

The diagram (=) serves as a tool to-teach

students the appropriate search strategy for

the exercises. .

. Which of my pieces gre in danger?

. Can I capture (exchange) the attacker?

. Can I interpose, protect or move away?

. Is there a countérattack possible?

. Can I give check with an attacked piece,
can [ pin an attacking piece or can |
threaten mate?

Black is in check and the konight on hS is

under attack. Interposing the knight on 16

does not help on account of the pawn on

e5. Black can protect the knight and get out

of check by playing L ... 6.

Defending against a double attack does not
only play a role in defence, but also when
we consider the opponent’s defence against
our own double attacks. An example ofthis
is provided in the diagram (4).

The knight on g3 is unprotected, and Black
can capture it with check. The obvious 1. ..,
Qo5+ 1s countered by 2. QbZ, pinning the
Black queen. Black is better off playing 1.
e e, after which the knight is doomed.
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PRACTICE

Reminder
< Defending against a double attack

Workbook

Ll Defending / Defending against a double attack: 4 S
Explanation: For each position, ask the students to first circle the two

targets of attack. Finding the right form of defence — and
thereby the right move — will then be a piece of cake,

Mistake: The suggested move loses material.

Helpy Put the position on the board and ask what the opponent
would play. This question is cssentially a Step 1 exercise:
win material, The student will realize that another defence
is called for. Go through the Bist if necessary: protecting,
capluring, Moving away or inlerposing.

Mistake: The counterattack is not spotted.

Help: Which counterattacks are there? (Check, pin, threat)

Ask the students to check which of these is possibic.
L) Double attack (queen) / Temptation: A £8

Explanation: This exercise sheet fequires the students to be on the look-

out for a possible defence against a double attack. In each
of the exercises there are at least two ways in which a
double attack with the queen is possible. There is an
appropriate defence against only one of these attacks. Ask

~the students to note down @ correct and an incortect attack

(asking them to motivate the latter). It is sufficient to

- indicate the correct attacking move hy means of *+* and

- ‘the'mcorrect atticking move by means.of ‘X

Mistake;
Help:

ANSWERS

f’}"_-i}é::studmt chooses a fempting -~ but incorrect — solution.
“Play the move on the board and ask what the opponent

can play now,

U Defending / Defending against a double attack: A

l
2

}
)

i

P Bg?

. Rb

3) 1. .. Bf6
45 1....Qch
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5) L Ng3 9y 1L Bddl L Bxb2

6} 1. Nf3 (0 1. BeS+
7y 1...Bb7 P} 1 Bad+
8) 1.... Rb6 12) 1. ... Rfo+
(Y Double atrack (gueen) / Tempiation: 4
Iy L Qhd 1 Qe3+7 NeS Ty 1.Qe5; 1. QdS 7 e57 Ng3+
2y Lo QbBes 1., Qd2+2 2, 8) 1.Qd2; 1. (}cﬁ?Nbﬁ‘H
Ne2 o 9 1. Qdib 1L L QA5 2
3L ..Qe3 1. Qb6/dRT 2 Qup2 :
Ral FOY 1. Qh3+ 1L Qpdt 2
4y Qb3+ L Qd5+ Beb Ng,?,» L. Q(}S 2. Re3
S5y b Qb bl QeS+7 2. 1y 1. .. Q{iS-é--; ... Qd6+ 2. Bd3
Bﬁ v 1Y 1L Qb6 1L L Qedi? 2
6y 1. .. Qad+ 1. .. QeS+T 2 0 Np?2oor 2, Mgl
Rdi+
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GOAL OF THE LESSON
s Learning basic strategic skills

PRIOR KNOWLEDGE
o activity and vulnerability

ACQUISTTION

Concepts
duo, pawn struciure, Manoeuvie

Instruction

Playving 2 pood game of chess involves a
lot more than just making moves. A game
of chess must be plaved with a2 goal in
mind, and this requires that we must.devise
z plan {or a strategy). Before such a plan
can be executed, however, we must have a
clear preture of & mumber ol aspects:

i. the goal of the action

2. the means of the action

3. the titme required for it

4. a (counterjaction of the opponent

Evidently, executing a plan is a complex
issue, and for this reason we will introduce

this topit using ‘scaled-down’ versions of .

plans. In these scaled-downi plans the goal
of an action . will be directly visible, e.g. in
the form improving -one’s position,-and the
means are straightforward. We will discuss
a number of edamples of scaled-down. plans
in this lesson, It should be noted, however,
that students tend to prefer examples from
their own games 1o serve 45'an dlustration.
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The reguired time foran action will in most
cases be-limited fo & single move. As a
result, the opponent will not have time to
faunch any counteractions. We will refer to
these scaled-down plans as “mini plans’.
Mastering these mini plans is the first step
towards good positional play,

When we talk about sirafegy, the ierms
‘activity” and ‘vulnerability’ are important.
A good strategy is characterised by

e increasing your activity

« removing your vulnerabibity

= neutralizing your opponent’s activity

= increasing your opponent’s vulnerability

Let wus consider pawns first. Generally
speaking, doubled pawns are a weakness,
Getting rid of doubled pawns is therefore 2
good mint plan. In the diagram (=) Black
can play 1. ... Nb& White is forced: o
capture, and after 2. Nxb5 axbS Black’s
doubled pawn has disappeared; that is; the
weakness 15 no longer there.

In upper part of the diagram {3} Black is
best advised to avoid a doubled g-pawn by
playing 1. ... Nxg6. Although recapturing
with a ptece can resuli inca temporary dis-
advantage {the piece may £ud up in & bad

position, for instance), recapturing with a - -

pawn often leads 10 a lasting disadvantage
In those cases where a doubled pawn is
unavoldable, it is generally best-to capture
in the direction of the centre. In the bottom
part I, axb3 is therefore the right move,
After 1. cxb3 pawn d4 can no longer be
protected by a pawn. Another advantage of
1. axb3 is that White ends up controiling
more squares {d3 is still under White's
control).
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Two pawns standing next to cach other, t.e.
a “duo’, are an asset. Together, such pawns
control four squares. If we advance one of
the two pawns, weend up controlling only
three squares. This principle plays a role in
the diagram (7). The d4-pawn is attacked.
In such cases the easiest solution is often to
advance the pawn. The problem is that this
weakens the pawn structure. Specifically, it
weakens- the €5 square, which Black can
now ogeupy with his kmght. In addition,
the bishop on ¢2 is hemmed in by the d5-
pawn. This suggests that White should not
advance the d-pawn. Instead, the -correct
move is 2 king move: L. Ke3,
I the diagram (=) White can win a pawn
with 1. dxc5. In their own games students
will generally not hesitate when this kind
of opportunity presents itself: grab all you
can! Unfortunately, a capture on o5 shatters
White’s pawn structure. Aside from this,
Black can easily regain the pawn with 1. ...
Re8, The guestion of how White should
protect the pawn is an interesting one, The
hest move is 1. Ke3. The rook on al has
other work to do: it can become active on
the b-file. Pieces must cooperate and divide
the work.
It iz tmportant to have a plan in mind when
playing moves. Moves should be aimed at
improving your own position or at weaken-
ing the position of vour opponent.
The diagram (4} shows an example from
the initial phase of a game. White plays L
Bed, After 1 o Bxe3 2. fxed White can
boast the following advantages:
# an extra pawn inthe centre, allowing the
possibility of d3-d4
e greater activity for the rook
s confrol of the dd-sguare
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Although it is true that White has a doubled.
pawn, on baiaz‘:ce the _.-gmsitio-n favours
White.

Inn. the dmg,mm { ﬁ} It goes wn!wui saying -
that -White should captire on £3 with the
queen rather than with the pawn. However,
White . should first of all capture on ¢6;
After B, Bueh+ bxet 2. Qxf3 White can
follow ap with 3. Nad. The doubled pawn
on the ¢-file is a-major-weakness. With
White having a firm grip on 5, Black is
unable to get nd of the doubled pawn. In
addition, the pawn on a6 is weak now. that
it is no longer be protected by the b-pawn.
Note, finally, the improved position of the
White kn;gjht o .
Improvmg me pogx‘:mn of your p;sces is a

good Tnni pi,&n i any pogmem This pE’m.: i

Ay jnclode: -~

« increasing piece’ mobility {developing
pieces, movesaimed at the centre).

s attacking your opponent’s pieces

= lying up vour opponent’s pieces

In the left part of the diagram (=) White

plays 1. BdS. This move further activates

the bishop, attacks the pawn on b7 and tics

the black bishop to ¢8, k is clear that with

this move White has improved his position

considerably.

In the right part Black can increase the acti-

vity of his knight with the manceuvre Nek-

@7-1%. From {5 the knight attacks the pawn

on h4 and controls part of the centre.

In the diagram (U} Black must activate his

rook. Studeirts will suggest 1. .., Re8 or 1.
. Red, However,after 1. ... Re8 2. K¥l

the rook will have to remain passive, while

after-1..... Red 20 NIB Ndd White s sull

restricting the rook (and the king, at least

for the time being). The correct move is L.
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.. @4, & temporary pawn sacrifice, with the
aim of penetrating with the rock, Afler 2,

exedd Rel (or, betier still, 2. ... Rel+ 3.

Kh2 Re2} the b2-pawn drops, after which
Black’s queenside pawns are unstoppable..

Inn the diagram (0) White plays the natural
developing move k. Ne3 with the aim of
going to d5, from where the knight attacks
the pinned Black knight on 6. With this
manocuvre, White threatens to demolish

Black’s kingside position. This is another

example of a mind plan.

Finding the correct move in the diagr&m-

(=) presents more of a challenge.. The pro-
blem for the students is that all the pieces
are already occupying reasonably - good
sguares, Fxperienced players will be quick
to play b ... NbB5 here. Although the
knight is played to the edge of the board,
its potential is much increased. In addition,
Black introduces two threats: 2. ... Ng3
{(winning the exchange) and 2. ... Rx{3
(winning a piece). White can counter both

threats with 2. Kh2, but then Black can .

play 2. ... Nfd (threatening mate on g2).
Black’s position has improved, since the
knight on 4 controls more squares on the
opponent’s side of the board.

The objective of the “mini plan’ is to teach
children to think more effectively during
their games. Hare is a summary of the min
plans considered so far:
& IMPTOVING YOUE pawn structure
{forming a duo or undoubling a doubled
pawri}
» weakening vour opponent’s pawn struc-
ture {creating a doubled pawn)

» improving the position of your pieces

fe.g. activating vour pieces) -
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e ensuring a proper division of labour be-
tween your pieces (this piece is more
siitable for protection, this piece is more
suitable for attack)

® creating attacking chances (aiming vowr
pieces at the opponent’s side of the
board, or placing them there)

The examples discussed in this chapter

need not necessatily be covered in a single

lesson. What is more important is that the

various mini plans outlined are discussed in

relation to the students’ own games. Other

mint plans that can be taken into account

include;

s exchanging well-placed pieces of your
opponent. e

s neutralizing your opponent’s attacking

" chances (exchanging strongest attacking
piece)

= cstablishing a good piece cooperation
{controlling squares, attacking enemy
pigces, protecting your own pieces,
making sure vour pieces are not in each
other’s way)

= weakening the position of vour oppo-
nent’s pieces (e.g. by fencing them iy
see also lesson 13)

The workbook Step 37 contains more

examples.

PRACTICE

The ideal acquisition for this lesson is a
simultaneous display. During this display
the students must pay extra attention to the
subject matter of this lesson. Students must
experience the importance of having a gosl
in mind when playing a game.
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Workbook

L1 Mini plan / Weakening the opponent’'s pawn structure. A 2

Explanation: The problem with the exercises that deal with mini plans
is that, in the eves of the students at least, they have ‘mini-
effects’: the rewards gained from a mini plan are small
Fortunately, the drawing in the workboek suggests that
minor actions can produce major effects.

Mistake: The suggested solution is incorrect.

Help: Ask the student why he thinks his move is good. Make
sure vou also give your own cvaluation of the move. It is
likely that the student’s suggestion has not resulted in 2
change in the pawn stucture. Ask the student to uy
another move.

ANSWERS

U1 Mini plan / Weakening the opponent’s pawn structive: A

1} 1. ch bxet 2. Bxat 2. Mxes

23 1. ed fheb 2. Ngh 8) Drawing

33 1. BxiS gaf5 2, Nb4 @)y Drawing

4} 1. a6 bxat 2. Bxch 16y 1. 16

5) Drawing 1) 1. ... ¢6 2. Bxet Rxb2
&) Drawing 12} L. e {to stop 04}

Ty 1, Bxth gxft 2. Nhd; 1. .. Bxf6

Boris Gelfand and Michagt Adams
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GOAL OF THE LESSON
« learning to save difficult positions

PRIOR KNOWLEDGE
e clraw £5tep 1)
e recognizing danger

ACQUISFFION

Concepls
perpetual

Instruction

In Step 1 the students have learned two
ways to make a draw;

& insufficient material (2 kings)

& stalemate

This chapter considers these two ways to
make a draw in more detail. In addition,
three novel ways to make a draw will be
introduced.

We begin this lesson by looking at some
other posttions which lack the amount of
malerial required for mate.

The positions iy both parts of the diagram
(=) speak for themselves. It is impossible
to construct a mating paitern with just a
knight or a bishop, let alone give mate.

The diagram {8} shows picce combinations
with which it is possible to achieve mate;
however, when i c-@me:fs to-forcing mate,

these piece combinations are _%nsmi{?ficiﬁﬁnt... -
The position with two knights alone is the

hardest to grasp. Why is it ‘that a 6-point

advantage is insufficient? It is no problem’
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to think up a mating pattern with the king
in the corner. But in a real game this can be
achieved only if Black cooperates; and this
is, of course, rot likely to happen.

At Btep 3 level stalemate is a guite frequent
occurrence, because students find it hard to
keep their concentration. 1t is important o
stress that the students should stay focused
when their opponent has hardly any moves
icft.

Stalermate can also be used as a weapon, I
15 & good plan to play for stalemate ina lost
posttion. This requires you to dww]y lose
the last of vour mobile pieces!

In the diagram (=) Black is way: down on
material But after L. ... Be7 Whiteis fire
or less forced fo play 2. Qxe7, stalemating
Black. '

In the lower part of the diagram little can
be donc against 1. ... Qdl+; yet here, too,
the wegker side succeeds in achicving
stalemater L Oxed+ Qued.

The diagrain (8) contains two examples
that are more difficult. In the upper part of
the diagrany - White must make sure 1o gel
rid of the black bishop. As we have seen,
two knights are insufficient for a win
Thus, White can achieve his gim with 1.
Med Nd7 I, NxbB NxbB, leaving a drawn
position. Black can also respond with 1. ..,
MNxed, but in that case White 13 stalemated,
In the lower part of the diagram the rule of
stalemate offers Black an attractive escape,
He plays L. ... Kh3, after which White has
nothing better than 2. Qxf3,

The first povel form of drewing introduced
in this lesson is that:of perpetual check.
This method can sometimes be used as a
kind of "emergency brake’. By continually
giving check, a draw can be achieved.




The diagram (0) dlustrates four different
forms of perpetual check. In the top left-
hand comer Black is two pawns up, but his
king lacks breathing space. After 1. .., Ka7
2. Mc8+ Kag 3. Nb6+ Black cannot escape
the checks.

I the top right-hand corner White is down
a rook and a pawn. Stll, White can draw
by piving a perpetual check on g5 and hS.
The bottorm lefi-hand comer offers much
the same piciure. After B, Kbl Qdi+ Z.
keaZ Qad+ 3, Kbl Qdfi+ White must agree
0 a draw.

The bottom right-hand corner offers a quite
different prcture. The white king s unable
to escape; White can only. get out of check
by interposing his queen. All the same, it i3
a perpetual check after 1. Qel Qh3+ 2,
Qh2 Qfi+. Note that 1. ... Df3+ 2. Dg2 is
not such a good idea.

These examples show that it is sensible to
make a draw only if vou are (way) down on
material. The possibility of perpetual check
comes in handy when you are faced with a
mating threat that cannot be countered.

An example of the latter case is ilustrated
in the diagram (=). White not only has an
array of mating threats with the gueen, but
he also attacks the rook on 4. Black can
reach a draw by means of a perpetual: . ..
HeZ+ 2. Kgl! (2. Khi? Bt mate) 2. ..
Rel+ 3. Kg2 (3. Kh2? Rf2 mate} % ..
Rel+

A perpetual attack resembles a perpetual
check. In this case, it is not the king that is
the target of attack but & valuable piece, in
most cases the queen.

The first example is provided in the dia-
gram (&) Black forces the white gueen 1o
a2 by t.. Be2. After 2. ... Bb3 the queen
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is forced to po back to bl, after which
Black once more plays the bishop to ¢2.

A similar situation can be observed in the
diagram ). Here the White knight keeps
‘chasing’ the gueen: afler 1. Ngé Qk7 2.
MNi® Oh8 we amrive once more at the
diagram position.

In both examples the same position can be
reached a couple of times. If the same
position is reached at least three times, with
the same player to move, it is possible to
claim a draw. The game will then end in a
draw. :

The last drawing form to be discussed is a
draw by agrecment. Sometimes a position
arises in which, although there is sufficient
material lefl for mate, neither side is hkely
to lose {provided that no grave mistakes are
made, of course). In such cases the plavers
can agree to a draw,

In the diagram {=) Black has come a long
way towards winning. Sill, if White keeps
playing bishop moves (c.g. Bf7-d5-£7-d5),
Black will not be able to make any further
progress. This is therefore an example of a
position in which & draw can be agreed.

We end this discussion with an overview of
the different forms of drawing:

+ insufficient material Lo give mate
stalemate

perpetual check

perpetual attack

draw by agreement

@ & €& @

PrRACTICE

Heminder
< Diraw
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Workmmk

EE Divaw / Perpetual check: 4 £

- Explanation: The positions on this exercise sheet-are such ma& the side
that is to move must manage to athieve a draw. He cando
this by giving a perpetual check.. In their answers the
students need to write down otic repetition of moves only.

Mistake: The enemy king can escape.. o

Help: Ask the students to correct their mmmkes themselves. No
further assistance is reguired. .

L1 Draw / Stalemate: A 88

Explanation: The side that is to move must try to lose his pieces in a
clever way. Another strategy: that can be employed 18
pin one’s own pieces: Make sure, 0o, that the Jing has no
more moves loft, .

Mistake: The king can still make a move. .

Help: Ask the students to correct their mistakes '{%;em%%w& I¥
need be, the students can mark the escape squares that are
available to the king. No further assistance is required.

L1 Dwaw / Mix: 4 - F

Explanation: Ask the students to %‘ir%i f‘ nd the correct drawing method,
Itis pm‘crabk o look for general characteristics first, and
only then for specific moves. The themes include forcing
stalemate, giving perpetual check, perpetual attack, and
drawing on account of insufficient material.

Mistake: The exercise has not been solved correctly.

Help: Aske the student to explain his suggested solution. Adapt
your assistance to the answer given,

ANSWERS

L1 Draw / Perpetual check: 4

1y 1 QeB+ Kh7 2. Qi1+ IRTIES
Qhs+ Kgh 3. Qe+ 4) Drawing 71 1. Rxgot fxgb 2,
b Qgs5+ Kh7 2. 5) Drawing Oupbt KhE 3,
Qb5+ Kg? 3. Qed+ 63 1. Nfo+KIB 2. Chét

3y 1., Q2+ 2 Kht Nxh7+ Kgh 3. 8} LN+ Kol 2,
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Nhé+ KI# 3, Nf7+
9) 1.... Rd2+ 2. Kbl
R+

LY Dwerw / Stefemare: 4
Uy L Exid+ (1, Dbd+?
axbdi I, .. Kxd4

stalemate

23 1 Ked TxbE
stalemate

3 1 Tel Dxed
stalemate (1. ..
Kdd 2. Tueds
Kxed)

4y 1. Kh# 2 Dxf?

O Brow / Mixc A

iy Lo Neb+ 20 KiS
Nxd7

21 1. Begld Ongl pat

33 I Rh7+ Kg8 2.
Rgi+

4y 1. Rb2+ N2z 2,
Rxal

5y 1 Rb2 and 2. Rxe2

éf";fv‘:ih

[0y 1. Ned+ 2. Kgl
NFS+ 3. Kfl Ned+
[1) I. Nh5+ gxh5 2.

stalemale

5) 1. De7+ Dxe7
stalemate

6y 1. Dgét Lxgb
stalemate

Ty L DB7+ Dxb?
stalemate

8y 1. DS Psfs
stalemate (1. ...
Kh6 2. DS Dxfée

a) 1. Bfd+ Oxid
stalemate

Ty el L
ch Q7 2. Qu#

8) 1. ... Qedt 2. Oned
stalemate

0} 1. Bb6 (7 2. BeS
(18 3, Bbo

Ogs+ Kh& 3. Ofe+
12) 1. .. Ngd+2. Kh2
Nfi+ 3. Khi Ngi+

stalernate)
9y 1 Kh4 Txf3

stalemate

10y 1. Ka6! Dxco
stalemate

11y 1. Pe2+ Dixgh
stalemate

12} 1. PdS+ Lxds
stalomate

1 1. Rfa+ Bxfo
stalemate; 1. ..
Kuxfo 2. Kxb2

Py 1ORxgT+ KxpT 2
Qus+ KhB 3. Qi+

12y 1. ... BgS 2. 0Qgd
B3 Qhd (3. QF3
Bgsya, ... Bgs

i
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GOAL OF THE LESSON
= learning a new attacking technigue

PRIOR KNOWLEDGE
+ twofpld attack

ACQUISITION

Concepts
X-ray check, X-ray attack

Instruction

This lesson introduces a special form of the
twofold attack, 1.e. the X-ray check and the
X-tay attack, and outlines the various types
of X-ray combinations that line pieces can
execute. This type of combination is also
veferred to as “skewer’. We have instead
opted for the term X-ray, since this makes
it possible to distinguish between Xeray
check, X-ray attack and X-ray protection.
An Xe-ray attack involves a single piece that
attacks two targets, one of which is placed
behind the other. The most simple example
of this type of attack is the X-rav check.

In the diagram {§) the rook -attacks the
king. The king is forced 10 move asido,”
after which White is free to tuke the knighs,
That is, the rook ‘sees’ the knight through
the intervening king; the king is the front
picce, the knight 1s the back piece. This
scepario s similar fo that. of an X-ray
photograph, IR

In the right part of the diggram the white
queen is giving check. If the king moves,
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the gueen can take the rook, This, then, is
another example of an X-ray check: the
white queen seos right through the king, as
it were. In X-ray checks the front piece is
always the ldng, and therefore a more
impertand picce than the back piece. Btu-
denis are expected to have few problems
grasping the concept of X-ray check.

The X-ray attack is in some respects more
difficuit than the Xeray check. First of ali,
an attack on a picce other than the king is
less forcing. In addition, it is in some cases
pﬂwbi{, for the front picce to ;":mtcu the
back piece. :
The upper part of the disgram (w) containg
an example of an X-ray attack. The rook
attacks the bishop; if the bishop moves, the
rook can take the knight,

In the lower part of the diagram the white
queen is attacked, If the queen moves, the
bishop will be unprotected. Since the queen
is unable to protect the bishop, the bishop
will be lost. What makes an X-ray attack
similar o an X.ray check is that here, too,
the attacking picce can see the back piece
‘through’ the front piece.

The front piece is usually a more vajuable
piece than the back piece. More discussion
on this issue can be found at the end of this
lesson, under the header "Information’.

The upper part of the diagram (&) contains
an example of an X-ray attack that involves
a profitable exchange. The bishop attacks
the queen, and through the gueen the rook.
After the gueen moves, White can win the
exchange.

In the lower part Black will lose material
on account of White’s pawns. The black
rook cannot move to b3 or o4; the kaight
cannot move to d5 to protect the rook.
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In the diagram (o} we can sec 8 back piece
that 15 attacked once and protected once.
With an X-ray attack White can attack the
back piece for the second time.

In the upper part of the diagram White can

play 1. Re8. After 1. ... Qg5 (protocting the - '

knight) White continues with 2. Rxg®, the.
rook being supported by the bishop on eb. ..
In the lower part of the diagram we can.see
a scenario that occurs regolarly i actual -
play. After the Xoray check 1, ... Rhi+, the
cl-rook is insufficiently protected.

Queens, rooks and bishops that attack each
other also cxert an indirect influence on the
sguares behind the enermy piece. This type
of X-ray attack is already familiar from the
lesson on “defending against mate’ wn Step
2, and it offers @ range of possibilities to
both attacker and defender. With this type

of X-ray, it is possible to protect your own -1
pieces ‘through’ your opponent’s. picees: -« -

in the lefi part of the diagram (=) White
must try to save his rooks. This cannet be
achieved by 1. Rxad, which costs a rook
afier 1. ... Bxad+. The correct defence is 1.
Ra7, after which both rooks arc protected.
This move will continue 10 amaye the stu-
dents!

It the right part of the disgram the el-rock
15 secing right through his colleague on et
White can give mate with 1. (JeB+ RxeB 2.
Rxel+

This defensive type of X-ray can also be
used for atiacking purposes. In the diagram
(6} 1. OQnds is simply.met with 1. ... cxd3,
MNote, however, that the queen controls ©6
by X-ray, so that White has the surprising —
and decisive — 1. Be6+,

The X-ray motif can also play a role w
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other types of combinations; see lesson 17
of Step 3.

Search strategy

How should the studenis go about solving

this lesson’s exercises?

The search sirategy:

1. Which picces are positioned on the same
tine {file, row or diagonal) as the king?

2. Give a clever check;, which will allow
vou to take the back piece after the king
has moved.

3. Which picces are ‘secing through’ their
colleagues?

In the diagram () the bishops on the long

diagonal are attacking cach other, Hence,

the: white bishop s also indirectly aitacking

g7. The pawn on g7 is attacked three times

and protected only twice. The right move is

therefore easy o find: I Qug7+ Bxg7 2.

Bxgit,

PRACTICE

Reminder
& Xeray

Wearkbook

O Double attack / X-ray check: A s
Fxpian&mm The attack 15 aimed at the king. Giving check will win
material. Give check in such 2 way that the king must
move and the back piece can be capmred

Mistake: Being inattentive,
Help: ~ Tell the sﬁ,u(ieni i{} 1y agam
O Double attack / X-ray afm(,k A R

Explanation: The attack is riow. aimed at an imporiant piece, behmd
which another piece is positioned. This piece has-a greater

T



valug than the piece exceuting the attack.

- Mistake: Being inattentive.
"~ Help: Teil the student to try again,
ANSWERS

L} Double attack / X-rav check. 4
I} 1. ... RhS5+
2y 1. Bh7+
3) 1.... Rhi+
4) 1. Bgs+
5) 1. Rc8+
6y 1... Rel+

00 Double attaek / Xovay affack: 4
1) Erawing
2) Drawing
3} 1....Rcd
4y 1.... Bgs
5y 1. Be5
6} 1. .. Bag

INFORMATION

The concept of the X-ray attack is similar
to that of the pin. In a pin the back piece is
always the most valuable piece. Hence, it
s fempting fo sugpest that in an X-ray
attack it is always the front piece that has
the greatest value. This is indeed almost
abways the case.

In the left part of the diagram {8) we can
see an X-ray attack. In the right part of the
diagram the front picce is more valuable
than the back plece; but, given that 1. Qxgs
is not a threat, we are not dealing with an
X-ray attack. The rook cannot move, and is
therefore pinned. Hence, afier 1. f4 we are

78

7 1.
8) 1.
9) 1.
10y 1.
L
12y 1.

7) 1.
8) L.
9 1.
10 1.
1 1.
12y 1.

Re7+

Qcht

Ohs+

Bes+ (1, Bhd? Kd7)
... BhS+

Qdﬁﬂ“

Bd5
Bebt+
... Bb&
Bds
Oh?
RBe7




dealing with an attack on a pinned piece.

In the left part of the diagram (o) we can
see that the bishop on ad is pinned. The
back piece is more valuable.

In the middie part of the diagram the front
and back picce are of equal value, In line
with the terminoclogy adopied, we consider
this 10 be an exampie of an X-ray aitack
{note, however, that we might also regard
this to be an ¢xample of a pin), The point

to note is that the front plece is in danger of

being captured.

In the right part of the diagram we can see
an exampie of a pin rather than of an X-ray
attack, Although the bishop on gd s not in
irsmediate danger, it is pinned. White can
attack the pinned bishop with L. k3.
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@i The

GQAL OF THE LESSON
o learning good, healthy opening play
« using opening play as a weapon

PRIOR KNOWLEDGE
= pieoe activily
e the three golden rules

ACQUISITION

Concepts
ignoring

Enstruction
Two previous lessons have been devoted to
the opening:
o the 3 golden rules; :
» completing the opening;- Emmg, ahead in
development. :
i we apply these rules ie;) our, games, our
picces will end up on good squares. All the
same, we have not vet discussed. some of -
the factors that are aeiwam i -opening
play. The aim of this lesson is o offer a
number of guidelines for gobd. opening
play. These will allow. o5 to better 7| g
understand which moves to play. . i
After the moves 1. ed 5 we ‘arrive at the -
diagram (8}, From White’s. point of view. .
the black pawn on e5 i8 in the way, sinee it
keeps White’s pieces from the. xmpeﬁam
d4-square. White should therefore try 1t - |
attack e5. This can be done in four different |
ways: by 2. Nf3, 2. {4, 2. dd and 2. (bS5,
Let us consider the knight move first, Afler
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1. e4 e5 1. Nf3 White attacks the pawn on
e5, which Black can protect with 2. ... Ncé.
The stage is set: White is attacking, Black
is defending. In chess, it is irnportant to try
and force your opponent to perform
unpleasant tasks.

This goes for White as well as for Black, of
course. Consider next 2. 4, After 1, ¢4 5
2. 4, Bleck has a choice between three
basic - plans: -capiuring,.” defending  and
ignoring {diagram ).

1) eapturing: 2. ... exid _
Black takes the pawn that is on offer, and
thereby moves his own pawn away from
the centre of the board; White sacrifices a
pawn in return for a central sdvantage, and
hopes to regaire his pawn at a later stage in
the game. Capturing the f-pawn has taken
Black some time, which he could otherwise
have used to develop a picce. White’s
central advantage and gain of ime (i.c. one
move) 18 counterbalanced by Black™s extra
pawn. Whether White’s set up is justified,
the rest of the game will tell.

2) defending: Z. ... Neb

Black defends by playing o wailing move
and develops a plece in the process.
Deounterattack: 2. .. 45

With this move Black is turning the tables:
now White has the option of taking a pawn.
Note, however, that 3. fxe3 is countered by

3. ... OQhd+ winning on the spot. 4, g3 runs

into 4. ... Oxed+, with a double attack that

nets Black a rock. 4. Ke? is also hopeless. . |

Black wins the queen after 4. . Qued+ 5.
K2 BeS+ 6. Kgd QxeS+ 7. K3 QhS+, This

shows that White must meet 2. .. dS with _ [

3. exd3. Black then proceeds with-3.. .. ¢4
{diagram 4}, which prevents White's piece
development. This will gain Black some




time because, unlike White, he can develop -
his picces unhindered,

The third way to attack 5 is by playing 2.
da. After 1. ed e5 2. d4 Black can take on
d4: 2. ... exdd. If White plays the unwise 3.
a4, Black can respond with 3, .. Ne6,
developing a piece and forcing White to
make another queen move. For this reasen
it is ‘advisable to play 3. ¢3 (diagram 0}
rather than 3. Qud4,

White offers another pawn in order to gain
time and take controt of the centre.

The fourth end last way 1o attack €5 (e, 2.
h5) can no longer be taken serious. af
Step 3 level, While it is true that this is an
active move, the queen is too vulnerable on
h5 on account of her value. Al Black has
to do to gain the upper hand is be careful.
After 2. ... Nc6 3. Bed g6 the queen has to
move. White’s queen moves cost precious
time, which is better spent developing.

The aspects of opening play discussed can

be summarized as follows:

b sacrifice a pawn for more control of the
centre and/or gain of time;

2. defending and maintaining;

3. ignoring (Lo, counterattacking}.

When it comes o attacking play (1 and 3},

it is vital 10 bring the pieces out to good

squares as quickly as possible so as to put

pressure on the opponent. So, afier 1. e4 €5

we attack the pawn on ¢3, and when Black

mainiaing the pawn on €5 we increase the

pressure. That is, we refrain from losing a

tempe by plaving 1. e4 o5 2, &4 exd4 3,

Qxd4, since this move can be met with 3.

- Meh. In general, we select a playing style

(i.e. a strategy) that we consider to be the
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most attractive. When discussing students’
games, it is important that we show them
alternatives to the moves they have played
at appropriate points in their games (it is
particularly important to show that the best
move 1s not abways a capturing movel).

PRACTICE
Finishing a gume{-position)

It is very useful to have the students finish
a game using one of the positions discussed
as starting position. A simultaneous display
is best suited for this purpose, although the
stelents can also play against each other.
Students who have finished playing can go
on te do 2 mixed exercise sheet.

Workhook
U} Test / Repetition: B &
Fxplanation: The positions are familiar. Problems are to be expected
- only-if the students have insufficiently mastered the sub-
ject matter. In that case it is advisable o repéat old mate-
rial rather than to continue with new material:

[} Test / Mix: 1 & o
Explanation: The themes of the positions have been covered in lessons
6-10 of Step 3: eliminating the defence (capturing + mate,
- chasing away + mate, luring away  “roate, defending
against double attacks, drawing, X-ray checks and X-ray
attacks). The various topics need not secessarily be dis-
cussed again; rather, this depends on the studenis’ pre-
vious scores with mixed exercises. An in-class discussion
of the first fow positions is usually a good start.
Mistake: The suggested solution 1s incorrect,
Help: Successhully tackling mixed exercise sheets requires using
the correct search strategy. Ask the students to first list the
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characteristics of the position, and then ask them to give
the right search strategy. With the correct approach, the
students’ performances will in many cases excced their

oWn expectations.

03 Test/ Mix: E 258

Explanation: The themes of the positions do not only invelve those
outlined in Step 3, but also those discussed in Step 2.

ANSWERS

Ui Test/ Repetition: B
Py L QF7+ Kh& 2. Qf8#4
2} 1. Bd6
33 1. Nxo7+ Bre7 2. Bb35i#
43 1. ... Qeb+ 2. Oxeb pat
5% 1. Rxgo+ fxgh 2. Rxgb+
6} 1. Qh8+

L3 Test / Mix: D

1y 1 Nxfo+ Oxt6 2. Oxh7#
{capturing + mate)

2y b0 (Koray attack)

33 1. Rd8 2. OQxbo Rxdi+
{attack on & pinned picce}

4) 1. Nxd7 Rxd7 2. Rah6#
{capturing + mate}

5y 1. Rdi+ 2. 8601 Qhl# 2.
R OQxgl# (uring away +
mate}

Gy 1. Rals 20 Ke2 RxgliX-
ray check)

71 L. ... Rgb (defence against a
double attack)

U3 Test/ M F
1} 1. Ngb+{1. Neb+ Kf7 2.
Nxd¥ i3 imsufficient; While is
too far down on material) 1,
. K7 2. Nxh8# (double
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7y 1.... Bf6
8) 1. .. Rxcd and 2. ... Ba3#
9} 1, Rb2

10) 1. ... Rf6+
1) 1.5
12) 1.... Ng3+

8 LKL {1, BreS+ Kxchis
winning for Black} 1. ...
Qxf? {stalomate)

9y 1 ... Rh7en2. ... Rxb?
{draw due to insufficient
maierial)

10y 1. ... Qd8+ (double attack of
the queen; tempting - but
wrong —is 1. ... OQfd+ 2, Bed)

i1y b O (double attack of the
gileen; tempting — but wrong
uuuuu 18 L. Qb7 Nxd4)

12y b Badr Kd5 2, Bb3+ {draw
by perpetual check)

check)

23y L QxeT QueeT 2. Rebr (luring
away + mate)

33 1 Qebr (perpetual check)



4} 1. ... Ked (square of the
pawn, shielding off)™ = -

Sy 1L .. Qg7 (defence against
double attack)

&) 1. Rid+ Kxt4 (stalemate)

Ty b o4 (attack on & pinned
piece)

8} L. RE¥ (pinning}

Gy 1L QuxeS+ Oxed 2. Babl |
~{capturing + nate) '
1) 1. OxhS gxh5 2, Bh7# (mate

through access)
11y L Bxg6# (double check)
12} 1 QS+ and 2, Oxb4l 2,
Oxa7? Rel# {(double attack
by the gqueen)
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efend;i

against a

(GOAL OF THE LESSON
= learning how to defend in specific situations

PRIOR KNOWLEDGE
» the three forms of pinning

ACQUISITION

Concepls
FIORE

Instruction

So far we have considered the pin as an
attacking weapon only, In this lesson we
will look at:the different-ways in which we
can take defonsive measures against a pin.
This will involve the — by now - familiar
forms of defending: interposing, capturing,
protecting and moving away.

The upper part-6f the diagram (=) cotitains
a straightforward example. Interposing the
knightonct rcnder% the pin innocuous: the
front piece, i.e. the mok is protected.

The lower part of the diagram contains a
simple cxdmpic mvoivmgy a captuz”a The
d2-rook i pmned ‘White can ‘free Himself
from this pin sampiy by taking the pinning
bishop with the knight.

Defending by means of protecting offers a
greater variety of options. The diagram {(8)
lists the various possibilities. Consider first
a piece that, while not itself involved in the 12 5 o e
pin, protects the pinned piece. In the upper |\ o ar’ o v
part of the diagram Black can play either 8. . 77 o0 0 o
.. Bb7 or 1. .. Bd7. These moves donot |0 o H o o
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neufralize the pin completely, but the extra
support does mean that the pin is harmless,
at least for the time being.

Another defensive possibility involves the
back piece protecting the front piece, In the
lower part of the diagram White can play
either 1. Bf1 or 1. Rd3, thereby eliminating
the pin and protecting the pinned pigce.
The third defensive possibility involves the
front piece protecting the back piece. In the
left part of the diagram {9} White can play
1. BhZ or 1. Bd2. With these moves, White
chminates the pin without losing material,
It goes without saying that this method can
be successtul only if the back plece is not
worth more than the pinning piece.

In the right part of the diagram White can
play the knight to el or hd; afier which the
bishop is protected.

The next defensive possibility, ¢, that of
counterattack, is familiar from the lesson
on defending against a double attack. The
most straightforward counteratiack is one
that involves check. Two such types can be
distinguished: either the front piece gives
check or the hack piece gives check,

The diagram (&) gives an example of each
type. In the left part of the diagram the
back piece can escape the pin. Black plays
b ... Qdl+, afier which the rook is free to
play.

In the right part of the diagram Black can
climinate the unpleasant pin against his
bishop by giving checkon e5.

The form of countératiack that 1s.by far the
maost difficult, but also the most attractive,
15 one which does not involve check. As.is
the case for counteraftacks with check, both
the front and the back piece can execute
this type of attack.
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In the left part of the diagram (#) we can

sée-a counteratiack of the back picce orian &

important eneémy piece (this piece should
be more valuable, or at least as valuable as,
the front — i.e. pinned - piece). Black plays
1. ... Qb8 Now capluring on ¢6 is out of -
the question on account of the unprotected
queert on b2, '

Defending against a pin by a counterattack
on a piece of equal value can be successful
only if the attacked piece is unprotected.

In the right part of the diagram the front
piece can execute an atfack on an important
piece with 1. .. WhS or 1, ... Ned (2. Re3
Re8)

A familiar type of counterattack against a
pin is the discovered attack. This form of
attack is possible if the back piece is a ling
piece (i.c. a queen, rook or bishop). These
picces look indirectly at the pinging piece.
The diagram (=) contains iwo examples. In
the left part of the diagram White wins the
exchange with 1. Nb8+. In the right part of
the diagram White wins the queen with 1.
Bxh7+, .
The last type of counteratiack that must be
considered is that of a mating threat; Here,
100, the counterattack can be executed by
both the froni and the back piece. Inthe lefl
part of the diagram (£} the knight-on b5
cannot be saved, but with 1. ... Nd4 Black
can __-_s;_m:cessfufiy -eliminate the pin: The
point is that 2. Bxd7 runs into the sobering
2. . Ne2 mate.

In the right part of the diagram Black has
an unicomfortable pin against white's rook.
White can free himself with 1. R#4. Black
has no time to capiure on h3 on account of
the mating threat on 8,

The material discussed so far has already
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been covered i previous lessons, The main

relevance of the present chapter is therefore
to repeat certain points made earlier. In our
gxperience, the students have few problems
domg this lesson’s-exercises. Applying the
various defensive strategies to their own
games is, unfortunately, apother matter
altogether,

We now continue our overview by looking
at some peositions that ofien arise during
actual play. In the diagram (1) we can sec
& Familiar pin. White has just attacked the
pinned piece with b d5. The right defonce
is to attack the pinning piece with L. .. ab.
After 2, dxcb axb3 Black has histle-to.com-
plain. It is better for White to play.2. Bad

b5 3. dxeé (if the bishop moves, the knight,

will ‘also move) 3. ... bxad. Black is left
with a mumber of weak pawns, but this is
preferable to the loss of a picce,

The diagram below also contains a pin that
ocours fairly regelarly i practice, Here the
attack on the pinning piece is insufficient:
i, b3 ewf? L hugd 3. fxpl. I the biack
king is still on'€8,71. Qel is often possible
(this is usuaily better than §. Qel, since
then the pin remains in force).

Chasing away the pinned piece is likely to
have more success if we are dealing with a
gueen. In the diagram (=} White can save
his bishop on ¢4 with 1. Nf3 (Jeé 2. Ng&
QeS 3 dd {or 3. 84), _

It the diagram (&) the d5=bishop is pinned
and attacked by the pawn on ¢4, Moving
the bishop-away is impossible on account
of the mate on d8. Black™s defence lies ina
straightforward counteratiack. L. ... 6 kills

two birds with ono stone: Black prevents.

the loss of a piece by attacking Bg5 and
creates a flight sguare for his king.-Afler 1.
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Bxf6 Black can proceed with 1. ... Beb.
knowledge of the various defences against
pins also helps 0 exploit your own pins.
This is particularly televant in positions in
which there is more than one way (o altack
a pinned piece. In the diagram (¢} White
must-aitack the pinned knight on 5. There
are three ways in which this can be done: 1.
b4, 1. Ne4 and 1. Rel. The pawn move has
been included to reiterate the ‘en passant’
rule. This pawn move does not occur very
often, and not all students will remember it
correctly. The knight move also does not
yield White anything. After 1. Ned Black -
can get out of the pin stmply by trading the
knights on 4 with check. Thus; the correct
move is 1. Rel, winning a piece.

We now remove both. bishops from. the
starting position, and ask the studenis if
they can $till see a winning move for
White. There is not: 1. Rel? Nd3+,

The back piece in a pin is in many cases a
line piece. In such cases the pinmng side
must be careful, as the defender may come
up with unexpected discovered attack. In
the diagram (=) the knight on 5 is pinmed.
White has a number of ways m which he
can further attack the pinned piece.

Ask the students to note down the various
possibilities, together with a list of possible
defences (f present). The hst should look
like this: 1. Qh3? Ngd+; 1. Qed+7 Npd+; L.
Qd7+7 Ngi+; 1. Qd37 ed! 2, Nxed Rxed 3.
Qxed Ng3+; 1. g4? Qc6t. The correct
queen move is 1 Qf3,

Defending against a pin may also involve
other types of combinations, In the diagram
(4} Black can uncork the beawtiful 1. ...
o2+ This move lures the ¢l-rook away,
forcing it to give up the protection of Rel.
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If White replies with a king move to hl,
Black continues with 1. ... Rxel, pinning
the rook on el

In games it is generally advisable to try and
get out of a pin, since pins always present a
latent danger.

Search strategy

The search strategy for the cxercises is

straightforward:

b, Find the pin.

2. Defend by means of interposing, moving
away, protecting or capturing,

3. Is it possible to launch & counteratiack?

In the diagram (=) Black can save the

pinned knight on of with a counterattack:

i. ... b6, White has no time o capture on

¢5 because of the threat 2. ... Bhi+,

PRACTICE

Reminder
O Defending against a pin

Workboolk

1 Defending / Defending against a pire A £

Explanation: The pm on the board threatens to cost material. In each of
the positions there is g possible defence which prevents
the loss of material. In some cases the defence against the
pin even nets material, but this is not usually the case. It is
a good idea to inform the students of this, given that most
of the exercises in the workbook require winning material.

Mistake: The pin costs material.

Help: Students should find cut themselves why their suggested
move 1 insufficient, After this, the different defensive
options can be discussed in a step-by-step fashion.
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Ll Defending / Defending against a pin: B
Explanation: See exercise sheet A.

ANSWERS

L) Defending / Defencling against a pin: 4
Qe3?2 Rasl 1 1.

Iy L. e
2y 1. MNes (1. ...
Ned? 2. £3)

3y 1. Rd7 (1. ... Re7

2. Rxech
. Ne2

4y 1
5) L. Que2 (1. ...

Qeb 2. Bod and 3

Rfel)

6y 1. ... Rxe?

7) 1 B3 1 RID2 Y
Reb7

8 1. Be2

U3 Defending / Defending against a pins B

1y 1. NgS+:

2} b NXf312. Rxe2

Nel+

3) L Rhi

4) 1. Nd¥+ 1. .
Ngd+ 2. Kgd
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5y 1. Bxf7+

6) 1. Rxdl; Lo

RA47 2. Qel+
7)1 .. O
8) ... Rd8
9) 1. Nd3

A8

9} 1. ... Nxf3+
10) 1. ... Ne6
11} 1. Nez

12) 1. .. Oxg2+

.10} 1. Nb4
<11} 1. Qhs+
~12)°1, .. Qa8



(AL OF THE LESSON

» learning the relation between the value, position and function Q‘E psu,e‘; =

PRIOR KNOWLEDGE
¢ activity and vulnerability

ACQUISITION

Concepts
temporary, lasting, permanent

Enstruction

Fach chess piece has a Cﬁ:rtam value. This

value is relative and depends on.a number

of factors. For instante, we have already

seen that a piece can function optimally

only at certain positions. Pieces that do not

function optimally generally lack mobility.

Pieces that lack mobihity: |

« cannot function properly, or to the bcst
of their potential.

= can be lost {run the risk of being lost).

Pieces that do not function properly include

picoes that are positioned af the edge of the

board as well as pleces that are positioned

on squares from where there are no or only

bad moves available. %Gma gxamples are

giver in the diagram (&)

e The black knight on a6 is on the cdgc of
the bourd and can ofly move backwards,

= The black rook on b7 is obstructed by its
OWR AWNS.

# The black bishop on €6 is hemmed in by
the pawns on d5 and £5,

& The whiie rook on hl is out of play on




account of the king and the pawn.
& ‘The whité bishop on b2 is hemmed in by

HS Own pawins,
&« The knight on bl is unable {o play since

it is hindered by its own pieces.
The sttuations as illustrated in the diagram
should if possible be aveided. Pleces must
have sufficient mobility. White can easily
move his queen, rook and knight fo better
positions. This is what has happened in the
diagram (fr). Fortunately, bad pieces can
often be moved towards better squares and
obstructing picces can be moved away. In
such cases the disadvantage is temporary
{although it docs take time}. In other cases,
however, a piece’s lack of mobility can be
of a permanent nature. This is something
that may befall bishops in particular.
Because of the way the white pawns are
posifioned, there 15 very little that White.
can do with his b2-bishop. In this case, we
are dealing with a lasting, or permanent,
disadvantage.
In some cases, a badly placed piece may
even be lost, The next two diagrams con-
tain familiar examples of piece entrapment.
In the left part of the diagram (=} L. ...c4
nets the bishop on b3, The students” games
contain many cases of this form of bishop
entrapment.
In the right part of the diagram we can see
that 2 knight in the corner is an easy prey.
With 1. Kg2 White attacks the knight and
denies an escape via g3 at the same time,
The loss of the knight is due to its position
on the hoard,
In the diagram (4} 1. ...Bb7 nets the rook
on al, The rook is unable to escape because
it is blocked by its own pieces,
In the right part of the diagram Black can
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trap the gueen with 1. ... RgB. The rook
attacks the gueen and denies her an escape
square on the g-file. Note that in this exam-
ple the entrapment is caused in the most
part by enemy pieces.

In general, preces that occupy a square on
the edge of the board are less mobile than
more cenirally placed pieces. These pieces
can therefore be entrapped more easily. All
the sarne, a centrally placed pilece can also
fall victim to entrapment.

In the diagram (¢} the knight on d5 has no
place left to go. The sgquares on White's
side of the board are controlled by the d2-
bishop while the squares on Black’s side of
the board are occupted by black pawns, As
a result, White can win the knight with 1,
cd.

A knight can also be trapped ~ in the centre
of the board! — a5 the result of careless ope-
ning ptay. After the opening moves 1. o4
e8 2, MNel d8 3, Nbe3 d4 4. NdS (see the
diagram &} the knight on d5 can get back
via 14 only. Black therefore plays 4. ... g5,
after which the threat of e 15 decisive.
White can delay matters with 8, 43 hé (5.
... g6 6. Bugs Oxgs 7. NeT+), but now 6.
... 26 can no longer be avoided. White will
lose a picce.

The position in the diagram (3) is taken
from a game between Daan Visscher and
Erik van Massau, as played i the Duich
under-12 mational championship (Rijswijk
2000). The bishop seems to be much more
active than the knight. But appearances are
deceptive. White has advanced his pawns
to c4 and e4, blocking a bishop retreat.
Black could have cashed in by plaving the
swrprising L ... Nd8 The threat of c6,
trapping the bishop, cannot be countered. If
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the pawn on b3 had been on b2 instead,
White could have escaped with the Toss ol
a pawn by playing 2. c5. In the game,
Black continued with 1..... b3 and lost.

In some cases; other combinations play a
rele in piece entrapment. An example s a
discovered attack in which the pieces that
form the battery are helping sach ofher, .
In the diagram (¢} the black queen is loga-
ted within thetarget range of the -white
bishop. The knight (i.e. the from piece)
must find an attacking target. The-apfiro-
priate targct is the square a3, cutting off the

gueen’s retreat. After 1. NbS or Lo NbE- o

White wins the queen.

In the diagram (=) the rook’s task is E{} PEO= o
tect the hé-pawn. After 1. ... Rgé White |

will lose the queen. The biack pleces must
find a proper division of iabour. The bishep

is attacking the queen and the rook s pre- - |

tecting h6. Incorrect is the move 1. RbY,
Attacking the queen twice is not necessary.
White can escape with 2. Qgé.

The positions in the diagram (&).are more
difficule. In-the left part-of the disgram
White must try o trap the black knight.
The knight is positioned on the edge of the
board, but it does seem to able to sscape. A
rook i unable to control four squares and
attack the knight at the same time. Stll, the
badly placed black king-gives White the
opportunity to trap the. knight. Black has no
decent inove after . Re2. The knight can
move to ¢3, but after 2. Rel the pin nets
White the kmight. A king move o the d-
file, on the other hand, gives White the
possibility ef a double aftack.

In the right part of the diagram 1. Rg8 puts
an end to Black’s resistance. Regardless of
Black’s reply, it is mate on the next move,

96




In the positions that were considered so far,

piece entrapment led to the loss of material, -
But badly placed pieces cannot always be -

won, of course. In many cases misplacing a
piece has strategic consequences, the peint

being that such pieces no longer take part

in the game.

In the diagram () White can shut out the
bishop on g6 permanently with 1, g4, This
pawn move is necessary to prevent Black
from playing 5. White can now open the
position on the other side of the board with
b4. Since the white-squared bishop is out
of play, Black is effectively a piece down
on the queenside.

Search strategy

The search strategy required to correctly

solve the exercises s as-follows:

I. Which piece has little or no mobility?

2. Attack this piece!

3. Make sure that the squares available to
this piece remam under your control.

4. With a single move vou can attack a
piece and confrol squares at the same
tiine. :

In the diagram (=) the gueen on b7 15 in

distress. it were not for the bishop on 4,

i, ... Rb8 would do the trick, Observe,

however, that the gueen has no available

squares on the b-file. Hence, L ... Ba7 s

sufficient.

PRACTICE
Workbook
1 Mobility / Trapping: A 2

Explanation: The students must find pieces that lack mobility. Such
pieces can be trapped. Some of the positions reqguire the
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students (o not only attack immobile pieces, but to also
control escape squares.

- Mistake: The piece that should be trapped is attacked, but the move
played offers new escape squares,
Help: Put the positien on a board, play the suggested move, and

ask what your opponent can play now.
Ul Mobilisy / Trapping: B B4,
Explanation:- See exercise sheet A
ANSWERS

LY Mobilizy / Trapping.: 4

1}y I ad Ty io..cd
2) 1. Ne3 _ £y 1. Bd?
3y L.hd 9y 1.e5
4) 1. ... Rh8 10y 1., NfB
S} L .LNhd 11) 1. Be2
6} 1. Nad 12y 1. NBEB
1 Mobility / Trapping: B
Dt .. Qa5 7y 1. Nhd
2y 1. ad 8y Lo..ecd
3) 1. e5 dxeS 2. fxel 9 L Kg3
4y 1. g4 10y 1. N4
5% Drawing 11y 1. Ned
63 1. Nel 12y 1... Bgo
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OAL OF THE LESSON
« learning basic endgame skills
» improving pawn endgame skills

PRIGR KNOWLEDGE
o the square of the pawn

ACQUISITION

Concepis
key square

Instruction

Winning a king -+ pawn vs. king endgame
requires promoting the pawn, The question
of whether this is possible has already been
discussed in the lesson on the square of the
pawn. There we saw that the pawn can be
assisted by the king, which, among other
things, can be used to shield off the enemy
king. The present lesson is concerned with
pawn endgames in which the side with the
king has taken up a defensive position.
These endgames cannot be won as easily as
the ones considered so far, When it comes
to the type of endgame discussed here, two
things are important.

s recogmizing a winning posifion

« knowing how to win a winning position
We start by considering the diagram (0},
which contains a position that is winning
for White, regardless of whether it-is
White's or Black’s move. I Black is to
move a possible variation is L. .. KdJd8 2.
KB7 (assisting the pawn and shislding off
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the king). Now. White has gained contral of
the promotion square, 506 that the pawn can
advince to o, 1f White is to move: 1. Kds
KdB8 2. ¢6 Ke8 3, ¢7 Kb7T 4, Kd7, and the
control of the promotion square ensures an
£A8Y Win.

Positions in which the white king is on the
6" rank, in front of his pawn, are always
winning for the pawn side (provided the
black king cannot take the pawn of course).
The same goes for Black, in which case the
king should be positioned on the 3 rank,
again in front of the pawn. Note, however,
that these positions are winning only if the
pawn is not placed on the a-file or h-file.

In the diagram (=) White also has an easy
win. White can reach the exact same posi-
tion as in the previous diagram: after 1. o4
K.d8 2. c5 Ke8 White wraps up. :
Now that we know that a king on the 6‘h
rank is winning for the pawn side, the next
thing we must know is how to reach this
type of position. Here the concept of ‘key
square’ becomes relevant. If the king
occupies a key square, then he will also be
able to occupy a position on the 6" rank in
front of the pawn.

Fach pawn has s own key squares. The
location of these squares depends on the
position of the pawn. In the diagram {8)
the key squares have been indicated by
means of the symbol ‘o”, The bZ-pawn has
the key squares a4, bd and c4; the dd-pawn
has the key squares ¢6, d6 and ¢6. The
black pawn on g6 has the key squares 4,
g4 and hd, Given az particular pawn post-
tion, the pattern of key squares is fixed.
The rules outlined above cannot be applied
o the rooks’ pawns (i.e. the pawns on the
a- and h-file). In Manual 3" a separate
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lesson 15 devoted o rooks’ pawns,
We have seen that king + pawn vs. king
endgamts are winning for the pawn side if
the king manages to occupy 2 key square, kt
is very unportant that the students practice
playmg these positions.
As a preparation fo playing these positions
we discuss the position in the diagram {61},
White plays 1. KdS. The king ococupies a
key square, which allows White 1o win the
endgame,
A possible vanation is; 1. Kd8 Ke7 2. Keé
{the king wants to reach d6. Note that 2.
d4? is a bad move; it changes the pattern of
key squares, allowing Black to draw with
. Kd7y 2, .. Keb (Black tries to control
d6 for as long as possible) 3, d4 Ke7 4, 45
KdR {now Black i3 forced to relinquish his
control. of d6} 5. Kdé and wins {see the
first diagram for discussion of this).
Kev squares are quite literally the key to
winning king + pawn vs, king endgames,
After discussing the theory behind key
squares, the students must now practice by
finishing game positions. This can bést be
done by means of’ Simultaneous display.
Experience shows that there are enormous
differences in the students” performamecs.
This.is because the subject matter involves
spatial thinking,
The lasi two diagrams ziﬁuqtmie Bome p{}@;m
stble starfing positions.
In the diagram (8) the king of the pawn
side is already ocoupyving akev square. All
the same, White muist exercise-care when i
comes to advancing his pawn, Bad are 1. - _
¢4 Kb6 and 1. ¢3 Kb6; in both cases Black i G
manages 1o draw. A better strategy is to | - & e
force back the black king: 1. Ked Kbé 2. B :
Kds K7 3, Kb Kd7 4. Kbé e,

e



In the diagram () the winning side must
first occupy a key square with his king. In
this position White manages to win by
playing a clever pawn move al the right
time. After 1. Kgs Kg7 2. K5 KI7 White
continues with 3. {4 Ke7 4. Kgb, reaching
a famibiar winning position.

PRACTICE

Reminder
O Key squares
The Orst two positions only.

Workbook

(3 Pawn ending / Marking the key squares: 4 S
Explanation: The students must mark the key sgoares of the pawn.
Mistake: The wrong kev squares have been marked.
Help: Ask the student to consull the Teminder.

(3 Pawn ending / Key squares: A &

Explanation: For each position the studenis must first mark the key
squares of the pawn (by writing them down or by marking
them in the diagram), and only then indicate the right
move. It is advisable o give each student his own board.
This will allow the trainer to walk around and finish game
positions against each of the students in turn (a game can
be considered as finished afier promotion of the pawn). it
is impractical to ask the students to note down all the

moves.
Mistake: The pawn is advanced too soon.
Heip: If this is a structural rather than an meidental error, then

the only selution is to go through the lesson once more.
Where are the key squares?

102



ANSWERS

Ul Pown ending / Marking the key squares: A

1) a4, b4, ¢4 5} ¢, do, ¢b 9y a5, bs, ¢S5

2y ed, 4, pd 6} b7, b8, ¢ d8, 47 10} Dirawing

3y €7, 17, g7 7y b3, ¢3,d3 )Y Drawing

4y b3, ¢3, 43 8) 12,82, h2 12y Dirawing

U1 Pawn ending / Key squares: 4

1Y 1 KeG Kdg 2, Kh7 7y 1 Ke5 Ke7 2. Kd5 (or first

2y 1. Kg6 Kg8 2. g5 Kh8 3. Ki7 2ddy2 . Kd73. 44

3) 1. Kg5 Kh7 2. Kf6 8) L Ke6(l.edKIB2 o5

4% 1. Kd6 KeB 2. Ke7 (2. d5 also KeB3. Ket) I, ... K82 4
wins of course, buf less KeB 3. e5
guickly} 03 1.b3(L.Kb4Kb6 2. b3 L

53 1 ORB6H(1. b67 sialemate) 1, o Kb6 2. b3
... Kb82 Kab Ka8 3 b6 KbE ) L Eeo Kg7 2. 5KM I KB
4. b7 Y 1. ogBD+ KxgB 2.Kgo

6) 1.5 Ko 2. Ko KbR 3 Kd7 12y 1. KdS Ke7 2. Ke6
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$0AL OF THE LESSON

» learning about the limitations of a pinned picce

PRIOR KNOWLEDCE
« the pin

ACOQUISITION

Concepls
function

Instruction

We have already looked at two aspects of
the pin in.previous lessons: the pin as a
direct attacking weapon, and exploiting a
pin by further attacking the pinned piece.
Dhscussing a couple of exanmples from the
relevant lessons will serve as a good intro-
duction fo the present lesson.

The aim of the present lesson is to show
that the function of a pinned piete s
weakened, or may even be lost altogether.. -
In the diagram (3} we can sec a pin against:
the king. The knight on ¢6 has the function
of protecting the bishop on b4, which is
attacked by the white knight. However, the .
cO-knight is pinned by the rook. White can
therefore take the knight wilh 1. Nxb4,

after which Black cannot take %}ack This
shows that the pinned kmgm is nm a-good

defender.

In the right part of the dmgram Biack can
win a knight with 1. .. Rxgl+ 2. Kxg2
Rxh4. But Black has an even better conti-
nuation. Since the knight on g2 is pinned,

104




the black rook is free to take on hd. In both
examples, therefore, the knights are unable

to fulfil their defensive task on account.ofa.

pin against the i{mg

The diagram (9 contaips two a—:x&mg}ica of
a pin against material. In the left part of the
diagram the ¢8-king has been replaced by a
rook, Here, too, capturing on bd will net

White a piece. What makes this position - .|
different is that Black can recapture the . |7

knighi. Observe, however, that this is not
advisable, since then Black will loge even
more material.

In the right part of the diagram:.Black can
play 1. ... Rxh2. The fét»«bﬁshﬂp 5 nol g
goad t.kﬁenéer because- Of the pin. along the
ffile.

The disgram {=)} cez}maiﬁs-'two examples of
a pin against a square. In the left part of the
diagram the kmght on b3 keeps the black
foree on the b-file in check. However, this
does mean.that the knight cannot at the
same time defend the bishop on ¢3. Hence,
Black can win a picce with 1. ... RxeS.

In the right part of the diagram White is
unable to give mate on {8 with the rook on
account of the black bishop. White can,
however, safely play | BRxb4. Pins against

& square are almost as powerful as pins .

against the king. In both types.of pins, the
pinned picce canpot fulfil any defensive.
funetion.

Many combinations are based on thn fdci e

that pinned pieces are not good defenders.

Such combinations are not only aimed at

material, but also at mate,

In the diagram (&) the pin on. thz: a- file
atlows White to give mate. I the rook on

aZ2 was not there, b6 would be protected by

the a7-pawn, Bul with the rook present this
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pawn is no longera good defender: White
can play. 1. M¥bé mate.

In left part of the diagram (©) Black suffers
a similar fate. The black bishop is not pro-
tecting a6. White can give mate with 1.
Ra6 mate. '

In the right part of the diagram the pin on
the bishop on g2 means that {1 is unpro-
tected. Black can play 1. ... Rfl mate.

The exercise sheet Pin / Mote thonks o g
pin that accompanies this lesson contains
exampies of this kind.

in the games played by the students double
attacks arc often possible because of a pin
that is present. The diagram (=) contains
two ilustrative examples.

In the lefi part of the diagram White can
win the queen with a knight fork on bé.
This move is possible because of the pin of
the a-pawn.

In the right part of the diagram White has
an exposed king on hl and an unprotected
bishop on ¢3. The pin on the gpawn
allows Black to cash in with a double
attack. With 1. ... Qh3+ Black picks up the
bishop.

in cach of the examples considered above
the pinned picce is not 2 good defender. In
practical play students often fail to explont
this weakness. Combinations based on pins
are missed by skilled players, and certainly
also by players of Step 3 level. This is not
surprising. After all, it is casier to grasp the
concept of material than it is to grasp the
concept of funciion, Moves that involve
‘pinning’ and ‘atiacking & pinned piece’ are
not as often missed as moves that are based
on the fact that ‘a pinned piece is not a
good defender’.
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Search strategy
The search sirategy that is required for the
exercises can be explained with the help of
the diagram {4).
. Which pieces are pinned? {(Nc6)
2. Which defensive functions does the
pineed piece have?
{The knight is protecting e5 and Ne7; 1t
does not protect any important squares)
3. Which piece can you capture; or where
can vou give mate?
4. Is the back picee adequately protecied?
I White plays 1. Nxe3 he will iose a piece
after 1. ... xeS. The correct move is L
{Ixe?.

PRACTICE

Reminder
& A pinned piece is not a good defender

Workbook

U Pin / Mate thanks (o a pin: 4 £

Explanation: This exercise sheet is casy. It offers a good illustration of
the fact that a plece that is pinned agm’nst the king cannot
fulfil any defensive function.

Mistake: The suggested solution dees not lead tomate,

Help: Ask the student to try again. I the student does not find
the correct solution, it-is perhaps helpful to replace the
pinned piece by another piece, i such a way that mate in
one is now possible. More generally, it is advisable 1o go
through the basic points once more with these students.

L1 Pin / 4 pinmed piece is not a good defender: 4 .

Explanation: The presence of a pin makes it possible fo win material.
This possibility is there because of the pin. The themes
include double attack, mate in one and capluring an
‘unprotected’ piece.
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Mistake:
Helpi:

Mistake: :

Heip:.

The correct solution 18 not found,
Ask the student to explain the merits of his suggested

© move. If-the problem lies in the-function of the pinned

plece, then this piece can in most cases be replaced by
another piece (a knight usually does the trick).

The student fails to see the pin-against a square {position
123 T T
Which of the opponent’s pieces is in the way? (This is the
knight on g6}, Having spotted .this; the student-will now
réalize that the knight is in fact a pinved piece: the knight
is defending against mate on k7, and so cannof move. This
implies that the bishop on.e7 is effectively unprotected.

C1 Pin / A pinned piece is not a good defender: B. 8.8,

Explanation:

Mistake:

Explanation:

Mistéke:
Help:

See exercise sheet A, The themes on this sheet are slightly
different. They include double attack, mate in one, cap-
turing an “unprotecied’ piece and trapping a picce.

The suggested answer for position 21is 1. ... Bxg2 ot 1. ...
Nxg2. Although both moves make use of the pin on BT,
they are incorrect. In both cases White can respond by
eliminating the defender {1. ... Bxg?2 2. b5; . ... NxgZ 2.
Rxfd+y, The studenis should find this out for thomselves,

S48
This. exercise sheet covers cach of the three forms of the
pin {‘pinning’, ‘attacking & pinned piece” and “a pinned
picce is not a good defender”), As far as Step 3 level stu-
dents are concerned;. this exercize sheet is suitable for
good students only, as some of the positions are quite hard
{the sheet is suitable for all Step 4 lovel and Step 5 level
students). One of the difficult aspects of thus sheet is that
it contains exampies of the *double’ pin,
{Too) many mistakes,
Tell the students nol 1o continue with this exercise; they
carn try agatin at a later stage.



ANSWERS

Ul Pin / Muate thanks to the pin: A o
1y 1 Qxd7# 4) 1. QflH 7y 1 OxE5#
2) 1. Nb6# 5) 1. Oxh74 8 LRIE - 11}
3 1LQus 6) 1. (Qhé# 9y L Rxeb# 0 12¥

LY Pin /' A pinned piece is not a good defender: 4 L
£) L Nfe+ 3L Ng¥ 7)1 Bxfb 11y LQdsH

2y boeRQ(1, 4y 1., Nxe2+ 8 1. QfR# 123 L Rxe? -
Bxde+7 57 1. Bxds 9y 1. Rxe7
Kd7) 6) 1. Rxe6+t 10) 1. Rxed
LY Pin /A pinned piece is not a good defender: B
1) 1 Nebt b3} 6) 1.Bxd7 (1. 10} 1. .. Qc3
2y 1. Ne2+ 3} 1. Rexbd Oxd7? 11) 1. Qxds
{r ... 4) 1. ... Ngd Oxodi £2) b Neg
Bxg2? 2. 5y L. Nxb? 7). Drawing '
Rxfdts 1. (1. ... gd? 8) 1. .. B3
L Nxg2 2. 2. b8Q) 9) 1. Re6#
UL P/ Mix: A : y
1) 1.0c2 (1. 3) 1. Rd3 7) 1. Qg5 11) 1. Rb7
Qcl? 4) 1. ... Bxgs 8) 1. .. Qe6 12) 1. ... Re5
BxfZ+) 5y 1. Nb3+ 9 Drawing’
7y 1.Bes 6) 1. b4 10} 1. Rg3
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16 Threats

AL OF THE LESSON
« developing a sense of danger

PRIOR KNOWLEDGE
o different forms of attack

ACQUISITION

Concepts
minor promotion

Instruction
Discovering the atiacking possibilities of
your opponent requires a good knowledge
of the weaknesses and attacking targets in
your own position. We start our overview
of these by listing some tactical attacking
targets:
= unprotected or insufficiently unprotected
picces
e a king that 15 in danger because of
- an attack invelving check
~ a looming mate
e pieces that can no longer fulfil their task,
since they tun the risk of being captured
or chased away
e pins of your opponent
s batteries of your opponent
The diagram {4) containg two examples of
threats. The af-rook is not protected. As a
result, White is threatening 2. (d5+. A safe
move is L. ... Ra8. Protecting vour pieces
is almost always g good defensive strategy.
In the right part of the diagram Black can
cover the mate with a king move to g8 or
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he can make air with 1. ... hé. Less good is
... g6, since this resiricts the king to the
back rank. :
ey the diagram () Black’s threat 15 1o ¢li-
minate the defender of Nd3 by means of 1.
.. Rxbl. White can counter this by ox-
changing on bl or by playing 1. Ral.
In the right part Black threatens to win a
knight with 1. ... Rhgd. White can prevent
iosing material with 1. Ne2; §. Bhl 1s also
possible,
At Step 3 fevel, students can see a mate in
one coming. They will have more problems
spotting a mate in two, let alone a mate in
more moves. In many cases students will
find out too late that a particular square s
in need of protection. Thus, it is important
that the students léarn to recognize mating
threats well in advance.
In the upper part of the diagram (=) the g7-
square is in need of protection; White aims
to play the gueen to h6, from where she can
go to g7, mating Black. Black must take
appropridie measures to counter this threat.
A laborious reaction is to play 1. .. Kh8 2,
(ht Rg8. Much more efficient is 1. ... REB
2. Qho BIR, after which both of Black's
picces are still active.
In the lower part Black is threatening fo
play [. ... Bal, afler which mate is inevi-
table. This means that White must try to
defend b2 Thc knig,ht carmot be used for
this purpose, since it is pinned. The gueen
can control b2 from d4 only {cl will be
covered by the bishop on the next move),
A possible defence is 1. Qf2 Bal Z. Qd4.
In the dzagmm 8).1he obvious threat is, of

COUrse, . Oxfl mate. The right defence
miust a]so iakc account of a second mating
threat, i.e. 1. ... Qf2+, For this rcason,




bishop moves are inadequate, as are 2. (Qd3
and 2. Rdl. Inn addition, 1. Qe2 is met by
Qxd3. The only possible move 15 1, QF3,
even though this will cost a pawn.

in the diagram (1) While, being lost, has
given a last, desperate check. Black must

be careful not to play 1. ... N8, which runs -

into the surprising 2, Qxf®+ (2. .., Kxf8 3,
RhE mate). The correct move can be found
only if White’s possibilities are taken o
account. The right defence is the pretty L
.. Re8 2. Uxed+ N8, winning for Black.

The difference is that after 2. QxS+ Kxf8

3. BB+ Black can now play 3. ... Ke7.
Sormetimes there are squares in ong’s own

position:{which may be either occupied or

unioccupied) that are diffienlt to protect. In

the left part of the diagram (=) Black will.

be hard-pressed 'to defend ¢7 alter White's
Nb5: Black must move the ¢8-bishop away,
after which the rook c¢in protect ¢7.
In the right part ofthe diagram the pawion
hé 15 in danger. White tries to fix this pawn
by méans of h3. The correct move: is there-
fore't.... hS. :
C‘Uuntcmng the threats of your vppénent re-
quires a proper orientation of pofential at-
tacking targets. These targets must first be
wlentified; only then is 1t possible to find a
selution to the threat.
In the digpram {0} White is to move. Bimk
is threatening. 1. ... ReZ, attacking g2 for a
second time. Thzs tha eat cannot be met with
1. B2 (or 1. Kgl fir st}, as this loses a pawn
after 1. ... Re2-2. Kgl BdS {preventing c3)
3. Re3 Bed: White must reposition his rook
in order to avoid losing material: LR
el 2. Rf2. With this, White manages 1o
maintain an equal position. For instance: 2.
. Rxf23. Bxf2 Bed 4. €3 Be2 (4. ... g55.
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b4} &, Bgd Bxb3 5, Be7,
In the opening, the {2 and {7 squares are
difficalt to protect. This topic was already

covered in the first lesson: After §oed et 2, |-
d3 d5 3. Ndl Ni6 4. g3 dued 5. dxed Beh

6. Ngf3. we arrive at the position in the
diagram (0} White’s last move is a bad

mistake, The correct continiuation was the |

developing move 6. B2, the point-being
that 6. ... Qdd can always be met with 7.
el After the texi-move, Black can tzke

advaniage of the weakness of the:{2-pawn
by 6. ... Ngd. Young players guickly learn -
to recognize the weakneéss of T7(and12) in

their opponent’s position, They oiten ry to
exploit this weakness by playving the gueen

to b3 or a kmght to. g5, though ustally-

without a proper motivation. Learning to
recognize the same possibilitics on the part
of your oppenent s much more diffienlt.

In the eyes of the students there are many -

moves which are “forced”. In addition to
recapturing, this includes a prometion to a

queen. Students usually choose a queen

without considering any of the alternatives.
In the disgram (=) White s best advised
not to promofe (o a queen. After . bEQ
Nb6+ Black will emerge victorious. The
correct move is a minor promotion o a
knight. With Black being in check; he has
1o time to play Nb6+, As a result, the game
will end in a draw. on account of the fact
that there is insufficient material formate..

In the diagram (4} promotion fo a queen- |
will also lead to adefeatt 1, gBOQNH+-2, -
Kg7 NugB 3 Kxp8 Kgd, after which White - -
wilt lose both of his pawns. Surprisingly -

enough, White can win with 1. o8N, Black

is' now forced to move his knight, after

which White can give mate on £6. 1. Kg8




Nh6+ 2. Kh7 Npd amounts 1o a loss of
tirne;, here, again, White should play 1.
The diagram { o} offers another exarmple of
& position in which it is necessary to take
into account your opponent’s possibilities.
In the left part of the diagram, 1. b8Q only
leads to a draw after 1. ... alQ+ 2. Kxal
stalemmate. A minor promotion to a knight is
insufficient after 1. ... Kb35: now White
wiil lose his last pawn or the position will
be drawn afier 2. Ne6 Kxe6. The best move
is 1. b8R (although promotion to a bishop
15 also winning), after which Black still has
a7 available for his king.

In the right part of the diagram Black is
lost, but he can still make life difficult by
playing 1. ... Bgd. The aim of this move is
not hard io see: after 2. Bxgd Kxgd, White
is left with two knights. White's only road
to victory is 2. N£2 Bxh5 3. NES mate.
Although pins are an effective weapon, it is
unwise to put too much trust in them. In the
diagram {=) Black is not threatening lo
take on {4. But i3 he threatening something
else? Can Black profect or move away his
rook with a gain of tempo? This question is
the first step to the correct solution, which
is the move 1. ... Rg8 The pin has been
removed and Nf4 is in danger, but because
of the pin the kmght cannot move, While
shouid play 1. Nh5.

in the diagram {8} Black has just played
e4, attacking the knight. What makes this
position-difficult is that this threat distracts
students from recognizing the other-danger:
since the queen can no longer retreat to d3,
Nal is also a sericus threat. The only way
for White to avoid losing material is to play
1. Ng5,
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Finally, the position in the diagram (0} 18- [%
representative of a frequently made error.
There is no threat present vet, but plaving a
move creates a threat. Black wants to chase
away the bishop by playing 1. ... bS and to
exchange queens, thereby giving White a
doubled pawn. This is & good strategic
plan, but it fails tactically. Affer 1. ... b5
the Black queen is no longer protected, so
that White can play 2. Bxf7+, winning on
the spot.

This has been a long lesson. Note, though,
that it is not necessary fo discuss all the
examples. This will depend on the level of
the answers given by the students. What is
most important is that the students learn to
recognize the thrests of the opponent. This
requires a change i perspeclive, singg at
this level most students focus on their own
opportunitics only,

PRACTICE
Workbook

L1 Orientation / ldentify the threai: A ol

Explanation: This exercise sheet 1s different from other sheets. it is not
primarily concerned with your own opportunities, but
with those of the opponent. The first question that is rele-
vant is: What is the theeat? A good scarch straiegy is to
focus on the valnerable points i vour own position. Can
the opponent give check? Is one of my pieces attacked or
unprotecied?. Is there a mating threat? Is there a baitery
that is ready 1o strike? Ask the studenis {o write down the
relevant. threat, After this, the students can be asked to
come up with an appropriate defence to ‘:he thir eai

Mistake: The threat 15 not spotted. :

Help: Put the position on the board, turn the board amund and
ask -the. student to find the winning continustion.. This
involves a mixed exercise, for which the scarch strategy
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Mwmkc
Help:

for general characterisiics is the appropriate key to solve

_the exercises.
~ No appmprxaf;s move to counter the threat is found.
~ Ask the student to indicate what the threat is. This will

help to highlight the attacking targets. After this, ask the
student to provide a move which renders the threatehing
move impessible, or which hrmg:,f» the attacking target into

: safety.

2 C}é‘ienfaﬁém / .f(iﬁf-zzy‘y the threat; B . 28
Heplanation: Sce exercise sheet A.

The road to victory requires-an in-between move. Give the

Mistake: Ne threat 1s spotied in position 5.
Help:
hint: recapturing 18 not required.
ANSWERS

Ll Ovientation / Identify the threat: A
D1 Qbd (1. 0-00r 1. Bxed)
2y 2. RhE+and mate (1. ... a6 s
the *lazy’ solution; 1. ...
Qf24 18 the winning solution}

3y 2. Ndé (1. ... Be7 is best; this
move also prevenis 2. Nxfo+)

4y 2 R4 (1, L. Qc¥ is the only
movey L. Q48 2. Rd by

5y 2.Qed and 2. Rxa7+ (1. ...
Rbe8! protects the bishop and
creates a flight sguare for the

[ Orientation / [dentify the threat: B
1y 1. Nxd5 (5. Rbi /1. Rdl)
2) 2. Qe4{ Lo KhTy

1) 2084 (1. .. g5/ 1. ... KgB)
4) 2. Bd2 (1. ... Nd7) 2. a3?
Bd6

5) 2. Bxe6 (. ... Nf6)
6) 2. Q6 (1. ... Bd6)
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king}
6) 1. .. Nxed (1. Rfel)
7y 2. Bxet (1. ... Rxdli among

many other moves)
&y 1. .. Bred (1. Bxglorl,
Qal)

Gy 1. NeS+ {1 Rf5Sor | Ri6y)
1) 2. Rxed (1. ... Qeoorl. ..
Qfs)
Iy 20Rg7+ (1. ... Nedt)
12y 2. Ne7+ (1. ... Keh
T2 5 (1L Bbd)
8) 2. Bed (1. ...Qe8)
92 Re3{L .. BfTar b ..
RcR}

10) Drrawing
1y Drrawing

12) 2.QF65 (1 .. Qc7: 1. ... QeT)
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GOAL OF THE LESSON
» expanding on basic endgame knowiedge
« improving pawn endgame skills

PRIOR KNOWLEDGE
« the square of the pawn
s key squares (lesson 14)

ACOUISITION

Conecpts
fugrwang, passing

instruction

In lesson 14 the concept of kev square was
introduced. Gaining contrel of a key square
makes it possible to win a game. In the
present lesson we will léarn the technique
that is required for gaining control of {and
occupying) key squares. We will also look
at-ihe technique Teguired to countrol key
squares by means of protection. _
Consider the diagram {8). If Black is 1o
move, then he must relinguish his control
of one of the three key sguarcs. After 1. ...
Keb White can occupy a key square with 2.
Kas. If, on the other hand, White is to

move; he will probably play the king to |

cither a4 or o4, after which Black -can

successfully defend the key squares onat.
and ¢6. The principle is clear: losing con- -
irgl of a key square must, if possible, be ..
avoided at-all cost. This means that:it isiin [
some cases disadvantageous to be the side |

that is to move. The term that.is. used for
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this scepario is “Zugzwang’. :

In the diagram () White can’ occapy one
of the key squares by plaving the prepa-
ratory move I, KI5, Black is now in Zug-
zwang. Black’s best reply would be two
pass, but this, wnfortunately, is not per-
mitted. The black king must vield, for in-
stance by L. ... kg7, after which White can
oecupy a key square with 2, Keé,

It is imporiant that the students practice
these positions thoroughly. This will give
them an idea of the correct strategy.

In the feft part of the diagram (=) White
can gain control of a key square by forcing
Black to vield. White must continue using
this strategy until he has reached one of the
key squares. An illustrative variation is L
Kad Kbé 2. Kbd Keo 3, ked Kdé 4. KbhS,
winning.

In the right part of the diagram White can
reach one of the key squares by correctly
judging the distance between the two
kings: after 1. Kh3! K5 2. Khd Kgé 3.
Kg4 Black is forced to vield, and White
can occupy a key square.

For the defending side, the strategy that is
required for the protection of key squares is
alsc based on the principle that vielding is
disadvantageous.

In the left part of the diagram (&) White is
threatening to gain control of a key squarg
with 2. Kb5, Black must therefore play L
.. Keg, after which White will be unable o
occupy 2 key square. After 2. Kbd Kh6 3.
Kad Ka6 White cannot make any progress.
In the right part of the diagram Black’s best
bet is 1. ... Kg7 (1. ... Kf7 and 1. ... Kh7
are also adequate}. A possible continuation
is 2. Kf3 Kf7 3. go+ Kg7 4. Kg5 Kg8! (the
only move} 5. KI6 Ki8 6. g7+ Kg8 7. Kgb

118




stalemate, If the pawn is positioned onsthe =
6" rank, the king must move back-in’a

straight Hne. o

In the diagram (tt} the position is drawn,~
regardless of whether it is White or Black: [
that is to move. If it is White’s move, he: (-

can try 1. Kb4, Black must meet this move
with 1. ... Kh6; if White plays 1. Ked the
correct reply is 1. ... K6l In both cases
Black prevems having o yvield on the next
move; this stralegy will guarantee a draw.
H Black is {0 move, then he must iake info
account an wnnunent 2. Kbd or 2. Ked,
which Black must be able 1o meet with 2.
- Kb6 and 2. ... Kb, respectively, This
means that Black must move the king to a
squarc that borders on both bo and 6. The
only square which meets this eriterion is
of; thus, 1, ... K71 is the only move that
draws. Ask the students to finish this game
position.

The diagram {=} is slightly more difficult.
I Biack ts to move, he must take inio
account the moves 2. Ked and 2. Ki4
Biack must be able to meet these with 2. .,
Keb and 2. ... K16, respectively. This
suggests that Black has a choice between 1.
.. Ke7 and 1. ... Kf7, Both are sufficient to
draw. Note, however, that if Black chooses
the latter option, then a subsequent 2. Kf3
must be countered with 2. ... Kgil

In the diagram {8} Black has a pawn, but is

nevertheless in danger of losing, White s
threatening 1o pick up the pawn with I -

Kb&. Black has no chance afler 1. ... Kb7
2. Kb5 Ko7 3. Kxe5. In this line Black will

also lose after 2. ... o4 2. bxcd. The correct . |

approach 1s to sacrifice the pawn straight
away: L. ... ¢4 2. bued Ka7 3. Kb5 Kh7-4.
Keb K7, drawing.
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In the diagram (0} White is threatening to
pick up the eS-pawn with 1. Kf5. It is too
late to try and defend the key squares of the
fipawn: 1. Kg7 2. KfS K7 3. Kxes,
and White has control of a key scuare, A
betier try' is 2. ... ed, which draws after 3.
fxed? Ki7. ?he pmbicm is that White hasa ..
better reply: after 3. Kx:::4 Kf6, 4. Kf4
wins. Black must start with the surprising
1. .. ed. This move forces White to .take
mth the pawn. As a consequerce, the
pattern of the key squares is changed: all-of
sudden the key squares are d6, e6.and 6, . .
and these can be successfully defended by
Black, although Black still must be careful:
1. .. ed 2. fzed Kgh! 3. Kg5 Kg7! 4. KI5
KI7 5. KeS Ke7, drawing.

Occupying a key square does not always
gudranice the defending side a draw.

In the lefi part of the diagram (=) the Black
king is occupying a key scquiare. But-this in
itself means nothiﬁgi It does not matter
whether the defending side is occupying a
key square; the only thing that matters is
that the opposing side cannot gain access to
it. After 1. ... Kb7 2. KbS Black will lose
the battle for the key squares.

When it comes to defending key squares, a
counterattack on the pawn may semetimes
prove useful. In most cases, however, such
attacks can be successfully dealt with. For
instance, in the right part of the diagram L.
... Kh6 can be et with 2, Kf6.

In the previous lesson on key squares we
already noted that different rules apply to
the rooks’ pawns (i.e. the a- and h-pawns).
It is useful to repeat and illustrate this
point.
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In the left part of the diagram (2) White- s oy
unable o win because he cannot force the
Black king out of the comer. With the
pawn on the edge of the board, White lacks .-
sufficient room for manoeuvring,

In the right part of the diagram White can
win by shielding oft the black king with L
Kg?. But if i is Black’s move, the position
is a draw, the point being that after 1. ...
K% 2. Kh7 KI7 White is unable to make
any progress. A defending king can always
block an a-pawn or h-pawn if it can reach
the comer square.. The. diagram also shows
that the Black king can block the white h-
pawn if it manages to reach f8 {the same
situation applies-in the case of a black a-
pawn and a white king on ¢l, of course}.
Lesson 37 of the Manual 3" is devoted to
pawn endings with rocks’ pawns.

PRACTICE

Reminder
& Key squares

Warkbook

L1 Paws ending / Key squares: B &

Explanation: For most positions, indicating the first move is sufficient.
Some of the positions can be played to a finish (we regard
a game as {inished if the pawn has reached the promotion
square). The ‘trainer .can walk around, finishing game
positions against each.of the students-in turn. Each student
should be able 1o win won- positions .and draw drawn
positions without effort. '

Mistake: The pawn is advanced too quickly.

Help: This is not a problem, provided the mistake is incidental,
If the mistake persists, however, it will be necessary to go
through the lesson once more. In this case it might be a
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good idea to ask another student to expl&m the subject

mafter.

Mistake: The student fails to spot a {kfendmg king move ‘st a
distance” {positicns 7, 8 and 9. .

Help: Stadents lacking the necessary spatial knowledge will

continue to make mistakes in ‘these exorcises. Use the
board and put counters on the key sgilares. The defending
side must ensure that the enemy king cannot reach a key
square, All the defending side has to do i5 controi the key
squares; it 1S not necessary (o occupy them,

U1 Pawn ending / Key squares: C 88

Explanation: Most of the positions here also have an enemy pawn. The
defending side can use this pawn to change the pattern of
key squares or to force back the enemy king. The
attacking side must ©y o conguer the pawn without
losing control of the key squares.

Mistake: The pawn is sacrificed at too late a stage.

Help: Ask the student to indicate. the differences between
sacrificing directly and playing a king move first. Having
a choice between the two strategies clearly suits the
attacking side. As such, the best strategy is to sacrifice the
pawn when the opponent has only one way to capture it.

[l Tese / Repetition: C &
Explanation: The positions will be familiar. Problems are to be
expected only when the students have insufficiently

mastered the subject matier,

O Test/ Mix: F 8.8
Explanation: The themes of the positions have been covered in lessons
12-15 of Step 3: ‘defendmg against a pin’, “lrapping a
piece’, ‘key squares’ and ‘a pmmned plece is not a good
defender’. The themes need not necessarily be discussed
with the students; this depends on the students’ experience
with doing mixed tests. A good way to start is to have an
in-clags discussion of some of the positions first.
I Test 7/ Mix: G Has
Explanation: The themes of the positions have been covered in Step 2
and Step 3.
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ANSWERS

U1 Pawn ending / Rey squaves: B
0} b KeTHE Kds K47 4
23 b KB 2 Keh Kol -4
3y LEc3TKbS 2. Kd4
4y Lood K7 2. Kd6
51 1 Ked! Kf6 2. K4 Kgb 3.

Kgd
6} I Ked! Kdo 2. Ka4
Ty o RBTHE Kad Kab b ls
By 1. ... Ke7; mside the square
of the pawn! Yarla 2 ...

i Pown ending / Rey squaves: C

1Y 1. exdd

2} Drawing

33 L. KbE A

4y 1., d3 20 cxd3 Kb W l4
) I DR R

o) 1L K4

7y 1. d4 2, exdd K8 a4
8} L. Kd6!

LI Test/ Repetition:
1 1. Rxe6ff o
21 Of6
3 B
4) 1. Bxds
531 Kgf‘i
6} 1...Rd7-

(1 Test / Mix: }*

1y 1. Nbé6 {defending ag:,amsi

a pm)

2y LK 2 Kel Kg2 tkey
squares)

33 1. BgS (trapping a piece)

4y 1. (Qd4 (double attack with
the gueen)

Ked? 2 Keo)
9y I, .. KdB 2 Kd5 Kd7 -4

1) LK K6 2. Khd Kg7 3.
Keg5

P} B Ked (1 Ke3? Ke7 5-14)
I.... Ke6 2, Ked Kds 3,
kdd

I LRI 2 Ked Ket 3. Kad
Kd6 4. Ked Keb 4%

9 1gs Ke7 2. Kes

i 1. 15 2, Kes KEf8. Another
wayis §. ... KeB 2, £5 Kd7!
or 2. Ke6 i5 414

Ty b L hS2. KgS5hd 3. Kxhd
Kho o-4

12y 1. Ket 18-

7y 1. Nf6+
B) 1...Qa8

9 LKbG6 oo
10y 1. NB§ oo
Ty 1. NeZ 07
12) 1.Bd2 =

5L .. Ngd and if 2. Bxd8 then
: E\ﬂ# (éefemﬁmg agaxmt a
- piny.
6)T. Kh2 (pm)
8) L E}SI)+_Kxb.8_2 Kb6 but not
2. b6 KB 3. b7+ Kb,
drawing (key squares)
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9) 1. ... g5 followed by 2. ...
Kgb and the bishop goes
{trapping a piece)

10; 1. Ral (defending againsta
pin; the threat is 2. Rxa?+
Kxa7 3. Ral#, and so Black

LY Tese / Mix: G

By 1. Rh2+ Bxh2 2. Qhd# (luring
away + mate)

2y 1L Rd32 EbZcd 3 Kel
K3 (square of the pawn,
assisting and kev squares)

3y 1 Ng5+; not b Nfg+ Nxfs,
when Rel is protected
{discovered attack)

4} 1. ... g4 (rapping a4 piece)

3y Dirawing

63 1. Rxhé+ Bxh6 2. Ru7# (mate
through access)

Jan Timman and Nigel Short

has no time o take on o4} |
TEY 1. Ne7+ KhE 2. Ngb+(a
pinned piece 1s not 2 good
defender)
123 1. BdS (rappong a piece)

7y 1. Rxh7+ (mate through
access) :

&) 1. ... Rhi+ (luring away +
mate}

D L Qedrof b Qe of 1,
Bdgd+ (draw by perpetual
check) .

10) 1. Bfd (K-ray attack)

FEY 1. NeB+ KaB 2, Nb6+ (draw
by perpetual check)

12} i. .. Ko4 {square of the pawn,
shielding off)
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List of concepts

alternative

blunder

centralising
centre
combination
compensation
connect
cutting off
developing
duo

en prise

endgarme

exchange

A move which, besides the move playved, comes
into consideration.

A very bad move. The term is relative, At a lower
level, & blunder allows mate or toss of a piece. Ata
higher level, a serious: positional ervor is also con-
sicdered to be a blunder.-

Playing the pieces to the middle of the board so that
they gain mobility, . -

The middle of the chess board {the squares d4, d5,
ed andef) o .

A forced series of moves leading to mate, loss of
material-ora-deaw,

An advantage which compensates for a disadvan-
tage, For instance, a large lead in development may
compensate for the loss of a pawn,

Two rooks of the same colour are connected if they
are positioned on the same file or rank without any
pieces intervening.

Spectfic-term for %E}m?dmg Oi"i the king using a roek
OF queen.: o

Bringing out the pieces durmg the opening phasc
Two pawns of the same colour that are gmsmﬁn{:d
next to each othér on the same rank.

A French expression: A p&ect, {other than thﬂ kmg}
which .is vmder attack is “en prise’. It is {,xpoged e
be captured (pronounced en-preez). : :
The final phase of a game, which arises. aftm‘ the
middlegame. has ended.The separation- between
middlegame. and: endgame 810 some- extent arbic-
trary. An endgame typically arises after-most of the
pieces have been exchanged; another charstieristic
of aﬁdgamca is that the kmg can start to piay an
active role.

As-a noun it is-the daffcmma betwe:en a m@k anﬁ it
bishop or a knight, The:player who captures 4 pro-
tected -rook” with-hig bishop ortkaight, viGsithe
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exchange
flight sguare

forced move
fork

gambit

getting a queen

hanging
hole
Jadoube

kingside
line change
line piece

line .
major pleces

middlegame -

minor pieces

minet promotion

mobile pawn contre
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exchange, i.e. he has made a profitable exchange
{or *is the exchange up”). It makes a difference of
two points,

As averb, a synonymous for “irade’.

A term that is moestly used to indicate 2 sguare
where the king may escape to. Less often used for
other pieces.

The only move which does not straight away lead
to a loss, There is no reasonable aliernative.,

A double atiack with a knight (knight fork) or with
a pawn {pawn fork),

A sacrifice during the opening phase, usually in the
form of & pawn,

Popular expression for-pushing a pawn o the other
side of the board.: Swictty speaking, this i an in-
accurate phrase because pieces other than the queen
could also be selected.

insufficiently protected. A piece that is dangling or
hanging, is being attacked and the immediate threat
is that it will be lost.

A flight square for the king (mostly in a castled
position). To make ‘air’ is to advance onc of the
pawns in front of the castled king.

French for 'L adiust’, to be uttered immediately
before readjusting a chess piece. This prevents &
plaver from having to play with the piece touched,
The part of the board that consigts of the e, I, g
and h-files. .

A change in the lme of a pawn; this usuzlly
involves the knight’s pawn being lured to the edge
of the board {see lesson 3+).

The queen, rook or bishop

. A dile, rank or diagonal

Queens or rooks,

“The phase of the game between the opening and the

endgame.

Bishops and knights.

The promotion of a pawn to a rook, hishop or
knight.

Central pawns that have not been fixed.



opening
passive
pawn structurg

Petrov defence
piece

gueenside

quiet move

refiste

resigning

sacrifice

shie?ding off
sinltaneous display

strategy
tactics

tactics

tempo
trap

The initial phase of a game during wiamh b{}th m{iec;
develop their pieces. -

A term that refers to the pomtmn of a piece whsuh
lacks activity.

The way m which pawns of the same ¢olour are
grouped.

The name of an opening.

Strictly spmkmg, this term refers to kmg queens,
rooks, bishops or knights. In this manual, the ex-
pression ‘pieces’ is also used to refer to pieces and
pawns collectively. Which of the two meanings is
mtended will be clear from the context.

The part of ihe board that consists of the a-, b-, ¢~

and: a8 files

A (visuall ¥ vary stmng) MOovE thai does not. mwhfe

a check or a capture.

Showing that a certain move {or series of moves) is

not corvect.

Giving up a game before being mated. Res:gmngj

does not happen very frequently at-Step 3 level.

Giving up material voluntarily in order to gain an

other advantage or 1o avoid a greater disadvantage,

Making sure that an enemy piece (usually the king)
cannot gain access to a particular area of the-board.

‘A match in which one player plays against. more

than one player at the same time.

Aleng-term plan.

A move or series of moves to force gain of mate-
rial; mate or a draw.,

Tvery(iasy usage: a shori-term procedurg for car:y
g out a particular plan or for achievmg A’ parti-
cular goal (e.g. ‘the wrong tactics”).

indication for a move (falian for time}. -0

A move which, while perhaps not objectively the
best, entices the opponent to play an obwous but
WIONZ Move. :
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rdering

The following books are available in the Btep Method series:

Manuals for chess trainers:  Step 1, Step 2, Step 3, Step 4, Step 5

Workbooks: mtep §o5tep 2, Btep 3, Step 4, Step 5, Step 6
Extra workbhooks: -~ Step Zrextra, Step 3-oxtra, Step 4 extra,

Step 5 extra
Plug workbook: Step 3+

English versions are in bold :
Updated information can be found on our website at:
www.stappenmethode.n!

Prices

Manual €450
Waorkbook (except for Step 6) €495 .
Workbook Step 6 £900

Attractive is an order of more copies of the workbooks (price € 4,95).
This order could consist of several different Steps.

When ordering 10 copies; the price is € 4,50 percopy.

When ordering 50 copies, the price is € 4,10 per copy.

Prices are all exclusive of mailing charges or applicable local sales tax.

All books can be ordered through the internet:
www.stappenmethoden]
www.schachuhr.com

Information

C. van Wijgerden

Lotte 8tam-Beesestraat 78

3066 HB Rotterdam

The Netherlands

Tel: 31 {010 4564122

Fax: 31 (0104564184

E-mail; info@stappenmethode.nl
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