


© Copyright 2004 - 2015, Van Wijgerden

All rights reserved. No part of this publication may be reproduced, stored in
a retrieval system or transmitted in any other form or by any means without
permission in writing from the publisher.

3" edition

ISBN 978-90-77275-36-8

Publisher: Cor van Wijgerden

English translation: David Fitzpatrick, lan Adams
English proofreading: lan Adams

Drawings: Rupert van der Linden

Cover design: Eric van der Schilden
Information: www.stappenmethode.com

E-mail: info@stappenmethode.nl



Contents

Preface (oo 4
The second SteP...ovverrermienccrririnne 5
How childeen learn how
to play Chess. .., 6
Characteristics of children’s
BAMNES  1evvvrceerecrniiesrrrranresseesesesmnone 9
Teaching material in the second
SIBD e e 11
Sequence of the teaching
MAterial ....ocoeciice e 13
Teaching......ccvveorreccconnieeserensecnns 14
* Onenation .........ccoveeivesereenenne 3]
* Prior knowledge.......ccovvevrncnnane. 15
* ACQUISTHON .o 16
¢ Practice....ccccecvvnencircnnccieenrie e 19
-Reminders ...ooooecovveireieeeeeinnn 19
- Exercise sheets ......oocccvviivenennnnn 20
+ Playing formats .......c.cccoceceriennee 24
+ An overview of the mini-games 28
¢ TeStING cevsviticeirricrecrericees e 29
The discussion of children’s games 31
« Josina-Daniélle........c.ccoorereeerenenn 36
+ Anpe-Alessandra............ccocooieee. 38
The Chess TutoT.......ccoeerevrivecr e 41
Certificate.......coveeevrveeecirierneens 43
Indications for the use of
this manual ........coocviereemiveiriecnrnnae, 44

Lessons Step 2

15 ACHVIEY v s 45
2: Double attack (1) .ooceecereiccnarne 51
3: Double attack (2} .......cocovcverana. 58
4: The PIN e 65

6: The 3 golden rules........cccccunen. 79
7: Mate in tWo .c.oovrerccnrecieernrnreee 88
8: Double attack: knight................ 94
9: Mating with the rook........c........ 99
10: Double attack: X & A ... 104
11: Discovered attack................. 110
12; Defending against mate ........ 117
13: Short notation......c...cecureeerens 122
Additional workbooks .............. 127
Step 2 eXtra oo 128
Step 2 plus.ccconen i i29
Step 2 thinking ahead.................. 129
Lessons Step 2 plus

I Mate .o criene 130
2% Pawn endings......cccccceiveiennen. 137
3% The 0pening ........ccerecreenrenras 141
4" Defending ....ococceeeereiverenrianne. 147
5': Route planner..........cooccerineenn 152
6*: Working out mate .......c....c..... 158
77 Stalemate ........coveveicveoveceinnnias 163
8*: Winning material ................... 168
9 Playing rules ......ccccovvvieeneens 173
Thinking ahead

Prior knowledge .....oocecrvneicicran 177
How do we start? .........oooevvcvenne 179
Types of exercise: a first look..... 181
Phases of thinking ahead............. 182
The workbook .........oceiiiicinns 187
Blindfold .......cccovcvvvevinsiennnnnns 197
List of concepts......oecrrvnvicercnns 202
The StEPS.ovvieicireiceireeerecerriane 208



Preface

The Step-by-step method has been successfully adopted by many chess clubs and
schools in the Netherlands, Belgium, France, Germany, Switzerland and Austria.
Slowly but steadily the method is gaining popularity throughout the world. Up
till now the books have been translated into ten different languages.

The whole course consists of six manuals, specifically for chess teachers, trainers
and parents, and workbooks (3 or 4 for each step) that can be used by the students
themselves,

The “real’ work begins in the second step. After the rules of the game and the basic
skills from the previous step the first principles of tactics and positional play are on
the program now. We are going to teach attacking techniques and winning material
in a clever way. Tactics are very important in playing chess. Tactical possibilities
of the advanced chess players originate from a good positional play, in case of the
students of step two they come out of thin air. At this level all games are decided
by tactics, so it is logical to pay a lot of attention to this matter. Positional play
is still being inferior comparing to tactics. The problem is that even the most
simple positional concepts are aiming too high. The introduction is made in the
second step but at the beginning it is better to point out the positional elements
analysing the children’s games.

New in this edition is a chapter about Thinking ahead (page 177) with instructions
for using the workbook 2 Step Thinking ahead.

Except for one workbook twenty-six books have already been translated into
English. You will find updated information on our website at:
www.stappenmethode.nl/en

Contact: info@stappenmethode.nl

The Chess Tutor (for now only Windows) is a series of chess learning software
based on the ‘Steps Method’ (page 41).

Enjoy your chess lessons!

Coevorden 2015
Cor van Wijgerden



The second step

‘We start from the standpoint that the lessons in this step can only be of real use
when children have previously successfully finished the first step, This means
more than a pass mark in the tests. The basic skills of the first step also have to
be applied by the children in their games. If the students have not mastered the
necessary skills, then offering them new knowledge will only backfire.

For the teacher this means that he has to be aware of the didactic approach which
was described in the manual of the first step.

In the manual for the second step, the stress is on enhancing the students’ skills. The

emphasis lies on attacking play. We teach about targets and attacking techniques

because:

» further mastery of the material becomes possible (capturing material in a
clever way)

+ in chess the attacking side wins

» attacking is an excellent incentive

Mastering previously unknown possibilities stimulates the young chess players,

They can apply what has just been learned directly in their games.

Basic techniques such as the double attack, the pin and eliminating the defence

form the building blocks for combinations. That’s why we need to offer these

techniques in as structured a way as possible. A good understanding, linked to a

well-practised skill is the basis for future success with more difficult parts.

All the sections from Step 1 on ‘How children leam to play chess’ and ‘Teaching’
(adapted to the second step) are also reproduced here. Many teachers begin at
Step 2 because the child has already leamned chess from grandpa or uncle Bob.,
They don’t make use of the first manual. Despite that, almost all children who
come to a chess club and already know how to play chess can profit a lot from
the exercises in the first step. Especially the workbooks Step 1 extra and Step 1
plus can be useful. In particular, workbook Step 1 plus is for many students from
Step 2 more than enough of a challenge.

The importance of the extra and plus books should not be underestimated. A mail
from a chess trainer stressed its importance: “For all my students 1 have come to
the conclusion that the additional training from Step 1 and 2 extra is necessary
for them to improve quickly in playing strength., Even when they are already on
Step 3 in the club. After 15 mix-sheets in Step 1 extra they suddenly no longer
give pieces away. They win tournaments with ease, while four months carlier
they ended somewhere in the middle.”



How children learn to play chess

The game of chess has an enormous attraction for children. The shape and different
moves of the chess pieces fascinate them. Chess is a game in which you can be
boss, and where vou face the consequences of your own actions, Good or bad
luck, such as you experience in games like ‘Bingo’ or ‘Monopoly’, do not exist
in chess. In short, children think it is a nice — even cool — game.

Capturing

After learning the way the pieces move and how to capture your opponent’s
pieces, playing becomes a real treat. [t does not really matter a lot to them whether
material is lost. For children, the first aim of the game then becomes capturing the
opponent’s pieces. The captured pieces are then neatly arranged in order of battle
along the side of the board, preferably on their own side. The loot is regularly
connted. Children will even count the pieces again if nothing has been captured
in the meantime.

Even if they know the concept of mating and are partially capable of executing
mate, they will remain so fascinated by capturing that this is what they are after
in the first place. They will select a piece (each child having his or her own
preference) and will start hunting with it. 1f the piece is killed in action, then it is
the turn of the next piece. When one of the players is mated, it 1s often by accident
and it comes as a surprise to both players. They would rather continue! “You are
mated” is countered by “Yes, but I’ve got your queen.”.

The material phase

The period during which children are occupied with the material itself is easily
identifiabie, We call this period: the materiak phase. The children explore the
pieces and the way they move over the board. After playing for a while, they do
not hesitate any more about the way the pieces move. A global overview of the
board is, however, not even close. The notion of which pieces are at risk and which
can be captured safely develops much more slowly. Playing lots of mini-games
and games is the most natural way to improve this ‘board vision’.

The children will be helped enormously in their chess developtent, if they get
the chance to work through this material phase at their own pace as completely
as may be possible. One of the benefits (among others) in later games will be that
they do not continuc to give pieces away.

The spatial phase
Mastering the concept of mate and focusing on finding a mate will only be

properly assimilated if a child learns enough about spatial concepts linked to the
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board during the material phase. It has to discover that the way the pieces move
depends not only on the piece itself but also on the way the board is divided into
squares, It is only then that the child really understands the concept of space.
The students reach this new plateau, which we call the spatial phase, without
completely leaving the previous one. To start with this phase without taking the
previous one into account will lead to more and unnecessary mistakes in the
games of the children. It will then take the children quite some time to reach the
following phase.

The time phase

We play moves in chess with a certain goal in mind. We need time to reach that
goal.

Time is expressed in moves. Chess players call a move a termpo (i.e. ‘time’ in
Italian, with its plural: tempi). The stronger our play becomes, the more important
tempi become. Even playing as White is then an advantage, because White is the
side that starts the game. For this reason, we call the third phase of development
the time phase. The fact that it takes a number of years before a child reaches
that level requires a bit of explanation.

Students do not have any inkling of the importance of time during the first step.
They sometimes invent wonderful plans that are a few moves deep, e.g. to catch
a pawn with their king. The opponent unfortunately can counter the threat in
just one move when the intended capture is near. In our eyes, this is a waste of
time, but we have to realise that children do not yet understand that they could
have utilised those wasted moves betier. Even children in the second step merrily
pursue with their king an opponent’s pawn (White: a4 — Black: Kb3: 1. a5 Kb4
2. a6 Kb5 3. a7 Kb6 4. a8Q). We may conclude from the way they react that they
do not even consider this strange: “That was close!”

This insufficient understanding of the concept of time is in a way remarkable.
Children do not like it when they have to miss a turn during ‘Monopoly’. They
most certainly realise that they are at a disadvantage as regards their opponents.
You never have to miss a single move during chess: you must play whenever it
is your turn, Children may possibly work out that ‘stupid’ moves are actually a
bit like missing a turn (t.e. losing a tempo), but this does not seem important to
them since they expect that their opponent will not see their threat,

As a result of the lessons and comments about their games, they will gradually
start to understand during Step 2 the real truth, that a chess game is more than just
a sequence of separate moves. Through the exercises they learn the importance
of locking a few moves ahead. In the plus part of Step 1 time plays a bigger role
in more lcssons. In lesson 17 on threatening mate you must strike immediately.
Waiting a move before executing the threat will allow a possible defence. The
route planners should be resolved within a given number of moves. Lesson 2!
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is experienced as difficult by trainers and students. No doubt partly due to the
tmporlance of time and that importance is currently for many guite dimly perceived
(but certainly this is not a reason to skip the lesson).

As a result of the lessons on the opening (especially on gambits) children learn
that you may ‘exchange’ material for space and time. By then, however, we
are already into Step 3. Only then do the concepts of gaining or losing a tempo
become moreg important. When commenting on their games, we shall then follow
up on this point: “You can gain a tempo by playing this. You will lose a tempo in
development. That is going to cost you a tempo.”

Nong of the three phases described above is a clearly defined and visible period,
but they run partially along parallel tracks. Only the initial and final stages of
each phase are at a different point in the learning process.

Experience reveals that children need all their attention and energy at the start of
a certain phase, so that there is no room in their minds nor energy available for
the next one. This is logical, because there are as yet few automatisms and much
depends on the working memory. That has a limited capacity and, in addition,
even that capacity is less among children than among adults.

After some time, when the material to be learned has been mastered up to a certain
point, then the next phase can be started gradually. As soon as you observe that
they have to some extent mastered the ideas of a phase, you may slowly start
with the next phase. The children are then more and more able to refer to their
long term memory.

The relevance of this for chess teaching

A chess trainer will do well to take the three stages described above into account
during his lessons. He can help the children if he allows them to play a sufficient
number of (mini-)games and to do the exercises during the material phase. The
right concepts and skills will thus be acquired and practised at the right moment,
The duration of each phase tends to depend on the individual. This is why our
aim should be to adapt chess teaching as much as possible to suit the individual
child. In practice, this will of course conflict with a lack of manpower, but we
can go quite far in the right direction by making use of the exercise sheets, and
especially by letting the children play enough games.

Mini-games (see Step 1) are often more suitable than normal games. In a mini-
game the amount of information you need to look at is much smaller than in real
games. All the attention can go to attack and defenice and the process of rendering
automatic the playing of safe moves proceeds in this case much faster. Also in
Step 2 many mini-games from Step 1 are still great. It’s casy to move up a gear

8



at this level. Mini-games involving trapping (rook, bishop and knight have to trap
an enemy knight), mate (queen, rook and knight have to mate the king on d5) and
many others are easy to make suitable for Step 2.

Consequences for practice

The above-mentioned phases also have importance for the practical game. It does
not make sense to point out all kinds of aspects regarding the spatial division of
the board during the material phase, nor about giving mate in a certain position,
Nor is it important to force children to think about their moves for a long time.
The point is that the problem the children face in the game they are playing is
represented by the material that is left on the board, and not by any other factors.
In practice, we have come across many well-meaning people who think that they
are promoting positive development by forcing children to spend a long time
thinking about their moves. Unfortmnately, the opposite is true. The child is bored
until it is allowed to make a move and will lose interest in the game.

It is obvious that playing with a clock af this stage is not appropriate and only
causes the child to lose concentration.

Assistance by the trainer during a friendly game along the lines of: “Just have a
good look, you can capture a piece” is in a different category altogether and is
the right thing to do. During teaching and when commenting on the children’s
games we always nced to remain aware of which phase the children are at. That
way we may be able to correct the child’s errors more effectively.

Characteristics of children’s games

The children in the beginners’ phase make mistakes of course. A child’s game

has the following characteristics.

Children:

= play at the edge of the board
They search for the safety of the edge. You can only be attacked on one side
and there is less danger.

« play with only a few pieces
This aspect is linked to the limited oversight that they have in the game. Onty a
few pieces can be watched at the same time. The possibilities of one piece are
more than interesting enough. There is hardly any cooperation between pieces.
This manifests itself in ‘many pawn moves’ and ‘aimlessly giving check’.

+ are focussed on material
Squares without anything on them are not interesting. They are more prone
to capture all the opponent’s pieces. The relative value of the pieces doesn’t
play a role for now. A child will without any hesitation trade his super active
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bishop for a rook.

s play quickly
Moving and capturing are the attractive sides of the game. When you play a
move quickly, your turn will soon come again. The time the opponent spends
on thinking is not appreciated (*““Your tumn!”).
Characteristically a child wants to execute the ideas in its head quickly, maybe
out of fear of forgetting them.

+ see only their own possibilities
They don’t take the probable chances of their opponent into account, only their
own action is of importance. The feeling of danger is therefore largely not
present. This is evident from a sudden mate or a passed pawn, which moves
to the opposite side, unhindered.

+ only use a limited part of the board
They think that if you restrict your world the problems will be less.

+ Thave difficulty with the distances on the board
Spotting things at a distance is present only to a certain extent. This doesn’t
only lead to errors in long moves, but also to errors like going into check or
remaining in check.

+ often think that only one move has a purpose
Black takes a pawn but they overlook that something else is being attacked
at the same time.

» respond to the move played
Their attention focuses on movement, The move which has just been played
attracts all the attention but of course the whole board is important. A clear
example of this is protecting by line clearing. The piece played was in the
way and it didn’t matter. A child captures without thinking the previously
unprotected piece. Another example is the intermediate move, such moves
are always overlooked.

« sometimes see ghosts
They are excessively afraid of, for example, passed pawns.

+ don’t look for a better move
When children can capture two pieces then they will capture the piece they
notice first.

* arc unnecessarily afraid of a “better’ opponent
He already has the second step!

Most of the errors are due to the lack of knowledge (e.g. the patterns on which an
advanced chess playcr can fall back), and the limited capacity of working memory.
It will be clear that getting rid of the ‘errors’ will take time.

When guiding these young people we have to watch out for these ‘children’s
mistakes’. It is good to take notice of them without immediately wanting to
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intervene. Explaining that playing along the edge of the board is not very useful
remains futile if we do not teach them how the pieces work optimally. It is only
then that the children will find it better to stop playing like this or, e.g., to stop
playing with only one or two pieces. Being focussed on material is a natural and
necessary stage of development. Intervening is not immediately necessary. Playing
quickly will stop when they know more. At that moment they will have a reason
to think. Well-meant comments to think longer are therefore futile at the start.
The child, however, will pause before playing a move, but only because he has
been told to do so. The danger exists that interest in the game will be partially lost.

Teaching material in the second step

To have a better overview we like to split all chess knowledge into parts. Two ways
of subdividing are common. First, the division into phases: opening, middlegame
and endgamc. In addition, we distinguish between tactics (winning immediately),
positional play (playing sound moves and slowly strengthening the position) and
defence (preventing loss) and these may all occur in each of the three phases.
After the rules and the basic skills dealt with in the previous step, we will move
on to the first principles of tactics and positional play.

Tacties

You win a chess game by mating your opponent. For a short period of time all
children try that straight from the opening. Scholar’s mate (sec lesson 6) is fun
when it works but as soon as the opponent starts paying attention the fun is over.
Fortunately winning material is interesting enough and that becomes the goal in
most games, The means to gain material were treated in Step 1;

+ capture an unprotected piece

+ the profitable exchange

« the twofold attack

This material gain is possible because the opponent is kind enough to drop mate-
rial. Thankfully, children who, as well as Step L, have also gone through Step 1

extra and Step 1 plus are less accommodating in giving away picces. How do you
win material then”? Now tactics come into play. Insiders will know immediately
what it’s about. Newcomers must realise that the word tactics does not quite
have the same meaning in chess as the definition in a dictionary (the science of
arranging and moving military forces in a battle). Tactics lead to success (mate or
a win in material) within a series of moves. It plays a major role in chess. In the
case of advanced chess players, tactical possibilities spring from good positional
play, whereas with a second stepper they simply appear like a bolt from the blue,
All games at this level are decided by tactics.
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In this Step we start treating the main themes. These are presented 1% moves
deep (3 ply). White makes a move, Black responds, White scores. The first move
determines the theme and the second move the kind of profit: mate or material.
Three ply tactics run through to the end of Step 3, in Step 4 a move is added.
1t’s nice for the trainer when he or she has an overview of the different possibilities.
What we teach the students, little by little, is given in the lessons concerned.
The main themes are:

* mate

+ the double attack

¢+ the pin

¢ ¢limination of the defence

* trapping (Step 3)

The tactics tasks are therefore properly resolved if there is a mate or matertal gain,

Positional play
For now, positional play is strongly subordinated to tactics. A problem is that
even the simplest positional concepts (¢.g. a strong square) are still beyond the
comprehension of children. We can explain them, but childeen will not be able
to apply them usefully in the early years.
[n this step there are two lessons devoted to positional play (lessons 1 and 6). The
most important concepts that we will introduce are:
* activity of the pieces
* vulnerability
Pieces are only able to prove their relative value when they do ‘something useful’.
This ‘usefulness’ has to be explained so well that they can apply this in their
games. We have to answer the question: Where are the pieces best positioned?
A piece is active if:
+ it can play a lot of moves (mobility)
* it is attacking one or more enemy pieces
= it controls a lot of squares (preferably in the centre and in the opponent’s
half of the board)
» it is cooperating with other pieces:
- They complement each other when controlling squares (so that one side is
controlling a specific area of the board, a whole block of squares).
- They support each other for an attack (the twofold attack).
- They protect each other when attacked by the opponent.
- They divide the tasks up between them {(e.g. hunting and guarding).
- They do not get in each other’s way.
Actively placing our pieces is a first step towards good positional play. That
doesn’t mean we are there yet. A piece which is active, can also be vulnerable, a
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concept which plays a large role in tactics.

How do we define vulnerable?

+ atarget (king, material or square — see lesson 2)

= valuable pieces (the queen and to a lesser degree the rook which have to
move away practically every time they are attacked)

+ atarget for a combination (pieces of the same colour on the same line —
lessons 4 and 11)

+ an important defender (lesson 5)

+ apiece with litile mobility (Step 3)
- because of its position on the board {in the corner or on the edge; or its

own pieces are getting in its way)

- it has a lot of enemies

+ being tied down to something else (a piece has a function — lesson 5)

The aforementioned concepts have to be introduced very gradually. A start is
made in the first lesson, but such positional elements can repeatedly be brought
to the fore when discussing the children’s games. The abstract concepts will then
be more concrete because it concerns their own games.

Sequence of the teaching material

Some teachers don’t follow the lessons in the manual in arder, They first choose
the subjects they like. Sometimes that doesn’t matter, but at other times it does,
Therefore here are some of the reasons behind the order of treating the tactical
themes. The order of the other themes is not that important, they are placed
between the tactical ones for variety.

Sequence of the tactical themes

We teach because we want the students to learn how to play chess better. It is
great when the knowledge they have learned can be applied straight away. That of
course increases the children’s motivation. This is the reason why the double attack
by the queen is the first combinatory motif. In practically any game at this level
there is a possibility of a double attack by the queen (unless the queens have been
exchanged). With the double attack by the queen, all three targets (king, material,
square) are casily explained using not too difficult and quite natural positions.
The order of the pin and ¢limination of the defence has more or less been chosen
at random. Pins are more often seen in children’s games. The double attack by
the knight and other picces has to be dealt with too for the sake of completeness.
The discovered attack will be dealt with last because it is a lot more difficult,
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Teaching

Teaching is not easy, especially not for an inexperienced teacher. You have to
deal with the teaching material and the children and you have to have your wits
about you in order to manage the teaching process correctly. Merely following
the ready-made lessons in this manual is not enough for that purpose. It is really
necessary to know what you are doing.

Structure of a lesson

The results of learning are determined by many factors. We cannot decisively
change a personal characteristic such as a child’s intelligence; we do however
have a direct influence on the way the lessons are structured and presented, the
help which the students receive, and the feedback during the learning process
(see the schedule of the teaching model further on).

In this manual the material is structured in a logical fashion, both within individual
lessons and in the whole series of lessons in the second step.

We will be able to support the learning process of the children better by structuring
our lessons with care. We differentiate between the phases:

* orientation

+ prior knowledge
* acquisition

= practice

* testing

feedback

For each lesson he will conduct, the teacher must have a clear idea about what
he wants to achieve, what the aim of the lesson is and which subject matter he
wants to convey, The students also must have a goal in mind.

The second step is recoliection of prior knowledge; the children are asked about
any prior knowledge which relates to the subject to be discussed. The children
need that prior knowledge in order to acquire the new skills, After the explanation
phase, the students will practise what they have learned, e.g. by doing a number
of exercises. The teacher gets an insight into how far the material has been under-
stood.

In addition, it is important that the teacher checks whether the students are applying
what they have learned in their games.

It is further desirable to test the children after a while to see whether the material
which has been lcarned is still therc and ready to be applied.
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At every moment of the lesson feedback will have to be given to the students.
Stress what is correct and what isn’t and especially why not.

We will now discuss each part of the lesson in more detail.

ORIENTATION

The direction every lesson will take is determined by the aim of the lesson. For
the instructor it is important to continuatly bear in mind what the main point of
the lesson is and why the students have to learn it at this particular stage in the
step. If he is not sufficiently aware of this, then there is a chance that these points
will not be sufficiently emphasised. The summary at the end of each lesson and
if necessary the reminders do assist with this. The students also have to grasp the
purpose of the lesson. Why do they have to know this and what can they do with
that. They have to be stimulated to take an active part in the lessons.

A good start can be made by catching their attention. That can be done by relating
the lesson to their cxperience of the world, using a suitable little story, a riddle or
an analogy with another sport (“Manchester United fends off the double attack’).
It has to have some connection with the subject that will be discussed. If this is not
possible then setting up a position on the demonstration board is a good alternative.
One of the games played by the children can also belp provide common ground.

PRIOR XKNOWLEDGE

Recollection of prior knowledge is much more important than many teachers think
(it is often teft out for the sake of convenience). The specific prior knowledge:
what does the student already know of the subject and what he should know, is
stated in the manual. Sometimes we can appeal to more general prior knowledge:
something the children are familiar with from other areas of experience (e.g.
other sports).

When you have sufficient prior knowledge, this means that new information can
be processed more quickly and more easily. What is learned becomes attached
to the part of knowledge which has already been acquired.

We do not only have to refresh the required prior knowledge but we must also
reinforce it. Reinforcing the structure of the subject matter with the students
makes it easier for them to take in the new information and to retain it. There is
as yet no guarantee that they will apply this knowledge as a result of this, but the
chances that they will do so have increased.
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ACQUISITION

Concepts

The (possibly) unknown (chess) terms which will be dealt with in the lesson are
given under this heading. We cannot just assume that the students have already
mastered concepts, which may also occur in daily life.

Instruction

Introducing a new subject can be done in several ways: telling a story, explaining
it and by showing it in action. The demonstration board is an enormous help in
this respect. Anything communicated verbally should always be supported by an
example. The positions for the demonstration board are given in this manual for
each and every lesson. The safest way is to copy these positions exactly.

The teacher must get into the habit of physicatly stepping backwards after making
a move on the demonstration board. That means that he or she will not be standing
in the way of the students and will also have a good view of the position on the
demonstration board.

The teacher should, however, refrain from almost literally quoting the text of this
manual. The vocabulary used and the speed of delivery should be adapted to the
leve] at which the group is best able to understand the subject matter.

The explanation should never take the form of a prepared monologue. Children
don’t want to be a passive audience. They want to participate actively. Even if
the students appear to be attentive, they could very well be completely elsewhere
with their thoughts. Everyone has to be drawn into the lesson. So the students
could be asked to set up and solve the examples on their own board, or a child
can come to the demonstration board to show a solution. Interaction is the key.
From the very first moment the preparation has to be adapted to the way the
children react. They either understand what you are telling them or they do not,
in which case a new explanation may be necessary. A short summary ¢an also be
helpful. Furthermore the nature of the children’s questions can be an indication as
to whether an explanation of the subject matter needs 1o be repeated or explained
in a different way.

If possible, the main points of the lesson should be written down on a blackboard, a
whiteboard or a flip chart during the lesson. The quantity of information presented
verbally otherwise becomes too great. It is important that the students learn as
little as possible by heart during the instruction. Later during practice the students
can use the summary on the blackboard as an aid to memory as they assimilate
the subject matter. 1t is important to remember the fact that some children prefer
to absorb the material by reading, Many subjects lend themselves to a schematic
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representation:

1 king
targets o material
O squate

It is crucial to be aware that learning is not a passive process but one which
requires mental activity on the part of the students. They have to relate the new
knowledge to the knowledge they already have. There are various ways to help
the children to do this independently. This issue will now be considered in the
sections ‘Asking questions’ and ‘Different types of exercises’.

Asking questions

Asking questions is an important skill when giving an explanation. The teacher
will have to use this skill frequently. The art of asking good questions presupposcs
the ability fo listen. We ask questions with varions aims in mind. Firstly, to find
out whether a certain kind of knowledge or skill has been acquired (¢.g. when
recalling the prior knowledge), to arouse the interest of the children, to draw their
attention to or to bring it back to the lesson. An important aim of asking questions
is to have the students process the matenial actively. The subject matter will then
be remembered better and available to them when necessary.

What you need to pay attention to when asking questions:

» Ask a question in such a way that every one gets enough time to think about
It
Ask a question, pause for a moment and only then address someone. During
the pause, reflect on who you will want to answer and anticipate the possible
replies.

» The time for reflection should not be interrupted.
Io every group, someone will raise his finger directly after the question has
been asked. The tendency to allow the answer to come quickly from the group
is great; this is because ‘the raised finger’ constitutes a distraction. To give
every one a chance to think, the students could be asked to write down the
answers (in chess the answer is short, usually a move) or tell the answer to the
neighbour. Everyone is then actively participating.

» Formulate the question as clearly as possible.
Ask single questions: Don’t ask, “How can you save the bishop and what is
White threatening after that?”” but ask the questions one after the other.

+ The teacher should neither interrupt the student’s answer without good reason
nor add supplementary explanations to it.
For example: Student; “I think I will move the bishop.” Teacher: “Very good,
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because om g5 it is safe and it gives check.” It would have been better to
continue with a second question.

» The answer should be evaluated.
The correct feedback is essential. The way you react determines to a great
extent whether the desired learning will take place. “You are giving a knight
away” is a different approach from “You have protected your rook, but can
you see what is happening to your knight?” The latter singles out the good
¢lement from the answer which was given and also requires a second answer.

+ Do not work with the same children all the time.
Also choose the more passive children; don’t let only the best student answer,
but also ask children who do not raise their finger. And make sure that, from
time to time, you give someone a turn twice in a row!

+ The sequence of the questions has to be didactically well-founded.
A principle is that the build up of questions should be from easy to difficult,
from simple to complicated.

In order to apply correctly the ideas in the last point, you need to know which

aspects of chess are difficult for children. An overview:

+ A move forwards is often easier than a move backwards.

+ A move over a longer distance regardless of the nature of a move (capturing,
playing, protecting) is much more difficuit to see than over a short distance.

= The number of pieces on the board is also a determining factor; the more
crowded a position is, the more difficult it becomes.

The technique of ‘passing on questions’ is well suited to these chess lessons,
particularly in enurnerations. “In which ways can you defend yourself against
mate?” A number of children will respond to that and can be asked to give onc
answer each. This means that all the children arc forced to stay alert. Also, ‘keeping
on asking questions’ is useful. If a student doesn’t know the answer or comes up
with an ingorrect answer, the questions can be made more specific in order to
get the right answer.

Different types of exercises
During the instruction the children can be put to work in a variety of useful ways.

Solve a position

The position on the demonstration board is sct up on their own boards. Each
student will then be able to solve the assignment at his or her own pace. The
answer can easily be checked. This form is particularly suitable when there is
more than one solution. “Place the queen on the board for a successful double
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attack” is a simple example. Other positions in which a piecc has to be placed on
the board are also suitable.

Invent a position yourself

This form can be used in almost every lesson. “Invent a position in which you can
capture the defender.” Fun and instructive. Two students may invent a position
with the given theme; each then gives the position to his or her partmer, whosc
job it is to solve it.

Finishing a game position

The students play on their own board and each one plays a move in turn,

e.g. when mating the king with the rook. It can also be a short game to practise
the golden rules.

Cooperation
Learning together can be instructive; students sometimes know better than the
teacher what is difficult to understand in the subject matter or what is preventing
them from solving the problem. They are closer to each other in their development,
This form of cooperation can be useful, particularly if the teacher is a strong
chess player.

PRACTICE

For the students the workbook with its reminders and exercise sheets is an important
aid in getting practice. Each child needs its own workbook, so that everyone can
work at and practise what was learned at his or her own level and pace.

Reminders

The verbal instruction given by the trainer is briefly summarised for the students
by means of reminders. Even with the best of teachers, part of the instruction is lost
for the children. From that part which they do retain, they make a random selection:
some things they remember, but unfortunately not always the most essential parts
of the lesson. The reminder does provide all the essential information.
Furthermore, it is important that the child should be able to read through the subject
matter at home as well as having the verbal explanation in class. At home, when
the chance to ask questions has disappeared, these reminders can consolidate any
points which were misunderstood or have been forgotten. An added advantage
is that the parents see what their child is learning at the chess club and can if
necessary brush up on their own knowledge.
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Exercise sheets

The purpose of the exercise sheets is that the children can practise the material
which has been covcered.

The number of exercises the child does per lesson will depend on the time allowed,
the degree of difficulty and the level and interest of the student.

The purpose of doing the exercises is definitely not to keep them quiet and
occupied. It is certainly not necessary to always have them do a complete page.
In all positions it is White’s move, except in the positions where a black dot (@)
is shown in the upper right-hand corner; this means that is Black’s move.

The purpose of each exercise sheet and how it is to be completed can be found
under the heading ‘Explanation’. In certain cases an indication is also given as
to which problems one can expect.

Board and pieces

A chess set (board and pieces) for each child is desirable, so that all exercises can
be set up on a real board if necessary. Gradually more and more children witl be
able to solve the position straight from the diagram. This faculty will be acquired
one step at a time, although little fingers and pencil dots will still often be an aid.
For more difficult exercises, the possibility to set up a position on a board must
always be present. Solving the position is in that case easier because the child can
fall back on the resource of actually making a move on the board. For the teacher,
the student’s use of the board is an important indication of how much each child
has progressed in his or her development.

Search and solution strategy

On most exercise sheets there are assignments with a certain theme, The teacher

must always encourage the children not to do these exercises at random. We teach

them what they have to look for, we point out a search stratcgy. The students

have to learn how they can solve a problem of a certain type. This is especially

useful for practical play when they are faced with constantly changing situations.

The correct way of proceeding is as follows:

« orientation (determining the characteristics of a position)

+ finding moves and trying them out (on the actual board, verbally or, at a
later stage, in their heads)

« think about the moves they have found and choose the best one

» check (has the goal been achieved?) and exccute the move

The orientation is an important first step, which the children unfortunately skip all
too often. With each lesson the questions which the student can ask are indicated,
e.g. “Which pieces are unprotected?” “Where can the king go to?’ Such questions
are necessary for correct orientation in a position.
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Besides the search strategy, the solution strategy is of importance. Unprotected
pieces can be won with a double attack; pieces with a function have to be elimi-
nated. You don’t only search the board for possibilities, but also you search in
your memory banks for ways you know how to solve a specific problemn.
Students will quickly learn to perform certain manoeuvres automaticatly. When
giving mate with the queen the preliminary manoeuvres (fencing in, watching for
stalemate, bringing the king closer and giving mate) don’t have to be consciously
followed.

1t is important that we teach the correct search strategies! It is useful if the teacher
has an eye for the wrong methods of solving a problem, which the children will use.
A wrong ‘strategy’ is looking for moves by trial and error. Guessing and missing.
A move is tried out and when it is the correct one (sometimes by accident) than
the student has been lucky. It the move is wrong then the student will carry on to
the next move for as long as it takes until the right move is found.

A step further is the child who adopts a simple search strategy and looks for one
certain characteristic in a position (e.g. a battery). In simple positions this sirategy
will suffice. If the student goes on to look for more than one characteristic in a
position, that will be an improvement. The full process of orientation will be
necessary for the mixed sheets and actval games.

The benefit of exercise sheets

There are many reasons for having the exercise sheets done. An incomplete list

of these reasons might be:

+ what has been learned can be actively processed (further integration of
knowledge)

« improving the board vision

* teaching the students to use a search strategy

s broadening the subject matter which has been leamed

+ utilising what has been learned in other situations (in particular in a game)

» teaching specific examples of, ¢.g., mating patterns, characteristic
combinations

« learning to apply rules, techniques

+ learning to visualise

« the building of self-confidence through the experience of success

* revising old knowledge and skills

These arguments don’t play a role in every exercise sheet. It is the task of the

trainer to place the stress on the one which best fits. The trainer who has his bright
students work ahead in the workbook is not making optimal use of the possibilities.
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Helping (general)

Directly after the instruction it is useful to walk amongst the students as they work,
not to give aid, but to check whether everyone has understood the assignment and
has got down to work. After that there shouldn’t be any support for some time!
This is the case despite the fact that students have a tendency to ask about anything
which they momentarily don’t understand. During practice the teacher has to be
on the go. Walk around, give aid and correct. Direct feedback facilitates the most
effective leaming. By seeing the number of mistakes being made, the instructor
can determine what a child has and has not understood during and after practice.
This enables him to go into the subject matter in more depth.

As a general guideline, the children should correctly answer at least 70%- 80%
of the tasks that they do. If this percentage is lower, then the chances are that the
student hasn’t taken in everything. He will continue to make a lot of mistakes,
which can result in some loss of motivation. Having the students muddle on
is pointless; they will continue to make many mistakes resulting in a gradual
decrease in motivation.

In such situations it is advisable to repeat a lesson or to delve deeper into the
positions that the child doesn’t understand. When doing so, it is important to
analyse the nature of the mistakes. If with assignments in the exercise sheet Double
attack / Queen the child repeatedly attacks one target then the essence has not
come across. It is then certain that many tasks will be wrong.

Another approach is to take an exercise which has been done correctly as a starting
point. Wondering why ‘it went right this time’, helps the student to understand the
other mistakes better. The student will discover the rules to be applied together with
the coach. With this approach, the student will be less sensitive to continuously
changing situations and there will be fewer mistakes when something changes.
In order to use what has been leamned in a flexible manner and to adapt it to
continuously changing situations during the training sessions and also real games,
the child must develop a conscious and active insight into the way he makes his
decisions.

Specific assistance is also given for every exercise sheet under the headings
‘Mistakes’ and ‘Help’.

Helping (in practice)

A child who is finding difficulty in solving the exercises needs to be helped. The
mistakes being made indicate where the limits of the child lie as regards insight
and skill. Here are some examples based on exercises in the second step.
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In the examples given, it is clear that the aid is provided step by step. The direct
search strategy makes use of the contents of a lesson and the realisation of what
the targets are. In almost every lesson there is a search strategy indicated for the
children.

The child should always experience the aid in a positive way so that from now
on he or she will ask for help when required.

Differentiation

Of course in any group there is one student who is quicker and more skilful at
solving the problems. We have made provision for these students in the form of
special exercise sheets. The exercise sheets from the workbook are found in the
manual under the heading ‘workbook’. The degree of difficulty is indicated with
the number of ‘knights’.

The idea is that the sheets with a & can be done by everyone after the lesson
has been given. The sheets with )& are more difficult and will only really be
needed for the occasional student. However, they are strongly recommended
for everyone, but only at a later stage in the course. Most children will not get
to the sheets with & &. They are ideal test exercises, but only at the end of
the step, or even during a subsequent step. It is necessary that children who are
quicker than average should be presented with more difficult problems. This
should not be seen as a smart way to keep them quiet. There comes a moment
when differentiation needs to be made in the lesson, so that both the slower and
the quicker students can work at their own pace., Therefore, the best solution is
to offer the quicker children the option to maintain their own tempo. Testing will
be of great importance for this latter group. It should indicate whether they have
really mastered the subject matter and are able to apply it, or that they have only
rushed through it.

Playing formats
Practice doesn’t always of course have to take place in written form. Playing out
positions over the board is of vital importance.

* student versus student

» student versus ‘adult’ (parent, neighbour, family member, player from a
higher level)

+ simultaneous display

* student versus a computer program

Each form has its own advantages as far as usefulness, fun and ease of play are
concerned. Playing a simul is the most efficient one for groups.

24



Student versus student

This variant has quite a few advantages.

+ It is easy to use with large groups.

« It is amusing and user-friendly. Children like playing, especially against
each other.

+ Incertain games it is even possible for the weaker player to beat the stronger
one.

One disadvantage is that it is not very attractive to have to play from an inferior

position, sometimes even a losing one. This is however the case in a certain number

positions or mini-games. In the case of mate with rook and king, the losing side

has to put up with moving his or her king one square at a time. To make the task

a little more ‘exciting’ the children can count the number of moves made. The

two sides can thus fix an objective: for the defending side that will be to hold

out as long as possible and for the attacking side to win as quickly as possible.

Simultaneous play against the trainer

A fine alternative to playing amongst each other is playing against the teacher (or
an ex-student or one from a higher Step). A position can be simultaneously played
against a maximum of 10 children. Having more than 10 is not advisable, The
students have to wait their tum too long and also with a greater number there is not
too much time to explain something individually. To conduct a simultaneous the
trainer also needs to be of a sufficiently high playing level. For certain positions,
effective preparation can compensate for a lower level of skill. In addition, one
has to be able to maintain order. Think things over before introducing this form
of working in groups with a reputation for being noisy.

Useful elements:

» As playing the weaker side is not particularly motivating for the pupils (see
above), the teacher will have to accept that he or she will play that role. A
stronger player will also mean a better defence.

¢ The trainer can always adapt the level to suit the opponent (allowing himself
to be beaten by less-confident players and hammering the know-it-alls).

+ This technique of assimilation permits the instructor to see up close what
the students have understood quickly, but also what is causing problems
or what is simply too difficult. He can repeat out loud the correct thinking
process in a question and answer monologue. Before making a move he can
indicate the correct thought process by describing it out loud. This way of
presenting a model shows how effective it is at every level. “I can see that
the king is vulnerable and that there is an unprotected piece. How could I
take advantage of that?”

+ The trainer can point out errors directly (and allow the student to take his
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move back and play another). The trainer can also help the student decide
which path to pursue (search strategy), give help (“What is the threat?”,
“There is nothing better.”, “Here you could have won straight away.”).
During the game, the person giving the simul can deliberately bring about a
position which contains a subject of the lesson. He can, for example, allow
a pin or a double attack. “What would you play if I do that?” is a good
technique which aims to bring about the maximum possible number of
interesting moments.

Beating the teacher is fun.

Having to wait for the trainer to pass means that many students will think
‘automatically’ for longer (even if others will be more quickly distracted by
what is going on around them).

It is now possible to deal with difficult subjects, because help comes
immediately.

big groups you have various possibilities:

A player from a higher Step can help.

A player from the same group can e¢ven help. When a student can help the
teacher, he is not all that worried about having to play for the losing side,
even if with the material distribution & X — & you have to play with the
king, Effectively this is not much fun, the fact of moving from board to
board will sweeten the pill. Moreover, moving is good for the brain.

Half of the students play against the other half, the other half play in a
simultaneous and everyone changes after a certain time.

Student against a computer program
Not the best option, even if this form offers new possibilities for a certain number

of

positions or mini-games. Any program will do, but of course Chess Tutor

(see info on page 5) is preferable. In fact, this program is based on the Steps
method; it allows positions without kings and it can be adapted to the level of
play of someone from Step | or 2.

Here are the advantages:
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The program is always happy to play and you will not find a more sporting
opponent. In addition, it is really a good loser.

It is ideal for practising the skill of mating with @ & — &.

It is always there as a partner, even at home.

[t will not allow you to play illegal moves.

When there is a group of an odd number of students, the computer is there

as a solution.

The opponent can be adapted to your level: this makes differentiation easy.



If you win more often than you lose your motivation will remain high.
» A player who is clearly more advanced or less strong than the others in the
group will be able to tackle an opponent on his or her level.

Which positions do we finish ?
Some examples among numerous possibilities:

 Positions on a given theme

In the lessons you will see suggestions as to which positions to finish,
Overwhelming positions, e.g. with a good material lead for one of the
players

Having students finish game fragments (e.g. a piece up) bears fruit. We have
to teach the children how to control a winning game. Two pieces up: security
is more important than looking for fresh booty. It is horrible to see how many
games which were totally won can be lost at this level.

Invent positions yourself or, even better, take positions from the games of the
students. All you need to do for that is to stroll about during the games and
quickly note down one position or another. If needed, the students can easily
wait for a moment before continuing their game,

The mini-games

Playing the mini-games also has its advantages. They are only games but
that does mean that there is a winner and, unfortunately, sometimes a loser.
Certain games are played on one’s own, but in those too one either wins or
one does not win. The main characteristic of a mini-game (and therefore all its
usefilness): the chess board is quite empty. There are different sorts of mini-
games. Sometimes there is one which is out and out addictive.

At this level, certain games for Step 1 have lost none of their effectiveness.
As the mini-games only involve a few pieces, it is possible to maintain a good
overview of the board. In a real game each child is so taken with his or her
own play that not enough attention is paid to what the opponent is doing. The
mini-games teach us to also consider the other side’s moves. If not, you risk
losing all your pieces very soon.

See the next page for an overview of mini-games.

Games

The students must play as many ‘real’ games as possible. A large part of the
chess lesson, moreover, must be devoted to games.

The ratio between the lesson itself and the games must be 1 to 3. This is not an
absolute. If the children play a lot during instruction (games, game fragments,
simultaneous), the lesson may last longer. Also what determines the importance
of games during the lesson is whether the students are already playing a lot
in their free time. However, having the children play as much as possible is
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be given (in the corner, on 8§, in the centre), the number of moves and the piece
which must deliver mate. Thus the degree of difficulty can again be influenced
without complicating the instructions too much. Ask the students to invent some
ways themselves.

Delivering mate with different combinations of pieces is instructive in that it helps
in making pieces cooperate. Playing according to a plan and controlling space
are important skills which this sort of exercise allows the students to practise and
to maintain. Stalemating an opponent is often painful, but avoiding doing so is
a useful skill.

Defending

Defending is considered to be less fun; yet it is a very practical skill because good
defence allows you to collect quite a number of points. You win if you manage
to survive for a certain number of moves. [n the mini-games involving capturing
you may have to avoid losing your knight within ten moves to a rook, a bishop
and a knight. See also Lesson 3 on the double attack.

Placing pieces safely
See the Step | manual Lesson 4 plus. Practise playing against the computer:
Chess Tutor Step 2.

The different variants which begin from the starting position

Losing chess, four-handed blitz and yet other variants. They are fun and instructive
and constitute a welcome change, but certain clubs spend too much time on these
variants and the overdose risks raising the chance of students giving up.

TESTING

Every teacher has to keep track of whether the students apply in their games the
knowledge they have acquired. That can be done superficially by following some
of the moves played during a game. A more reliable check consists of replaying
the students’ games or playing a simultaneous.

Analysis of the games will of course give the most information (you will find more
about this in the next chapter). It is advisable to have the children write down their
games more frequently. This will not be easy in the beginning. Initially writing
down the first 12 moves will suffice. This number can gradually be extended.
Going through the steps at high speed will also give a false picture of the student.
Back in 1987 we were already warning about too fast a rhythm of teaching, but this
problem really appears to be a recalcitrant one. It is good to have knowledge, but
one also needs the skills to apply it in practice. Any trainer who looks at the level
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of games of his students will confirm the importance of skills. So just watching
the games will not be enough.

It is of importance not to let the level of knowledge and the skill level differ
too much. If that is the case, then the correct solution is to stop teaching new
knowledge temporarily.

Revision

It is also of importance to keep an eye on the level of their knowledge. After 5
lessons it is wise to revise the subject matter which has been discussed. The easiest
way is to make a compilation of practice material which has already been done.
This can be found in the exercise sheets marked Revision.

Both the subject matter and the positions are familiar to the students. This feeling
of familiarity comes to the fore as they go through the material and a good result
is most probable.

Mix

It is a lot more difficult to solve the problem when the same subjects are tested
in new positions. The test sheets marked Mix are appropriate for this. The mixed
exercises are difficult but most resemble positions taken from an actual game.
It is unwise to just skip these sheets. An analysis of the mistakes which are made
can be useful. If a child makes 6 errors in three mixed sheets then that is not bad,
except when all the errors are of the same nature. In that case that part of the
subject matter needs to be discussed again.

Workbook Step 2 extra

For revision and for checking, the workbook ‘Step 2 extra’ is a really useful tool.
A workbook with just a single reminder and apart from that only exercises. The
first half of the book contains only exercises on the same themes as appeared in
Step 2. These are useful not only as additional practice but also particularly so
as revision.

In the second half the exercises are all mixed up, and so there is no hint as to the
theme of each one. These exercises resemble most closely an actual game. Due
to lack of space, there are too few of this type of exercise in the normal book
which goes with the Step.

Students who solve the mixed exercises with a good result usually can apply the
themes in their own games too. They are far better prepared for the next Step.

More information about the additional workbooks: see page 127.
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The discussion of children’s games

Besides the normal lessons we will reserve some time for discussing the children’s
games. Unfortunately that isn’t always applied in reality. Discussing the games
should be an add-on for the lessons from the manual. It is the way to help the
children advance.

Why is discussing the games so important?

+ Learning to play chess well is a complex process.

The number of teaching and training hours is limited. So we must take care
that what has been taught is applied as quickly as possible by the students in
their own games. But that is easier said than done! Experience teaches us that
what the children know is only effective to a modest degree when it comes to
the new situations they meet in their games. That fact only changes when we
devote some attention to this specific problem. We have to point out to the
children time and again that they can use in their own games what they have
just learned. If we do not do this, then lesson and over the board play will
belong to more or less separate universes.

* Alot of what happens in games does not crop up in the lesson.
If the games are not discussed there is a great danger that the children will
continue to repeat the same mistakes. Take the example of a player on Step 4.
If, after 1. e4 d5 2. Nc3 d4 he is still moving his knight to b5, then it is quite
certain that his games have never been discussed. It is an illusion to think that
the self-discovery method will lead to all mistakes being eliminated without
further ado.

« Rules about opening the game and positional play can be put over much
more effectively via the child’s own games.
Discussing a student’s own games is not only more immediate and motivating
than looking at examples from other players, but above all what is happening
in them is doing so at the level of that individual student.

¢+ The teacher will get a much more accurate impression of the playing
strength of his student.

» He can adapt his teaching to suit that level. Should it be necessary, he
can revise a specific lesson if the student has shown weaknesses in the
understanding or application of its content.

» During a discussion of a game, the students will receive hints which are
tailored to their specific playing strength. In short: the discussion of a
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game is an excellent form of differentiation.

» The teacher gets to know his students much better. Each student receives
much more individual attention than is the case in a group session. All
children appreciate this.

Expectations

What will the children expect from discussing a game?

* approval

* help in a position they do not understand

+ common sense remarks with specific variations

* an evaluation of a position or move which they are able to understand

For this last concept it is handy to stick to the concepts listed under ‘Positional
play’ starting on page 12.

Communication
The teacher has to enjoy examining the children’s games himself. He has to create
understanding for the game of chess and to make sure that the student still gets
pleasure from it.
Good communication is a first requirement. The teacher should:
* be extremely patient
Many explanations will have to be given time and time again.
* understand the children’s point of view
A child appreciates other matters in a chess game than does an adult.
give the student space.
There has to be a balanced contribution between the teacher and the child. When
discussing a game, both parties should say what they think in tum.
« estimate the level of playing strength as accurately as possible
It is of no use to bring up technical matters concerning chess for which the
child is not ready.
* take the child’s emotional state into account
Don’t take away the pleasure of the winner by announcing that just before the
end of a game the opponent missed a mate in three. In general there should be
more positive than negative remarks, regardless of the result of the game. The
positive approach is necessary: praise four times and only then make a critical
remark (the ratio always being 4:1).

The chess trainer must be aware that discussing games makes many more demands

on him than simply working through the manual and the workbooks. Despite that,
he absolutely must do it!
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Incorporating the discussion of games
How do we incorporate the discussion of games into normal training? There are
ample opportunities to do so as long as there is a little goodwill.

¢ Many games are instructive enough for the whole group.

The time available (there always is some — where there’s a will, there’s a way)
and the motivation of the students will then determine how much time we
devote to any particular game. We are certainly not obliged to discuss the whole
game; we can limit ourselves to concentrating on the relevant fragments. But
that must not only mean the points where a mistake was made; we absolutely
have to look at the things which were done well in the game. We can involve
all the students in this game by asking questions and setting them tasks.

= We can also look over a game with the two players.

Of course the time available to the main trainer is limited and so he needs some
help. Fortunately there are often adults, players from higher Steps or former
students, who are prepared to come along to the club a quarter of an hour earlier.
Beforehand, you should go over with these helpers exactly what is expected of
them. It can be difficult for (strong) adults who did not themselves learn by the
Steps method to manage such a large step backwards. But you must convince
the helpers of how important it is.

= The best time for the discussion of the game is immediately after one has
finished at the end of the training session.
If there are not enough people available to discuss games, the children who
have finished their own game must wait their turn. There is nothing wrong
with them looking on.

* We can also look through a game with several children.

The size of the group is dependent on the number of players who can see
everything that is happening on a normal-size chess board. In addition to the
trainer, 5 children can be sitting round a normal board. Three people behind
the white pieces and three behind the black ones. On no account allow the
children to sit on the side of the board. Their view of the board is then unnatural,
A trainer might possibly sit on the left or the right of the board (in case of 6
children), but even many strong players can have problems seeing exactly what
is happening on the board from that position.

» The games played by the students constitute excellent training material at
the correct level of playing strength.

Thanks to computers and the available chess software it is relatively simple to

33



produce an cxercise sheet. It is very motivating for children to see their own
games preserved on paper for posterity.

Such a sheet could be based on a tactical motif (double attacks, pins, etc.), or
on somewhat more general themes such as making two moves in succession,
development, maintaining the tension, improving the activity of pieces. In the
latter case multiple-choice is a good form of exercise, because otherwise it is
too difficult to find the solution.

The exercises can be published on the club’s home page. There are already
some clubs which are doing that.

» Find the opportunities which were missed.
Here, instead of positions, we give the students a game with exercises or
questions. The student has to play through the game and home in on specific
targets in order to find the solution. An example:
1. e4 d6 2. Bb5+ c6 3. Ba4 b5 4. Bb3 Qb6 5. Nf3 Nf6 6. Ng5 h6 7. Nf3 Nxe4
8.d3 Nc5 9. 0-0 Nxb3 10. axb3 e5 11. Be3 Be7 12. Ne3
Question 1: With which move can White win a pawn?
Question 2: With which move can Black decide the game immediately?
Question 3: With which move can White win 6 points?

» Other sample questions for different games:
» Which double attacks did White miss in this game?
» In your opinion, what are the two best moves in the game?
» How often did White miss mate in two?

Which games, then?

Do the students learn from our sage words and do they employ that knowledge in
their games? Watch the games played by your students and make notes; having
the game scores is even better.

Which games are suitable and which are not? As was already explained on page
26, children at Step 2 mostly do not yet write down their games. That chapter
shows that there is every reason for them to do so. Writing down the first 12
moves is sufficient at the start. Something instructive can always be found even
with so few moves. There is frequently only one point which might interest us,
but that is enough at the start.

An example: 1. e4 e5 2. Nf3 N¢6 3. Nc3 Bb4 4. Nd5 Nf6 5. Nxf6e+ Qxf6
White’s knight has moved three times and then White exchanges it for a knight
which has only moved once. During that time White could have brought other
pieces into the game.
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The Chess Tutor

Since 2010 the Steps method has been complemented by a computer program:
the Chess Tutor. At present (2015) it only works on Windows XP and higher. It
allows you to learn chess, to work through the lessons, to solve the exercises and
to play mini-games or even whole games.

The contents are based on the Steps method and the teaching and learning material
is structured in the same way, though there are different introductory lessons
and many, many more other exercises. At this point in time, Steps 1, 2 and 3 are
available (as a download or CD-ROM with identical content in both).

Step 2 consists of:

1. 13 basic lessons with the following content:
— An introductory lesson on a particular subject

Basic exercises on this subject

52 mini-games

Additional exercises on the subject and revision material
— Tests

2. 8 plus lessons:
— An introductory lesson on a particular subject
— Basic exercises on the subject

3. Playing games

So, that includes the manual and the three workbooks for the Step, with the
possibility to play (through) games.

But care is needed: the Chess Tutor can never replace chess training in the club
or in the school. There is the danger that chess instruction may be considered
as no longer being necessary. Students skip the introductory lesson and limit
themselves to simply solving the exercises. We have already pointed out that this
is a very bad development.

But the program is a good aid for children from the age of 9 and for adults,
providing them with additional practice material (approx. 2000 exercises per step),
the chance to revise the material, to improve their skills, to play mini-games and
to play games at a level appropriate to their Step (even in Steps | and 2 beginners
can win games).

One useful piece of homework might be: play mini-game X so often that you can
beat me in simultaneous play next week.
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The mini-games constitute a strength of the program. They are present in every
form imaginable: with or without kings, trapping pieces, route planning games,
games involving promotion, collecting coins.

For the exercises there are ten tasks in every exercise, with at first instructions
on what to do (e.g. a search or solving strategy). After a wrong answer you can
ask why the answer was wrong. The hint will certainly help, but as a rule the help
will not be as good as you would get from a proper trainer. He or she would adapt
explanations to the level of the student and the type of mistake. If even then you
have not yet found the correct answer, click on the button ‘Solution’.

For further information and a free demo version: http://en.chesstutor.eu

The attentive reader will conclude from this chapter on the Chess Tutor that chess
paradise cannot be reached via the computer alone. Of course, some things work
better on the computer, but as well as advantages there are also disadvantages.

Positive points for computer use:

+ Naming squares and certain mini-games are more effective on the computer.

« The number of exercises is greater.

* Help is always available at the click of a button.

* There is direct feedback: right or wrong.

*» There is always an opponent available, one who can play at various levels.
Even if required a very strong one.

Disadvantages of computer use:

+ Children guess a lot more.

» Help after a mistake is often too one-dimensional.

» ‘The answer is wrong’ tells you too little about the sort of mistake.

+ Thinking things out is required less, because the counter-move comes
automatically (there is less of a need to consider what the opponent can do).

» Socially less satisfying.

» More distractions (Text, Mail, Facebook, Whatsapp and all the ‘Trends’
which do not yet exist but which will certainly be invented).

The Chess Tutor is a useful aid — when used sensibly and with appropriate support.
This support is especially necessary so as to get the optimal advantage from its use.
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Certificate

The children may take an examination after the lessons of ‘step one.’ They will
get a certificate (see picture — the real one is in full colour) when they pass. The
certificate is not a goal in itself. We give chess lessons in the first place to build
and to raise their skills (‘how to learn and play better chess’), not to get certificates,
But these can be a good stimulus to continue with the course material to the end.

We also have to realize that to give children the prospect of the certificate at the
beginning of the year will not be a stimulus for very long. The point at which they
will receive the real certificate lies too far in the future. Goals that are closer by
have to serve as a real stimulus.

Exam

When preparing for the examination it is sensible to let the children make a
test examination first, and if necessary a second time. However, try to prevent
them doing test examinations too many times. It will put a severe strain on their
enthusiasm, and it will put too much emphasizes on the examination and the
certificate,

] Ry
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A form of activity, which is also important to

mention, is cooperation between the pieces.

Most possibilities are already known from the

first step:

 protect each other against an enemy attack
(defend)

* support each other (with supported mate or
a twofold attack)

* complement each other (with complemen-
tary mate)

« divide up the tasks (i.e. chasing and
guarding)

* do not obstruct one another

This lesson is important; it doesn’t have to be
taught in one go. The terms activity (mobility,
controlling squares, attacking, cooperation) and
vulnerability are necessary to explain the right
and wrong moves in a comprehensible manner
when discussing the students’ games.

The activity of which children avail themselves
most, attacking a target will be discussed in the
next lesson.

PRACTICE

Reminder

O Activity of the pieces /2
Workbook

O Test / Mix (1* step): A &

Explanation; The subjects are ‘mate in one’, ‘defend’, ‘mate or stalemate’ and
‘capture a piece which is attacked twice’. Discuss the possibilities
beforehand.

- Can you give mate?

- Is there a piece in danger?

- Can you gain material? (unprotected piece, profitable
exchange or a twofold attack)

Mistake: The position is too difficult.
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Help: Give assistance when it’s a single position. Ask specific questions.
Stop with the exercises when nearly all the positions are too
difficult. Let the student play more games first.

Mistake: Position 5 is wrong.

Help: The bishop on €7 is protected in the wrong way. Set up the position
on the board and execute the given move. Ask for a good move for
the opponent. Turn round the board if necessary.

O Test/ Mix (I* step): B A4

Explanation: The subjects are ‘gain of material’ (profitable exchange and capture
a piece which is attacked twice), ‘mate in one’, ‘and ‘getting out
of check’.

ANSWERS

O TZest/ Mix (I* step): A

1) 1. Qd5-a8# 8) 1. ... Kg8-h8 (1. ... Kg8-g77 2.
2) 1. Ne6-c7# Qe6-f6#)

3) 1.... Be2 £3# 9) 1. Kfl-gl (1. Kfl-e1? Bf6-c3#)
4) 1...b7-b6 10) 1. Bg3xc7 or 1. Nd5xc7

5) 1. ... Rf8-f7 11) 1. ... Nféxe4 or 1. ... Bb7xe4
6) 1. Bg2-fl 12) 1. Bb3xf7+; 1. Rf1xf7? a4xb3

7) 1. Be3-gl (1. Be3xcl Re8xcl#)

O TZest/ Mix (1* step): B

1) 1. .. BeSxf2+ 7) 1. ... Rhé-a6
2) Drawing 8) 1. ... Ne5-c6
3) Drawing 9) 1. Relxe2

4) 1. Bb2-g7# 10) 1. Ned-fo#
5) 1.... Qh4-el# 11) 1. ... Rh3-f3#
6) 1. ... Qd4xb2# 12) 1. ... BfS8xb4#
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take the queen?” “Can you interpose a piece?”

Mistake: The target is protected.

Help: Instruct the children to get out of check and play the move. At this
moment the chances are that the error has already been discovered,
otherwise we ask what the opposing side can play.

O Double attack / Queen: A A

Explanation: The purpose is to gain material by a queen move. The targets

Mistake:
Help:

Mistake:
Help:

are king and material. First draw a circle round the king and the
unprotected pieces; only then start the search for a solution. The
queen must give check and attack an unprotected piece. An arrow
for the winning move is not enough, also have them indicate the
second move (this should be a capturing move). It is useful to write
down what has been gained. (i.e. rook).

The wrong pieces have been circled.

Find out whether the students know the difference between protected
and unprotected pieces. Pointing out the unprotected pieces should
not really pose any problems. Should this be the case then fall back
on an exercisc sheet from the first step (Capture an unprotected
piece).

The queen move is wrong.

Set up the position on a board and ask which targets are being
attacked. Afterwards go back to the initial position and use a step-
by-step approach.

- Where can you give check?

- Which pieces are unprotected?

- Which queen move gives check and attacks an unprotected piece?

O Double attack / Queen: B AT
Explanation: The purpose is to gain material by a queen move. The targets are

Mistake:

Help:
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unprotected pieces: so material + material. First draw a circle round
the unprotected pieces, only then start the search for a solution. The
queen can attack two unprotected pieces at once. An arrow for the
winning move alone is not enough, have them also indicate the
capturing move and what the gain is (i.e. bishop). The arrows can
be numbered 1 and 2.

The queen is only attacking one unprotected piece, the other piece
is protected. The queen can be taken after execution of the move.
The moves are executed on the board. Have the students find out
for themselves, which move the opponent can play now. That’s the
assignment ‘capture an (unprotected) queen.” Ask how you can take



a rook, bishop or a knight with a queen without the queen being
placed under attack herself.

Mistake: Position 4 or 12 cannot be solved.

Help: ‘Simplify’ the position by removing the black pawn, which has to
be taken. The fact that the queen may capture in a double attack
may sometimes come as a surprise.

ANSWERS

O Double attack / Setting up a double attack: A

1) d7, f7

Wrong: Qb3 Rb6, Qd5 Rcé
2) b8, 6, h2
3) a8, b7, f5, g8

Wrong: Qd8/d7 Nd6
4) al, a7, c4

Wrong: Qd1 Nb3, Qd7 Nb5
5) e4, f4, g8
6) a5, ds, g2

O Double attack / Queen: A
1) 1. Qe7-el+

2) 1. Qc2-c6+

3) 1. Qg7-b2+

4) 1. Qg4-d4+

5) 1. Qc2-c7+

6) 1. Qe2-b5+

O Double attack / Queen: B
1) 1. Qc2-c7

2) 1. Qe2-bs

3) 1. Qd1-d6

4) 1. Qf3xb7

5) Drawing

6) 1. Qf3-d3

7) a2, a8, d5, d8, g5
8)cl,c5
9) bl, c2, 2
Wrong: Qb5 Be5
10) deé, e6, 16, gl
11) a2
Wrong: Qf5 (Nf4 is protected)
12) b6,f4
Wrong: Qd8/d6 NdS, Qh4 Ne4

7) 1. Qd2-h6+
8) 1. Qf3-d5+
9) 1. Qelxbd+
10) 1. Qfl-c4+
11) 1. Qd1-d6+
12) 1. ... Qf6-c6+

7) 1. ... Qd8-e7
8) 1. Qd2-f2
9) 1. Qdé-dl
10) 1. Qd4-h8
11) 1. ... Qdl-hS
12) 1. Qf2xh4
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Workbook

O Double attack / Queen: C )

Explanation: All double attacks are of the category ‘king + square’. The queen
can give mate ‘somewhere’. It is good to first have the students
mark with a cross the square on which the queen can give mate.
The unprotected pieces come next. In some positions (i.e. where
mate can be given on the back rank) there is more than one square
on which the queen can give mate. The students may have difficulty
with the mating patterns for which a double attack is required.

Mistake: The solution is not found.

Help: Take the queen off the board and have it placed on a square where
the opponent is mated. Subsequently we will look for another target:
unprotected pieces.

Mistake: There is a defence.

Help: Have the position set up on the board and execute the given solution.
Ask for a defence. After that, have the position solved step by step.

O Double attack / Setting up a double attack: B &

Explanation: The queen has to give a winning double attack. Mostly there is only
one correct solution (any alternative solution gains less material).
Writing down the letter Q is an easy way but also a cross on the
square will suffice. The odd student will want to write down the

moves.
Mistake: The queen is only attacking one target.
Help: Have the position set up on the board and execute the queen move.

Which pieces are attacked? Move the threatened piece away and
ask for the move which wins material. There isn’t one. Have them
try again or provide step-by-step aid, if necessary.

Mistake: The solution in position 11 is 1. Qc5.

Help: The correct pieces are being attacked, only from the wrong square.
Have the students indicate, which moves White can play now. Be-
sides the strong 2. Qg4xg7#, 2. Re7-e3 is also a possible defence.
From which square can the queen attack Re7 and Nc3 and simul-
taneously protect g7?

O Double attack / Queen: D LAY

Explanation: On this sheet all forms of the double attack are incorporated: ‘king
+ material’, ‘material + material’ and ‘material + square’. They
are nicely placed in order: 4x K+M, 4x M+M and 4x M+S. This
should only be pointed out if the students are having trouble with
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the assignments.

Mistake: The solution is not found.

Help: Work towards the solution step by step. First have the students
indicate the targets and only then look at possible queen moves.

Mistake: The positions with ‘material +square” are wrong.

Help: Have the queen placed correctly for mate. Then try again.

O Double attack / Queen: E AL/

Explanation: All forms of the double attack are mixed. The method remains the
same as in the previous exercise sheets. First look for the targets
and only then for queen moves.

O Double attack / Queen: F /AT

Explanation: On this sheet there are a few difficult assignments. It is a good
revision exercise at the end of step 2. The students won’t have that
much difficulty with it any more.

ANSWERS

O Double attack / Queen: C

1) 1. Qfl-c4 7) 1. ... Qd7-b5
2) 1. Qe2-e5 8) 1. Qd2-g5
3) 1. Qd1-d6 (1. Qd1-h5 and 1. 9 1. ... Qf7-b7
Qd1-d5 only win a pawn.) 10) 1. Qb2-c3

4) 1. Qa2-f2 11) 1. ... Qd8-h4
5) 1. ... Qb5-g5 12) 1. Qd4-f2
6) 1. ... Qa5-c3
O Double attack / Sesting up a double attack: B

1) Qd5 7) Qad

2) Qcl 8) Qed

3) Qd5 9) Qd8

4) Qbs 10) Qf5

5) Qh7 11) Qf6

6) Qf2 12) Qf4
0O Double attack / Queen: D

D 1. ... Qe7xc5+ 4) 1. Qd7-h3+
2) 1. Qf3-f8+ 5) 1. Qc4-a4
3) 1. Qd1-h5+ 6) 1. ... Qe3-e2
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7) 1. ... Qe8-c6 10) 1. Qa8-a7 (1. Qa8-f3 Nf2xhl)

8) 1. Qf2-a7 11) 1. ... Qf6-c6
9 1. Qe2-c4 12) Drawing
O Double attack / Queen: E
1) 1. ... Qe7-b4+ 7) 1. Qe2-d1+
2) 1. Qd2-h6 8) 1. ... Qa2-d5
3) 1. Qc4-d4 9 1. ... Qd7-e7
4) 1, Qdl-ad4+ 10) 1. ... Qb8-g3
5) 1. Qd1-b3+ 1)L, ... Qd7-g4
6) 1. Qdl-a4 12) 1. Qe2-e5+
O Double attack / Queen: F
1) 1. Qf3-f6 8) 1.... Qf7-a2
2) 1....QcTxc2 9) 1. ... Qeb-c4
3) 1.... Qf7-a7+ 10) 1. ... Qe8-d8
4) 1. Qg7-b2 11) 1. ... Qd8-b6
5) 1. Qcl-hl 12) 1. Qe3-c5 (1. Qe3xa7 only wins a
6) 1. Qd2-b4 pawn.)
7) 1. Qf2-c2+
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O The pin/Pin: B A1)
Explanation: The side to move has to produce a winning pin. Point to the search

Mistake:
Help:

Mistake:

Help:

strategy in the lesson. On the exercise sheet there are pins with
different targets: king, material and square. For some students
drawing a circle round the targets is useful. In some positions it is
possible to pin with more than one piece (positions 4, 5, 9 and 12).
The point is to do this with the ‘cheapest’ piece.

The pin to a square is not found.

Take the piece that has to pin and have the student place it in such
a way that the opponent is mated. That is, after some searching, an
obtainable goal. Place the piece back on its initial square and ask
if the piece can pin.

The pin which requires support for the pinning piece cannot be
found. The student sees the pin but thinks that his piece can be
captured.

Too much attention is being directed to the pin itself. Return to the
workbook to Pin: A and point to a similar example. Empty positions
explain the purpose of a supporting piece much more clearly. After
this little digression, the chance that the student will find a solution
will have been enhanced. If not, indicate the supporting piece.

O The pin/Pin: C ATAIA
Explanation: The side to move has to give a winning pin. Point out the search

Mistake:
Help:
Mistake:

Help:
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strategy from the lesson. On the exercise sheet there are pins with
three different targets: king, material, square.

The pin against a square is not found.

Try the approach of the B-sheet or simplify the position.

A pin has been set up on the board, but there is a defence against
the pin.

In position 5, for example, the bishop can be captured after 1. ...
Qf4 and in position 11 1. Qd2 is a pin, but Black has the winning
1. ... Bxf2+. We set up the position, execute the move and ask what
the opponent can play now.



ANSWERS

O The pin/Pin: A

1) L.... Be8-b5

2) 1. Ral-as

3) 1. ... Qh8-h6

4) 1. Bd6-c5

5) 1. Rad-d4

6) 1. ... Qd6-c5 (c6, ¢7)

O The pin / Setting up a pin: A
1) Ra8

2) Be5

3) Qe6

4) Rh2

5) Bc5 or Bd4

6) Qa8

O The pin/ Pin: B
1) 1. Qe2-e4

2) 1.... Rf8-c8

3) 1. ... Qd6-c5
4) 1. Rc5-¢7

5) 1. Bcl-b2

6) 1. Bd3-b5

O The pin/Pin: C
1) 1. Ral-dl

2) 1.... Be7-b4

3) 1. Rfl-el

4) 1, ...Bad-c6

5) 1....Qd4-dé6
6) 1. ... Be7-c5

7) 1. Bf2-h4
8) 1.... Rh4-c4
9) 1. Bc2-e4
10) 1. Bfl-b5
11) 1. ... Bg7-e5
12) Drawing

7) Bhl
8) Qa3
9) Rc4
10) Qa4
11) Bg5
12) Ra4

7) Drawing
8) Drawing
9) 1. Be2-f3
10) Drawing
11) Drawing
12) 1. ... Rf8-e8

7) 1. Qel-b4
8) 1. Bh3-fl
9) 1. ... Qf8-a8
10) 1. Qel-bl

11) 1. Qe2-d1! (1. Qc2-d2? Bd4xf2+)

12) 1. Bg2-fl
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O Eliminating of the defence / Chasing away + material: A /2

Explanation: Have the students draw a circle round the attacked pieces. Only after
that will they have to choose which piece is an important defender.
The defender can be eliminated by chasing away.

Mistake: The defender is chased away incorrectly (positions 9, 10, 11 and
12 — see answers).
Help: Execute the wrong move and have them find the correct move for

the opponent. Gain of material is not possible. The correct solution
will not pose a problem any more because the correct defender has
been found.

O Eliminating of the defence / Capturing + material: B AT
Explanation: See the A-sheet. The positions are hardly more difficult.

O Eliminating of the defence / Luring away + material: A AL

Explanation: First have the students draw a circle round the attacked pieces.
Only then do they have to make the choice as to which piece is
an important defender. The defence can be eliminated by chasing
away, utilising a sacrifice. Point out that a capturing move is also

possible!
Mistake: The positions 7, 8 or 9 are wrong.
Help: First have them find the defender. It has two functions in this

position: it protects two pieces. If we capture one of these pieces,
it becomes clear that the defender is over- loaded. The problem
is that the students are not looking for a capturing move because
the assignment isn’t ‘capturing + material’. In position 9 the extra
difficulty is that you have to give away points first.

ANSWERS

O Eliminating of the defence / Capturing + material: A
1) 1. Bb2xf6+ Ke7xf6 2. Rd1xd5 8) 1. Nd3xcS5 bbxcS 2. Badxd7; 1. ...
2) 1. ... Nbéxcd+ 2, b3xc4 Re8xe2+ Bd7xa4 2. Nc5xa4
3) 1. Bd3xg6+ Kf7xg6 2. Nf3xeS+ 9) 1.... Qgbxc2 2. Rclxc2 Bd7xa4
4) 1.... Ra2xg2 2. Khixg2 Kh7xg7  10) 1. Ngd4xf6 Rf8xf6 2. Re3xc3
5) 1. Rh1xh7 Kg8xh7 2. Kf3xe4 11) 1. ... Ra2xe2 2. Relxe2 Bebxc4
6) 1. Be3xb6 a7xb6 2. Rd1xd7 12) 1. Rclxc7 Nabxc7 2. Relxe7
7) 1. Re8xd8 Bf6xd8 2. Bb3xd5
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O Elimination of the defence / Chasing away + material: A

1) 1....b5-b4 8) Drawing
2) 1.... g5-g4 9) 1. ... Bf8-h6; 1. ... Bf8-a3?
3) 1.c2-c4 2. Rcl-al.
4) 1. Bf2-c5 10) 1. Bg6-d3; 1. Bg6-h5? Re2-e5.
5) 1. Rd2-f2+ 11) 1.... Nc6-aS; 1. ... Nc6-e5?
6) 1. ... Rh8-h4+ 12) 1. ... Ra8-d8
7) Drawing
O Elimination of the defence / Capturing + material: B
1) 1. Bb3xd5+ 7) 1. Nc7xe8
2) 1. Rglxgb 8) 1. Relxeb
3) 1. Ra7xf7+ 9) 1. Nf5xh6+
4) 1. ... Bc5xd4 10) 1. ... Qc5xe3+
5) 1. ... Qg7xg2+ 11) 1. ebxf7+
6) 1. Rh6xcH+ 12) 1. Rebxf6
O Elimination of the defence / Luring away + material: B
1) 1. b5-b6 9) 1.... Rd2xdl 2. Qf1xdl Qe3xf2
2) 1. Re2-e5+ 10) 1.