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INTRODUCTION

THIS BQOK IS A COLLECTION of 175 chess traps,
most of which evolve from variations of modern openings.
Included alzo are a number of older traps which are required
knowledge for every aspiring chessplayer.

Many of the selections were discovered by examining
thousands of games from tournaments throughout the
world; others were submitted by researchers. The field has
by no means been exhausted. We have tried only to cull the
best of the available harvest, Many traps in the middile and
endgame, in fact, are beyond the scope of this work.

To begin with, let us define a trap by what it is nof. Every
combination, unexpected turn or deviation from standard
practice in the opening is not necessarily a trap, These may
be merely optional continuations, of which there are 30 many
in chess.

A trap iz a sly stratagem with a baited offer, tangible or
intangible, the acceptance of which triggers a punitive eom-
bination. The offer may take the form of material, time,
space, or anything which creates the impression that it is
either an outright blunder or a forced play in response {o
some “mighty fine” moves of the adversary. If muat be
plausible and deceptive, leaving the victim unaware of ifs
true significance until he is stung beyond repair.

Here is a two-move (!} game which is not a trap: 1
P-KB4, P-X3; 2 P-KN4, Q-R5 mate. There is nothing
baited in Black’s first move to induce White’s foolish second
move., Hence, White has stepped into a pitfall of his own
design, and from Black’s point of view, it is a windfall. The
idea embodied in this example, on the other hand, is perti-
tent to many a trap abounding in this work.

Here ig an elementary trap: 1 P-K4, P-K4; 2 N-KRB3,
N-QB3; 3 B-B4, N-Q5. The bait is Black’s Iast move ; it leaves
the King Pawn unguarded. It holds out to White prospects of
even greater gain. For after he captures the King Pawn, he
is doubly threatening Black’s vulnerable King Rishop Pawn.
Perhaps White should inquire as to the meaning of Black’s
generosity. Then, perhaps, he might discern the diabolical
idea. But greed ig an overpowering emotion and leaves little
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time for questions. So¢ White plays 4 NxP. Black replies
4...Q-N4, the stinger, and White is lost. The continuation
might be 5 NxBP, QxP; 6 R-Bl, QxKP{; 7 B-K2, N-Bé6
checkmate.

Here is a more sophisticated trap based on tactics, one
that inctudes bait which accelerates the win:

1 P-4, P-Q4; 2 P-QB4, P-K4 (this is Albin’s Counter
Gambit, A gambit, per se, is not a trap). 3 PxKP, P-Q5;
4 P-K37, B-N5%; § B-Q2, PxP, Now White can play 6 PxP.
Then Black will recover his Pawn eventually and actually
enjoy the better position. But White can capture a whole
piece, apparently for nothing. Why not? Quickly he attrib-
utes this absurdity to a fingerfekler (“finger-slip”) on the
part of Black. And so he plays 6 BxB. There follows 6 . . .
PxPt; 7 K-K2, PxN/Nt and White is lost. White failed to
foresee this last underpromotion, and could not control his
greed.

Even more sophisticated is the purely positional trap con-
ceived by the former World Champion, Jose Raoul Capa-
blanca, as Black against the eccentric modernist, Savielly
Tartakover. It is from the famous tournament held in New
York, 1924

1 P-K4, P-K4; 2 P-KB4, PxP; 3 B-K2. This, the Little
Bishop’s Gambit, was Tartakover’s pet opening, which he
played with success against Alekhine and Bogolubov. There
followed 3 ... P-Q4;4 PxP, N-KB32; 5 P-B4, P-B3; 6 P-Q4,
B-N5t; 7 K-B1, PxP; 8 BxP, PxP. With a gesture of spr-
prise and joy, thinking that the mighty Capablanca had
blundered, Tartakover continued with 9 BxN., He now ex-
pected . . . RxB, after which he would play 10 Q-R4t, winning
a piece. Lo and behold, Capablanca played instead 9 . . .
N-Q4. And Tartakever’s position burst at the seams. The
threat was 10 . . . N-K6t, which assured the recovery of the
piece in a position where White had forfeited castling and
shattered his Pawn structure.

. Thus we see that traps may have varying degrees of com-
plexity; they range from the blatant to the subtle. Although
this book will not provide a magic key to the mastery of
traps, it contains a wide range of “trappy” ideas, themes
and motifs, familiarity with which is essential for the serious
chessplayer. A knowledge of these traps will also give the
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casual or “friendly game” player A wide edge’ over oppo-
nents who are unfamiliar with these stratagems.

Finally, it must be remembered that the loser in each of
these traps violates one or more of the basic chess principles,
and in each case the punishment for this violation is clear
and succinet.

By studying traps, one becomes a better all-around chess.
player in two ways: by learning how to avoid violations of
strategic and tactical principles, and by acquiring the ability
to take advantage of mistakes when they are made by one’s
opponents,

There iz a type of trap which has its infinite variations
and countless disciples. For good and sufficient reason, it is
not included in this collection. This is the “sour face” or
“agitated agony” snare, known as the “coffee house.” This
ploy may be employed in a variety of positional situations,
and works like this: You want to bait your opponent by
offering him a Pawn or a piece. If he accepts, you have a
winning game. Your adversary, however, is cautious. If you
tnake your baited move in the usual deadpan manner, he will
snalyze it carefully. So you go into your act. Immediately
after your hand has left the bait, your features contort,
your cheeks flush and a half-suppressed exclamation of
despair escapes from your mouth. Your oppronent is aure
you've blundered, or had a finger-slip. He grabs the piece,
and you mate him in four.

Whether to employ this ruse must be left up to each chess-
player’s sense of ethics; we include the “coffee house” here
only because it iz strategy which must be included in any
treatise which attempts to treat traps comprehensively!

THE FOLLOWING SYMBOLS ARE USED THROUGH-
OUT THIS BOOK:

! = Strong move
' = Exceptionally brilliant move

? = Weak move, or superior alternative has been over-
looked

!? = Spectacular move with a flaw ,

?! = Questionable move, but creates problems and com-
plications

t = Check, discovered check, double check

i
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Alekhine’'s Defense ‘I

WHITE BLACK
1 P-K4 N-KB3
2 P-KS N-Q4
3 N-KB3 P.Q3
4 PQ4 B-N5
5 B-K2 PxP
6 NxP BxB
7B - N-N3
8 00 QxpP?
see diagram
9 R-Q1 Q-KRS'
10 B-NS! QxB’
11 R-Q8§ .
WHITE TO PLAY
Black loses his Queen “Pake f‘l:fst and look later” is
Black's way. But retribution
is stiff.

' A grave error in judgment. Black should play 8 ... QN-Q2 with a
satisfactory game,

? Qther Queen moves are worse, e.g. 9 .. . Q-B4; 10 P-QN4, QxNP;
11 Q-B3, QN-Q2 (if 11 . .. P-KB3; 12 Q-R5¢, P—I"l_l3; 1% NxP, PxN;
14 QxP mate) 12 QxP{, K—Ql; 13 Q-Ké threatening 14 BxN¥ and
14 NxN as well a3 14 N-B7H. If 9 ... Q-QR5 or 9 . . , Q-QN5; 10
QB3 wins.

1 IAgai? forced, for if 10 ... Q-QR5 or 10 ... QQN5, 11 Q-B3 is still
ethal.

*After 11 . . . KxR; 12 NxPt and 13 NxQ, White has won the Queen
for Rook and Bishop, White should win easily since Black’s King and
White squares are still vulnerabie.



2 Alekhine’'s Defense

WHITE BLACK
1 P-K4 N-KB3
2 P.KS N-Q4
3 PQB4 N-N3
4 P.BS N-Q4
5 B-B4 P-K3
6 N-QB3 NxN
7 QPxN BxP
B Q-N4 B-B1' .
see diagram
9 B-KN5 B-K2*
10 BxB QxB
11 QxNP Q81
WHITE TO PLAY 12 Q-B6 R-N1
Black should have defended 13 803 QN2
his Knight Pawn by advanc- 14 N-B3 P-Q3
ng i or moving his King. 15 0-0-0
Either woy would creale a 16 PxQ
smail weakness. Now his 17 KRNI
Pawn structure seems sound, 18 R-N8%t K-Q2
Is it? : 19 N-K5¢% _ PxN
: 20 B-N5 . e

Black has been
checkmated

! Better is 8 ... K-Bl.

: Andnot 9 ... P-KB3T; 10 PxP, PxP; 11 Q-R5%, K-K2; 12 BxP{, KxB;
13 Q-R4t winning the Queen.

14 ... QxP? loses to 15 R-EN1.

1 A mistake. Black’s first conecern should be for the Pawn at KBS, and
therefore 16 . . . N-Q2 should be played, or possibly 16 .. . P-KR3
followed by 17 QN—Q2. The open King Knight file gives White’s Rook
toc much activity.

* This allows a pretty mate, but Black was already quite lost, e.g. i
... RxR, 18 RxR, K-B1; 19 BxP, or 17 . . . RxR; 18 RxR, N-QZ; 1%
R-N8t, N-B1: 20 N-NS§, or here 17 . .. RxR; 18 RxR, K-Q2; 19
R-NT wins easily.

Benoni Defense

WHITE BLACK
1 PQ4 N-KB3
2 PQB4 P-B4
3 P.Q5 P-K3
4 N-QB3
5 PxP
6 P-K4 P-KN3
7 P-B4' B-N2
B PK5 KN-Q2¥

see diagram

9 N-K4! PxP
10 N-Q6% K-B1
11 N-B3?

. . WHITE TO PLAY
White h::l;l;eiao!ril:;smonal Wkite has overextended his

Pawn phalanx, Does he have
compensation? That iz the
question,

' The introduction to a novel but speculative attacking line,

*Black would do better to exchange the center Pawns before Tetrest-
ing the Knight. After 8 . .. PxP; 9 PxP, KN-Q2, the situation would
be decidedly unclear, After the next move, Black’s chances to defend
saccessfully are negligible.

? Black will have a very diffieult time developing his game. 11 . . . P-K5
is met by 12 N-KNB5 and 11, . . PxP, even ¥ gi\si:;g White the KB
file to work on, is not attractive,



Bishop's Gambit

Blackmar Gambit \ 5

WHITE BLACK
1 P-K4 P-K4
2 BB4 N-KB3
3 N-QB3 NxP
4 BxPt' KxB
5 NxN N-B3#»
6 Q-B3f} K-N1?*

see diagram

7 N-N5F

Black will be checkmated
or lase his Queen

WHITE TO PLAY

Black's last move is normel in
most instances. But not
here! Why?

! Tricky, but not White's best, which is 4 Q-Rb. 4th s two Bishops

5, ., P34 gives Black much the better game wi is two Bi
ind broa_c? celgl.ter, eg. 5., . P-Q4; 6 Q-B3F, K-N1; 7 N-N5!7, Q—?z!
and now Black can develop very quickly and powgrfully in a few
moves. . . X

* A blunder. Black still has an adequate position with 6 .. . K-K1,

“There is no defense, as all Queen moves are met by 8 Q-Q&}, and

White otherwise will mate at KBT with his Queen.

White has a winning attack

WHITE BLACK

1 P-Q4 P-Q4
2 PK4 PxP
3 N-QB3 N-KB3'
4 P-B3 PxP
5 QxP! Qxp*
6 B-K3 Q-QN5
7 0-0-0 B-N5?

see diagram

8 N-N5! P-K4'
9 NxP} K-K2
10 QxPY

WHITE TO PLAY

Behind in development, Black
ought to consolidate. But he
is greedy.

'3...P-K4 is a simple and effective method of equalizing.
? Black is courting danger. Development should be the order of the day.
'And this finalty loses. Black should play 7 ... P-QB3 with fair
chances of defending and eventually utilizing his material advantage.
¢ b\ghite;s twin threats of 9 NxP mate and 9 QxNP cannot aatisfactorily
met.

*For if 10 . . . QxQ; 11 B-B5 mate. Black’s cause is hopeless, since
White threatens 11 QxQ mate, or if 10 , , . P-QR4; 11 QxQ%, PxQ;
12 B-B5 mate.



6 | Budapest Defense Budapest Defense | 7
X

WHITE BLACK WHITE BLACK

1 P4 N-KB3 1 P-Q4 N-KB3

2 P-QB3 P-K4 2 P-QB4 P-K4

3 PxP N-N5 3 PxP N-K5

4 P-K4 NxKP 4 P-QR3 P-Q3

5 P-B4 N-N3 - 5 N-KB3 N-QB3

6 B-K3 N-B3 6 PxP' BxP

7 N-KB3 B-N5% 7 P-KN3?”

8 QN-Q2 Q-K2 see diagram

9 B-Q3 00 7 oo NxBP

10 0.0 B-B4Y 8 KxN* BxP§*

see diagram
White will lose his Queen
BLACK TO PLAY Black wins material _ BLACK TO PLAY
A clever sortie exploils : A Pown plus iz not an auto-
White’'s correci-looking bul - motic win, Circumspection
faulty last move. Black nets ' _ : will nurse it along, But White
a big Poaon. : , here was oblivious of the veil-
' ed but imminent threat.
: ' 6 Q-B2 is better.
' This is careless and loges a Pawn, White should play 10 @-K2 with 7 @N-Q2 striving for exchanges was indicated, though Black’s at-
the option of castling on either wing. , tacking chances are still good,
I Now if 11 BxB, QxBt and 12 .., NxP, and if 11 Q-K1 or 11 Q-K2, & Q-B2, NxR; 9 B-N2, NxP; 10 PxN, BxPt and Black has an easy
the answer i= still 11 . . . NxP. Black has won a Pawn with a good win.

position. “ Black wins the Queen for two Pieces,



8 ' Budapest Defense Caro-Kann Defense 9

WHITE BLACK -
WHITE BLACK y 7
1 P-Q4 N-KE3 1 PKa P.QB3 ' % s R %;@
2 P.QBA4 P-K& 2 P-4 P-Q4 FY L V-3
2 NKB3 N-QB3 4 NxP  ONB3 |, - /%
5 P.QR3 P03 : ::NEL gpxw %/%///é e 7
6 PK3’ B-B4 s ngs : 6'% /@Q Y 7 9
; I;x:z Q.B;; 8 N-K2 P-KN3! ; //%//4 %%/ _
9 N4 9 083 N-Q2? BRDERE
see diagram 10 B-KR6 - R-K1 vy @ Y ﬁ
9 .. NxP! see diagram -. 7
gl o e ' WHITE TO PLAY
BLACK TO PLAY 11 N-B3 BxQ White wins decisive Andi ;
B the di d check 12 RxB N-K4 ; gain, the guarded King
EWaAre ¢ dqiscovered Ccheck, material . .
and observe the vulnergble 13 N-Q2 N-N5¢ Bishop Pawn is vulnerable.
King Bishop Pawn. Whiteis 14 KNI BxP§ Here, the King is the butt.
remiss,
Black wins decisive
material
! Altl_wugh this recapture affords Black free play for his minor pi.eces,
113’21 ‘;:1 Elfntjo‘:il:;:; oan ltsr.lstlag dls’adv_antage](iin thgﬁi endgaméa The “‘;}}ite
. ive. . L 6 B2 dif6... B—Bﬁ; 7 N—Qnal b / 2 Yueen's wWing <ou 2asl y;prove emsw_e‘ S0,
E;ONE';?};E— K‘E?E:t'?':;]dlﬁ g ; SQ(_Q xBawni th] e Lettor chances. Mow d“e":)nlﬁsl sst ;a;&;kmg chanees are not to be underestimated, as this game
ack gets a fine al . 79... N-Q2 followed by 10 , . . N-N3 is preferable to this weakening.
2 jng i diately, H , after 9 0-0, 0-0-0 (threat- 3 . 3 ening
;‘ %{;ﬂiﬂ&l:, -IT;B:;;PE&: r:?n ;}hﬁ él:%%!)' al:laclit e vendy for . . . Q-R3 aBl;g::i ficlns;:'i Z}E:t]:ﬁ x’? 10 ... Q-R4%, though White should maintain
ing-si rm: ... P -NB, etec. . : N :
a ?;1 thae &:Ee; m:ves, 10 . .. NxR is equally bad for White. He can illga-‘;, ]f"B is met by 12 Q-N3 mate, so White wing the exchange and

offer na further resistance.



10 Caro-Kann Defense Caro-Kann Defense | TI

WHITE BLACK
WHITE BLACK 1 P-Ka P—QBS
1 P-K4 P-QB3 2 PQ4 P-Q4
2 P-Q4 ' P-Qd 3 NQB3 PxP
3 N-QB3 PxP 4 NxP N-B3
4 NxP N-B2 5 Q-Q3' © P-K4n
5 N-N3' P-KR4 - 6 PxP Q-R4¥
6 B-KNS' P-R5 7 B-Q2 QxKP
7 BxN’ PxN see diagram
8 B-K% RxP 8 0-0.0! NxN?*
9 RxR : R 9 Q-Q8% . KxQ
see diagram 10 B-N5} Lot
9 ... Q-R4t
10 P-B3 B} White mates next move WHITE TO PLAY
E3
BLACK TO PLAY 1 PxQ PxR White’s Knight is in persl, and
A clever combination pro- i . White conjures up a fobulous
: Black wins decisive L
awn, . .
motes a mite of ¢ P, material methot of winning
. ' 6 NxNt is the usual move here and gives White some advantage,
"8 NxN? is prefersble and maintains the initiative and the preferable * Thia opening up of the game is very risky. Preferable was 5 ... NxN
Pawn structure for White. 6 QxN, N-Q2 followed by 7 .., N-B3 with an easy game for Black.
! And this is very weak. Better would be 6 Q-Q3 or 6 P-KR4. *If8... QuR; 9 R—KI wins the Queen, although that is preferable to
> The unpleasant 7 QN-K2 is forced to avoid material loss. the move actually plaved. Black's best chance is 8 . , . B-K2, and he
“In order to guard the KR2 square. Biack threatened 8 ... RxFP 9 has some hope of defending successfully.
RxR, PxR and the Pawn must Queen. *Now if 10 .., K-K1; 11 R-Q8 is mate, or if 10 , . , K-B2; 11 B-Q8
¢ White cannot stop the Pawn from Queening, and Black will emerge is also mate,

a piece ahead.



‘|2 Caro-Kann Defense Caro-Kann Defense

WHITE BLACK WHITE BLACK
1 P-K4 P-QB3 1 P-K4 P-QB3
2 P-Qa P-Q4 2 P-Q4 P-Q4
3 N-QB3 PxP 3 N.QB3 PxP
4 NxP B-B4 4 NxP B-B4
5 N-N3 B-N3 5 N-N3 B-N3
6 N-B3 N-Q2 6 N-R3 P-KR3'
7 P-KR4 P-KR3 7 N-B4 B-R2
8 P-RS  B-R2 8 8.4 P-K3
9 B-Q3 : BxB 9 00 N-B3
10 QxB KN-B3 10 R-K1 B-K2
11 00 Q-B2 11 Q-K2 N-Q4'
12 R-K1 P-K3 12 N/3-R5 0-0 )
WHITE TO PLAY 13 N-KS B-K2* 13 BxN BPxB WHITE TO PLAY
The vulnerability of the King see diagram see diagram Black's6 . . . P-KR3 has cost
Bishop Pawn permits g power- 14 NxKBP KxN 14 NxNP KxN him time later on, just enough
ful and decisive incursion. 15 Q-N6t K-N1* 15 Q-KS¢ K-NI'  for White to pierce the Black
16 N-B5 PXN° 16 NRS PB3  monareh's shelter.
17 RxB R-R2 17 QxP¥ R-B2
18 BxP NxP* 18 BxP Q-02*
15 Q-B7+ 19 NxPt BxN
20 Q-Kat ..

White mates in three
Black cannot avoid
checkmate

* An unnecessary and time-oonsdming weakening.

' . 3 NxP!
'18.,.NxN followed by 14... N-Q2 and 15. .. 0-0-0 was indicated. 1 Iff ;; - QxP; 12 NxP! leads to a winning attack for White.

. P-B%; 16 NxP}, K-Rl {or 16 K-N1 17 Q-N3 17 N.
z15 . K-B1; 16 RxP, R-Kl 17 N-B5, R- R2 (17 . R-EN1; 128 R-N1: 13 NXQ. RxQ; IB*RP::R B(J(N 20 R-KB&+, §1d if1‘1)5 5 E’?
NxRP) 18 NxNP' RxN 19 BxP i i3 no better for B]ack 18§ N h5'[' K-N3i; 17 NxR, QxN (or 1'1" N-B3; 12 Q- R51‘, KxN
ITfTie., . B- B1, simply 1’.-' RxP and White has a ferocions atfack. The 19 QxPt, K-K2; '20 xB, or 19 , —N3 20 B- N5t N31',
Black KRP is mdefenslh]e and 18 R-K7 is also threatened. K-R4; 19 Q- R31‘ Q (or 19 ... K- N3 20 Qx ~B4; 21
“The KNP must be defended. R-K6%) 20 P-N4f wins the Queen.

*19 ... K-R1; 20 R-KB8t, ete, * The threat was 19 Q-N4f winning.



'I 4 Center Counter Game

WHITE BLACK

1 P-K4 P-Q4

2 PxP : QxP

3 NQB3 Q-QR4

4 P-Q4 N-KB3

5 N-B3 B-N5

6 P-KR3 B-R4'

7 P-KN4 B-N3

8 N-K5 P-QB3’

9 N-B2 Q-B2

10 QB3 BxP¥»

see diagram

11 B-B4 Q-01

WHITE TO PLAY 12 Q-K2! B-N3*
A Pawn is & Pawn, and only 13 N-Q6% K-Q2

an expert can tell when it's 14 NxNP*
tainted, Here the Pawn-

snafcher i punished quickly.  White has a winning attack

'6...BxN; 7 QxB, P-B3, yielding the advantage of the two Bishops
but maintaining a sound position, was more circumspect.

* Necessary to create a flight square for the Queen.

1 Tao greedy, Black should play 10 .. . P-K3, though White has a clear
advantage after 11 B-B4,

4 Foreed, for if 12 .., QxP; 13 B-K2 (or 13 B-K5§ or 13 BxN) and
‘White's extra piece assures an easy win.

* Black's pesition is in tatters. A typical variation might be 14 . . .
Q-N3; 15 N-R4, Q-N5% (16 . . . QxN; 16 N-B5% wins the Queen)
16 B-Q2, QuQP: 17 ¢-0-0 and Black iz defenseless against the mul-
tiple threats against the King and the Queen,

Center Counfer Game | ‘l 5

WHITE BLACK
1 P-K4 P-Q4
2 PxP QxP
3 N-QB3 Q-QR4
4 P-Q4 P-Ka
5 Pxp B-QN5
6 B-Q2: N-QB3
7 P-QR® N-Q5°
8 P«B> o
see diagram
8 ... QxR
9 xQ NxP}

Black wins material

BLACK TO PLAY

The Bishop capture is erass,
and Block shows its fallacy.

;5 N-B3 ig better calculated to maintain the White advantage.
Here_r again 6 N-B3 iz preferable.
: Hoping to force Black to a decision.
quek prefers to speculate rather than t j
. ;1}1“03 would result after 7 ... QxPt; 30 ac_%é?s}cﬁet:]:lmesee&sg g:;r
e decigsive mistake. 8 P-KB4 and if 8. , . B-KB4; 9 R-QB1 should
l:vsl.“;et E'Z%r:l ]gtllasj..red, and Black's compensation for the Pawn is some-

* Black is the Exchan h i i i i
no iffeuiny. foonan pg;t; ; ead and should win, as his Knight wil! have



‘] 6 Center Counter Game

WHITE 'BLACK

1 P-K4 P-Q4
2 PxP xP
3 N-QB3 Q-QR4
4 N-B3 B-NS
5 P-KR3 BxN
6 OxB N-QB3?
7 B-N5 Q-N3*
see diagram
8 N-Q5 Q-R4
9 P-QN4* ..
Black’s Queen is lost

WHITE TO PLAY

Undoubtedly, Black plays the
defense just to be different.
He loses just the same.

' Black should play & . . . P-QB3 here with only 1 minimal positional
dizadvantape.

* herwiss 8 BxNtT wins. dits -B4; 9 P-QA!

i c - O NxPt wins the Queen, and i . i
s O et b s Meps, or 5 QUBP, NxPt,or
finally 9 ...Q-Q%; 10 B-KB4, P-K4; 11 BxP and 12 NxP{.

4 Black’s Queen is lost, for if 9 ... QxB; 10 NxP}.

Center Counter Game 17
WHITE BLACK
1 P-Kd P-4
2 PxP P
3 N-QB3 Q-01'
4 P-Q4 N-QB3*
5 N-B3 B-NS
6 PQ5 . N-K4'
see diagram
7 NxN BxQ
8 B-NS} P-B3
9 PxP P-QR3*
10 P-B7} PxB
11 PxQ/Qt RxQ
12 NxB* ceen WHITE TO PLAY

) The {llusory pin plays havoe
White has won decisive with Bluek's plan. Bent on
material development, Black fails to

’ see the denouement.

-

'3...Q-QR4 followed by an early ... P-QB3 is more usual for Black.

?And this is dubioos, as the White Queen Pawn may advance with
gain of tempo.

? Black overlooks the Queen sacrifice. The Knight had to retreat to N1,

“ Black is helpless. If here 9 , ., Q-B2; 10 PxP%, K-Q1; 11 NxP mate.

* And White, a piece ahead, ean look forward to an easy victory.



18 Center Counter Game Catalan Opening

WHITE BLACK

1 PKa P-4 WHITE _ BLACK

2 PxP N-KE3 1 P-Q4 N-KB3

3 N-QB3 NxP 2 P-QB4 P-K3

4 B-B4 N-N3 3 N-kB3 P-Q4

5 B-N3 N-B3 4 P-KN3 PxP

6 N-B3 P-K4 5 QN-Q2 P-84

7 P-Q3 " B-KN5 6 PxP BxP

8 PKR3 B-R4? 7 BN22

see diagram see diagram

9 NxP BxQ 7 ... BxP¥

10 BxP} K-K2 8 KxB N-N5}

11 BN5¢ K03 9 K-K1 N-Ké'
WHITE TO PLAY 12 N-K4t KxN White wi .
When is a pin not  pin? Here 13 PB4} K05 fte willlose his Queen  BLACK TO PLAY
is another case in point. 14 RXB K-K6* Again, the vulnerable King
White wins o Pawn or check- 13 0-O1 N-Q5 Bishep Pawn is the target,
mates. 16 QR-K1t N-K7% . and it leads to the King or

17 RxN# KxR* . Queen.

18 B-R5¢ K-Ké '

19 R-B3} K-Q5

20 B-B7 Lo

Black cannot avoid
checkmate

' Migsing & surprising combination. 8 , . . BxN was necesgary.
1t 15.. . E-Bd; 14 N-N3 raate.
1 Black is helpless. Among other things White was threatening 15
K-K2 and 16 P-B3 tnate,
fI1£17 ... K-Q5; 18 R-Q1 and 1% P-B3% follows.
Y Again 21 P-B3{ is curtains. A pleasing King-hunt! ! Black wins the Queen. If 10 Q-R4+. Black
e H I QUIE o REy ity Q-Rdb, Black replies 20.. .. B-Q2, and



20 - Danish Gambit

WHITE BLACK
1 PK4 P-K4
2 PQ4 PxP
3 P-QB3 PxpP
4 B-QB4 PxP
5 BxP P-Q4
6 BxQP N-KB3
7 N-QB3' NxB
8 NxN P-QB3?

see diagram

9 N-B67*

White wins decisive
WHITE TC PLAY material

With a Pawn to the good,
Black intends to swap Queens,
He does. However, things do
not work out as intended.

' The usual move, leading to approximate equality, is T BxPt{, KxE;
8 QxQ, B-N5%; 9 Q-Q2, BxQt,

* A blunder. First 8 . . . N-Q2 and then 9 ... P-QB3 would allow
Black to retain his extra Pawn with safety.

* And White wins. If 9 . . . PxN; 10 QxQi, KxQ; 11 BxPt and 12 BxR
or 9, .. K-K2; 10 B-R3f, K-K3; 11 QxQ, B-N5%; 12 BxB, ExQ;
12 N—E5 or 13 N-Nd and White has won s full piece, Or even stronger
in this line after 10 . . . K-K3; 11 Q-N4tf, KxN; 12 P-K5t, and
Black is soon mated.

Dutch Defense

WHITE BLACK
1 P.Q4 P-KB4
2 P-K4 PxP
3 N-QB3 N-KB3
4 P-B3 P-Q4
5 PxP PxP
6 B.QB4 B-B4
7 KN-K2 Q-Q2
8 0.0 N-B3
9 B-KN5 0-0-0?
10 P-Q5 N-K4*
11 QQ4°
see diagram
::1! o NxB BLACK TO PLAY
2 ng:é!‘ : NN3  With o double attack on
Q Resigns Black’s Knight and Rook

. . P » - . s
Whitehasanoverwheling o 4nd Brack o b o

attack o 'e_.

;9.. . P-K3 is correct.
10 .., N-QN1 i lit£l i
Whiite atta%k. is a litfle better, but Black can hardly cope with the

* Very pretty. Black must capt the Bi ~B3 i
by 12 0 Bt pture the Bishop, for 11 ... N-B3 is met

*By virtue of the threat of 14 P-R5 and mate at K8, White will Tegain
hiz piece and remain with an overwhelming attack. Note that Black’s
Queen at Q2 js burdened ?Iy having to defend the Bishop at KB4, ey
13 ... KNxP; 14 P-R5, NxN; 15 NxN and Biack is helpless,



Dutch Defense

WHITE BLACK
1 P-Q2 P-KB4
2 P-QB4 N-KB3
3 N-OB3 P-KN3
A PB3 P-Q4
5 PxP NxP
6 P-K4 NxN
7 PxN B-N2
2 B-QB4 P-B4
9 N-K2 ) N-B3
10 B-K3 PxQP
11 BP«P PxP
12 PxP R-B1
WHITE TO FPLAY 13 Q-N3' BxP?¥
Thinking he has won a Pawn see diagram
as a result of his fine play, 14 BxB NxB
Black takes the bait. He will

15 NxN QxN

soon be disillusioned. 16 Q-R4¥’

Black will lose his Queen

' Both sides have treated the opening very originally, White perhaps
enjoys a minimal advantage because of his central Pawn duo. Now

. N-QR4; 14 Q-R4%, B-Q2; 16

White baits a clever trap,

? Black bites. He should play 13 .
B-N5, N-B3! With an mterestmg game in prospeet..

1 White wins the Queen, for if 16 . ., K-Ql; 17 R-Q1, while 16 ..
B-Q2; 17 B-B7} does the job.

‘7.

Falkbeer Counfer Gambit

WHITE BLACK
1 PK4 P-K4
2 P-KB4 PQ4
3 KPxP P-K5
4 PQ3 N-KB3
5 PxP NxKP
& N-KB3 B-QB4
7 QK2 P-B#
8 KN-Q2* 00
9 NxN PxN

10 B-K3 P

see diagram

11 Q-B4*

White wins decisive
material

sacrificed Pawn,

WHITE TO PLAY

Black seems to have solved all
hiz opening problems; he has
recovered his Gambit Paaon,
and his development looks
fine. AR, however, iz wol
what it seema,

B-B4 ia best, and Black has exeellent compensation for the

! Here a simple way for White to obtain the bette -
eg. 8...QxP; 9 BHxR, QxB 10 N-B3. ¥ position ks 8 B-X3,

. B-KNB; 11 QxB, BxB, Black is gtill in the

YA blunder After 10,

Eaimne.

* White wins a Bishop, for after 1.

with check, and then 13 BxE

. QxQ, White recaptures 12 BxQ



2 4 Falkbeer Counfer Gambit

WHITE BLACK

1 P-K4 P.-K4

2 P-KB4 P-Q4

3 KPxP PxP

4 N-KB3 N-KB3

5 P-Q4' NxP

6 P-B4 B-N5}

7 ON-Q2 N-K6

£ Q-RA% B-Q2

9 Q-N3’ QK2

10 K-B2 N-Q8%

11 K-N1* R

see diagram

BLACK TO PLAY 11 ... N-B6
After tall maneuvering, Block 12 P-KR3* B-R5

has a strong initiative. Bui
he has easy victory in his
grosp. Do you see il?

White’s Queen is lost

' Either 5 P-QB4 or 5 N-B3 should be played. Now it will not be essy
for White to recover his Gambit Pawn.

78 Q-N3 iz a slight improvement.

1 0f course 9 QxB loses to 9 .. . N-BTt.

411 11 QxN, Q-K6& mate.
5 Phe threat wag 12 . . . Q-Ké mate, and if 12 N-N1, B-R} traps the

Queen as in the game.

Four Knight's Game 25

WHITE BLACK

1 P-K4 P-K4
2 N-KB3 N-QB3
3 N-B3 N-B3
4 B-B4 B8-B4'
5 PQ3 P-Q3
6 0-0 00
7 B-KNS B-KN5*
8 NQ5 N-Q5
9 Q2 Q-Q2'
10 BxN BxN

see diagram
11 NK7+ K-R1
12 BxPt KxB WHITE TO PLAY
12 Q-N53' K-R1 Imitation may be flattery, but
14 Q-B6 here it is the path to being

) checkmated.
Black has been
checkmated-

'4 ... NxP and if 5 NxN, P-Q4 is a good line for Black.
*6 ., B-ENS5 is more promising for Black.

! Ttl;_e t[;licy of imitation is extremely hazardous as the sequel demon-
BLra -

* Black has better chances of defending with 9 . _ . P-QB3 and if 10
NxNt, PxN: 11 B-R4, BzN; 12 Q-R6, N-K7f; 13 K-R1, BxP+;
14 ExB, N-B5¢; 15 K-R1, N-N3. ’ <Pt

* And Black is mated.



Four Knight's Game

WHITE BLACK
P-K4 N-KB3

1
2 N-QB3 P-K4
3 N-B3 N-B3
4 B-N5 B-N5
5 0-0 0-0
& PQ3 P03
7 N-K2 B-N&
8 P-B3 . B-QB4
9 N-N3 B-N3
10 P-KR2 B-Q2
11 B-N5 N-K2'
12 BxN BxB*
WHITE TO PLAY see diagram
Black appears to have put up 13 N-RS! PxB
a reasonably good defense. It 14 Q-Q2 K-R1
is not good enough, for White {: PQ;:G R"l;:f
has o erushing combination. 17 NxP R-N2
18 N-N5 L.
White wins decisive
material

' i ame. Black could defend with 11
f‘. segfﬁsﬁl?;kg-‘;{}gﬁ? ﬁgs}’t{; t(h:of 12 ... P-KN4; 13 NxNP!) and
13 ... R-KN1, hat better. for if 14 Q-QZ.

t19 , .. PxB; 13 N-R6, K-R1 is somewhat r, for i —Q2,
IIN?—KNI ];P:lds' g0 White must play 14 BxB, QxB; 15 NxBP, @-K3;
16 NxRF, R-KN1 or 16 N-N4 or 16 N-R5, P-KB4 and Black has
eounter-chances for his material deficit.

? Naturally if 15 . . . R-KN1; 16 QxBPt and 17 QxR mate.

* Phere iz no defense to 19 N (6} xRP fallowed by 20 N-N5, mating or
winning the Queen.

French Defense

WHITE BLACK
1 P04 P-Q4
2 N-QB3 N-KB3
3 B-NS P-K3'
4 P-K4 B-K2
5 BxN BxB
6 P-KS B-K2
7 QN4 0-0
8 B-Q3 N-B83
9 N-B3 N-N5
16 0-0-0 NxBt
11 RxN P-QB4
12 PxP BxP?
13 N-K4 B-K2 WHITE TO PLAY
14 N/3-NS PKR3  Rlack has played the opening
15 P-KR4 QB2 4 gain the minute advantage
see diagram . of the Bishop-pair. But he
16 N-B6+ BxN has neglected hiz King, and
17 PxB P-KN3* .00 White comes crashing
18 P-R5 QK& yhrough.
19 N-R7! KxN’
20 PxP{*
White has a winning attack

'8 ... B-B4 here gives Black an easier game than he generally ob-
tains in the French.

12... P-QN2 to recapture with the Pawn is a worthwhile idea. Then
if 13 PxP, QxP and Black has some Queen-gide files on which to work
for attack, and he is threatening the White KBP.

? White has built up a strong attack and Black should try 15 ... P-B4;
if 16 PxP e.p., BxP; 17 NxP?, Q-K2 and Black would appear to have
adequate defensive resources.

+ Certain}g not 18 . . . PxN; 17 NxP{ and 18 Q-N7 mate. However,
16 ... K-R}! may be a little better than 16 ..., BxN.

SIf17. .. PxN; 18 QxP, P-KN3; 19 Q-Ré.

P Again 18, . . PxN; 19 QxP wins easily,

TIf the Rook moves, 20 PxP is decizive. :

' White wins. If 20 . . . K-N1; 21 PxP§, KxP; 22 Q-NT}, K-K1; 23
Q-K7 mate. If 20 ... K-Rl; 21 RxP}, K-N1; 22 PxP}, KxP; 23
Q-N6 mate, and if 20 . , . PxP; 21 RxPj, KxR (or 21 ... K-N1
22 QxP mate) ; 22 R-R3t, Q-R4; 23 RxQf, PxR; 24 Q-N7 mate.



28 French Defense

WHITE BLACK
1 PK4 P-K3
2 P-4 P04
3 N-QB3 N-KB3
4 P-KS KN-Q2
5 Q-N4' P-QB4
6 B-KNS® Q-N3
7 000 PxP
8 mxP NxPP
see diagram

9 NxP! Q-R4*
10 QQ1 QN-B3*
11 B-NS PxN*

WHITE TO PLAY 12 RxP QB2

Black thought he earned the 13 R-Q8t

King Pawn as & reward for .

his sound play. The impelu- White mates on the next

ous ocapture, Rowever, will move

convert veward ilo punish-

ment.

! The Cledhill Attack, which frequently features the specalative sacri-
fice of a Pawn. . .

g N-E3 or 6 B-K3 offers somewhat better chances than this dubious
zacrifice. . ]

* Black is too impatient. First 8 , . . QN-B3! would enable him to win
the KF.

1 Now 8 ... NxQ: 9 NxQ and White is threatening 10 B—Q8 mate.

*Not 10 . . . @xP?; 11 N-B7 mate or 10 . . . PxN; 11 RxP and White

threatens mate at Q8 as well as the Queen.

“If 11 , .. B-Q2; 12 R-R4 and the Queen is trapped (12 ... QxB
13 N-B7¥). .

! White threatened 13 BxNt winning the Queen, az well az his actual
15th move (R-Q8t).

French Defense

WHITE BLACK
1 P-K4 : P-K3
2 P-Q4 P-Q4
3 N-QB3 B-N5
4 P-K5 P-QB4
5 P-QR3 BxN+
6 PxB Q-B2
7 N-B32 N-K2
8 B-Qa QN-B3
9 00 007

see diagram

10 BxPj!*

White has a winning attack

WHITE TO PLAY

This stock sacrifice in this
and stmilar positions nunbers
many neophytes among ifs
victims.

'9...B-Q20r 9,.. P-B5 yield approximate equality. The text allows
» winning sacrifice.

2 This wine, eg. 10 . ., KxB; 11 N-N5¢, K-N1; 12 Q-R5, R-Q1; 13
QxPt, K-R1; 14 PLRB4Y, Q'Q2; 15 R-B3, N-B¢; 16 R-K3t, N-R3;
17T Q-N6, K-N1: 18 RxN followed by 19 k-RSi' and 20 Q-R7T mate,
or 11 ... K-N3; 12 Q-N4, P-B3 (if 12, .. P-B4; 13 R4, P-BE:
14 Q-R7t, KxN; 15 P-R4%, K-Nb; 16 P-B3}, K-N6: 17 B-Q2 fol-
lowed by 18 B-K1 mate}; 13 NxPf, K-B2; 14 QxPt, KxN; 15 QxR,
ekc. A very attractive version of a familiar sacrifice.



French Defense

WHITE BLACK
1 P-K4 P-K3
2 P-Q4 P.Q4
3 NOB3 B-N5
4 B-Q2 PxP
5 Q-N4 - QxP
6 0-0-0 P-KB4
7 B-KNSY QK2
8 R-Q8f K-B2
9 N-B3! Q-R47
see diagram
10 B-N5Y N-KB3*
11 Q-R5¢
WHITE TO PLAY )
A classic example of the dou- Black cannot avoid
checkmate

ble-edged nature of Pawn-
grabbing. Whiie’s gain in
time converis lo a powerful
gain in development,

K

* White plays the whole game in a va bang er and
beautifully, Now if 7. .. PxQ; 8 RxQ and White will recapture the
gambited Pavwns.

! The losing move, which allows a beautiful refutation. Correct was
9...FPxN; 10 QIB, Q-K84!: 11 R-Q1, N—QB3; 12 Q-KR4 with fair
attacking possibilities. .

* Very elegant. White cuts off the Queen from the defense of the K4
square and threatens 11 N—K5 mate.

410 . .. N-QE3 loses to 11 N-E&f, NxN; 12 B-K8t, K-E1; 13 B-N6
or RS mate.

¢ A problem-like eanelusion which forces checkmate. Now if 11 ., NxQ;
12 N-K5 mates. g 113. .1 i lé:%, 12teR}—K]831’, K—?g ggfqlf if .llslxll;
i R 13 ... KQ3; mate); RO i .
Ks—l?i(; Id B-K3 maths); 14 B-K7T mate. If 11 ... P-N3; 12 N-E&i,
F-K2 (if 12. .. K-N2 White mates at KR8); 13 QxP1{), th (13...
KxR: 14 BxNt snd 156 QxB or 15 QxR mates); 14 R-K3%, K-Q3;
15 N-B4t, K-Bd; 16 B-K3 mate.

French Defense

WHITE BLACK
1 PK4 P-K3
2 P4 P04
3 N-QB3 B-NS
4 Q-N4 N-KB3
5 QxP R-N1
6 Q-R6 NxP
7 QxP? R-B1
8 B-Q2 ..

see diagram

g ... BxN
9 BxB Q-B3°

Black wins decisive

BLACK TO PLAY
material White’'s Pawn-grabbing ex-
pedition here goez awry.

14 P-K5§ followed by 5 P-QR3 iz the line of play recommended by the
theoreticians., The text is not good as it loses time and results in the
exchange of a valuable central Pawn for a less important wing Pawn,

2 Fhis is a serious error. 7T KN-K2 or 7 P-QR3 are preferable alterna-

ives.

'If 8 @-R3, P-K4! is very strong.

* Black will win Queen for Rook. The threat iz 10 ., . QxP#; 11 K-Q1,
QxBt az well as 10 , . . R—R1 winning the Queen.



32 French Defense

WHITE BLACK

1 P-K4 P-K3

2PQ4 P4

3 N-QB3. B-NS

4 N-K2 PxP

5 P-QR3 BxN¥

6 NxB P-KB4'

7 P-B3 PxP

g8 OxP OxP

9 Q-N3 N-KB3'

10 QxNP Q-Kat

11 B-K2 R-N1

12 Q-R6 " R-N3

WHITE TO PLAY 13 Q-R4 8-Q2

Another sermon on the evils 14 B-NS B-83

of Pawn-grabbing and neg- 1% 000 BxP"
lected development is record- see diagram

od here. 16 KR-K1 B-KS

17 B-R5 NxB

18 R-Q2¢} K-B2

19 OxN* -

White has a winning attack

! Not recommandad.

29 ... N-K2 gives much better fighting chances for successful defense.

7 Here 14 . . . N—-B3 with a view towards 16 ... 0-0-0 was absolutely
ezsential.

10r 15 ... QN-Q2; 16 KR-K1, threatening 17 B-R5.

“ Black's game is without resouzce. White threatens the seguence 20
NxB, 21 QxPt, and 22 R-B14; Black is powerless to prevent this.

French Defense

WHITE BLACK
1 P-K4 P-K3
2 PQ4 P-Q4
3 N-QB3 B-N5
4 N-K2 PxP
5 P-QR3 BxN{t'
6 NxB P-KB4'
7 P-B3 PxP
8 OxP Q-R5}
9 P-N3 QxQP
10 B-K3 Q-B3
11 0-0-0 N-B3
12 B-QN5 B-Q2
13 P-KR4 P-QR3* WHITE TO PLAY

see diagram As is usual in trops, the issue

14 RxB KxR is materigl versus develop-
15 B-NS Q-K4 ment, Superior development
16 R-Q1%} K-B1* must act before material con-
17 BxN PxB solidates.
18 QxQBP*

Black cannot avoid mate

'Or 6...B-K2; 6§ NxP, N-QB3; 7 B-K3, N-B3; 8 KN-B3, 00 with
equal chances,

? Thig policy of keeping the extrs Pawn at all coste is not recommended.
Black ¢an equalize here by & , . . N-QB32; 7 B-QN5, N-K2; 8 0-0,

! Black should continue with his development by 13 . ., KN-K2, and
though White has compensgation for the sacrificed Pawna, Black is by
no means logt, :

‘18, .. E-K1; 17 BxNt, PxB; 18 QxP# and 19 QxR is likewise hope-
less for Black.

’lngte threatens not only 19 QxR%, but alse 19 R—Q8 mate. Black iz
o



French Defense

WHITE BLACK
1 P-K4 P-K3
2 P-Q4 P-Q4
3 N-QB3 B-N5
4 B-Q3 N-KB3
5 B-KN5 PxpP
6 BxP P-B4
7 N-B3 PxP!
8 NxP Q-R4
9 BxN BxNf
10 PxB QxPt
11 Q-Q2! QxR{”
12 K-K2 QxR

WHITE TO PLAY see diagram

Biock hgs swallowed wmore 13 NPl

than he can digest. Now, White has a winning attack

with one fell move, it i over.

' Immediately 8 . . . Q-R4 is better for Black.

213, .. QxQt; 12 Kx@, PxB; 13 QR-Nit and if 13 ., . P-K4: 14 BxP!
is good for White, but at least Black has some drawing chances.
Accepting the double Rook sacrifice leaves him without resource.

* There is no defenze, e.g, 13 ., . PxN; 14 Qstf, K-B2; 15 Q-KT7%,
K-N1; 16 Qu¥F or - mate, or 13 . ., PxB; 14 Q—Q8 mate, or
13 ... N-B3; 14 BxNt, PxB 15; Q-Q8 mate. And 13 , ., B-Q2; 14
NxP4, K-Bl; 15 Q-Q&%, K-Ni; 16 N-K6!, PxN {(forced; White
threatened both 17 Q-B8 mate and 17 Q-N3 mate); 17 Q-N3$, K-B2
or Bl; 18 Q-NT+, K-K1; 19 Q-KT mate. Finally, if 13 ... N-Q2;
14 NxPt, K-Bi; 15 Q-Q5+, K-N1; 16 N-Bb (threatening 17 N-Rf
mate), P-KR4 (if 16 , . . NxB; 17 Q-Q8 mate); 17 Q-N3}, K-B1;
18 Q-NT#, K-K1; 19 N--Q6 mate,

French Defense

WHITE BLACK
1 P-K4 P-K3
2 P-Q4 P-Q4
3 N-Q2 P-QB4
4 P-QB3' : BPxP
5 BPxP PxP
6 NxP B-Q2'
7 N-KB3 B-B3
8 B-Q3 N-B3
9 NxNt QxN’
see diagram
10 B-KN5 BxN
11 Q-B1’
o o WHITE TO FPLAY .
White wins decisive On the surface, White cannot
material

win the Queen on account of
the reply . . . BxN. What is
the flaw in this reasoning?

' 4 PxQP or & KN-B2 is considered better for White,

*Weak. 6 . . . KN-B3 gives Black a good game, for after the exchan,
of Knights, Black wil| gain forther time by the threst of . .. B-N&t,
and then he can conecentrate on the isolated White QF.

*9 ... PxN was necessary. The Queen is now lost.

‘H 11, .. QxP; 12 Q-B3} with mate next.



WHITE BLACK
1 P-K4 PK3

WHITE BLACK

3 6 | French Defense French Defense
i5 |

1 PK4 P.K3
2 PQ4 Q4 2 P-Q4 P-Q4
3 N-Q2 P-QB4 3 N-QB3 PxP
4 KPxP KPxP 2 NP N.Q2
5 PP BxP 5 N-KB3 KN-B3
6 N-K2" R 6 NxNt NxN
see diagram 7 B-Q3 B-K2
6 ... QN3 8 QK2 00
- A rd
Black wins overwhelming 98B KSI:: diagramp ON3?
material 10 BxN BxB
11 Q-K4* e
BLACK TO PLAY WHITE TO PLAY
White’s last offbeat move to- White wins decisive Here is a standard winning
confuse his opponent boomer- . material opening eombination which
angs. _ occurs frequently,

'5 B-N5% or 5 KN-B3 pives White & pood game.

"6 B—Q3 still yields approximate equality. )

? Black wins at least a_piece, for if the King Knight moves to any ' A careless move which lon ickly. 9 . . PB4 4 it 10 PP
square but Q4, 7. .. BxP{ is followed by 8 . ., Q—K6 mate, and if Q-Rdf and 11. , . QxBP ise.: 3:3 songb]e fine of p]ai?‘an )

the Queen Knipht moves anywhere except K4 or QB4, the same 7. .. . ! ' 4 .
BxPf and 8 . . . Q-Ké mate oceur. Iﬂ{i&:}:‘k must defend against 12 QxP mate, so White will win the Queen



38 | French Defense

WHITE BLACK
D1 P-K4 P-K3
21 200 P.Q4
3 N-QB3 PxP
4 NxP N-Q2
5 N-KB3 KN-B3
6 KN-N5' B-K2
7 NxEBP KxN
8 N-N5% K-N1
9 NxKP Q-K1
10 NxBP¥ e
see diagram
10 . B-N5§*
BLACK TO PLAY .
Up to the diagrammed posi- White has been
checkmated

tion, Block has been on the
receiving end. Now Black
gives once — and il is over.

! Careless play; either 6 . .. NxN or 8 .. . P-KR2 iz satisfactory for
Black.

*With 10 B-QB4 White has a winning position; the threatened dis-
eovered check is devastating and if 10 ... B-N5%; 11 K-B1! and the
sitnation is no better for Black,

¥ Never have the tables been turned more rapidly. Now it is White
who is mated.

French Defense

WHITE BLACK

1 PKa P-K3

2 P-4 P-Q4

3 PKS P-QB4

4 PQB3 N-QB3

5 N.B3 Q-N3

6 B-Q3' PxP

7 PxP B-Q2*

8 o0 NxQP

9 NxN QxN
10 N-B3 P

11 R-KI Q-3

12 N-N5 BxN

13 BxBt K-Q1 WHITE TO PLAY
14 B-K3 N-KZ  Biack has accepted two Gam-
i5 R-QB1 N-B4  bit Pawns and forfeited castl-
16 B-B5 Q-B5”  ing. Now his King is an easy
17 P-KN3 Q-N4 target.

see diagram

18 OxPf PxQ
19 B-N6+ ot

White mates on the next
move

! With this move, White virtually commits himszelf to sacrificing a Pawn.

? But not immediately 7 ... NxQP; 8 NxN, QxN; 9 B-N5f winning
the Queen,

! After 8 B-K2 (if 8 B-R2, N-N§; 9 B-N3!, B-N4!); 8 ... KN-Kg
and 9 . .. N-B4 Black has a wonderful game, s0 White embarks on a
speculative sacrifice,

* Black should reconeile himself to sacrificing the Queen. After 16 . .,
QxB: 17 RxQ, BxR he would have a good game with Rook, Knight
and two Pawns and a safe position for the 5ueen.

¥ And White will mate with 20 R-K8%.



WHITE BLACK
1 P-KB4 P-Ka
2 PxP PQ3
3 PxP BxP
4 N-KB3 P-KN4
5 P-Q4 P-N5
6 N-N5 Pr-KB4
7 P-K4 B-K2'
see diagram

8 N-KR3 PxN?
9 Q-R5% K-B1
10 B-QB4 Q-K1*
11 Q-Ré6¥ NxQ

WHITE TO PLAY 12 BxN R

White has entrapped his own

Knight as he picked off @ Black has been

Pown. Is there a way out checkmated

for him in this dilemma?

tg ... P-KR3 is better, with a very difficult game in prospect for

both sides.
t The on)y chance to continue play is . B-Nb5+%; 11 P-B3,

12 P-K5!1, B-K3; 13 BxB, QxB; 14

From Gambit

xB N—QB3 15 0-0! and hite

should win, bot there are still possxblhttes o err,

Giuoco Piano

WHITE BLACK

1 P-K4 P-K4
2 N-KB3 N-QB3
3 B-B4 B-B4
4 P-B3 N-B3
5 P-4 PxP
& PP B-N5%
7 N-B3 NxKP
8 0.0 NxN
9 PxN BxP

see diagram
10 Q-N3! BxR?Y
11 BxP} K-B1'
12 B-N& N-K2 WHITE TO PLAY
13 N-KS BXP  Black has won two Pawns (at
14 B-N6 - PQA  fhe cost of development) and
15 Q-B3§ _ B-B4  threqtens o Rook. If White
16 BxB BxN delays his initiative by con-
17 B-K6¢ B-83 serving malterigl, Black gets
18 BxB QNI tpe better of it. But White
19 B-NG% K-K1 has « crushing rejoinder,
20 Q-B7¢ K-Q1
21 BxN ) ces

Black has been

checkmated

10 B-R3, and if 10 ... P_Q4, (not 10 BxR?; 11 R-K11); 11 B-N5 is
also very promising for Whlte, sinee Black wlll have trouble with his
King in the center of the board.

? Black ¢an equalize here by returning his extra Pawns as follows:
1¢. .. P-Q4; 11 BxP, 0-0; 12 BxP4, K-R1; 13 QxB, RxB; 14 N-K§,
NxN; 156 PxN, B-K3. The text loses,

T0r 11... K-K2; 12 B-N5 winning the Queen,

115 Q-BT mate bad to be prevented,

*0r 18... PxB; 19 QxPi, K-K1; 20 Q-B7 mate,



| Giuoco Piano

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N.QB3
3 B-B4 B.B4
4 PB3 N-B3
5 P-Q4 PxP
€ PxP B-NS¢
7 NB3 - NxKP
8 00 ) "~ BxN
. 9 PQ5 N-K4'
10 PxB NxB
11 QQ4 N/B-Q3'

see diagram
WHITE TO PLAY 12 QxNP Q-B3
Black has played 11 ... N/B- 13 @Q NxQ
Q8, seemingly retaining hiz 14 RK1f K-Q1°
extra piece; but White has 19 B-NS N-K1
& surprise continuation which :g :xl?l*f KK;':'
leads to a forced win. 18 B-R6t KN
19 ‘R-K5' .

White mates shortly

' Another recommended line for Black here is 9 . . . B-B3; 10 R-K1,
N-K2; 11 RxN, P-Q3; 12 B-NF, BxB; 13§ NxB, 0-0.

* Phis loses. The right move iz 11 ., . . P-KB4; 12 QxN, P-Q3; 13
N-Q4, 0-0 when Black has an extra Pawn to compensate him for
the White initiative.

*For 14 ., . K-Bl refer to trap 43.

“0ri16...ExR; 17 BxN#, R-K2; 18 R-K1 winning.

$ There is no defense to mate, The threat is 20 R-Nb6 mate, and if the
Black Knight moves, 20 R-K8 ia mate,

Giuoco Piano

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N-QB3
3 B-B4 B-B4
4 P.B3 N-B3
5 P-Q4 PxP
6 PxP B-N5%
7 N-B3 NxKP
8 00 BxN
9 P.Q5 N-K4
10 PxB NxB
11 Q-Q4 N/B5-Q3?'
12 QxNP - Q-B3
see diagram WHITE TO PLAY
13 OxQ NxQ Though Black’s King is badly
14 R-K1¢ K-Bl confined, his Knights appear
15 B-R6t K-N1 to be staunch defenders until
16 R-KS N/B3-K5  reinforcements can arrive.
g :-‘lg P:(:;‘ White demolishes  Black’s
- - hopes by simple developing
19 N-R4M - moves.
White has a winning attack

! For other comments about the opening, see the preceding pame.

0r16... N(Q3)-K5; 17 N-Q2, P-Q3: 18 NxN and wins, ez 18, ..
NxN; 19 R-K8 mate or 18 . . . PxR; 19 NxN mate,

* Necessary since White threatened 18 QRxN, NxR; 19 R-K8 mate.

+ Black is lost, e.g. 19 . . . B-N2; 20 P_B3, N_B2; 21 NxP, N{K5}-Q3;
22 R-K#8¢, RxR; 23 RxRt, NxR; 24 N-KT matea,



Giuoco Piano

Gflloco Piano Evans Gombit

WHITE BLACK WHITE BLACK

1 PK& P-K4 1 PKa P-K4

2 N-KB3 N-QB3 2 N-KB3 N-QB3

3 B-B4 B-B4 3 B-B4 B-B4

4 P-B3 B-N3 4 PQNd - BxP

5 P-Q4 Q-K2 5 P-B3 B-R4

6 0-0 P-Q3 6 P-Q4 PxP

7 N-N5 N-R3 7 00 P.Q3'

8 B-K3 00 8 QN3 Q-K27

9 PB4 PxQP 9 P-K5! PxKP

10 PxP N.-KN5 10 B-R3 Q-B3

11 P-BS " NxB? 11 PxP P-KS

see diagram 12 P-Q5! PxN

WHITE TO PLAY 12 Q-RS P-KR3 13 PN BPxP  WHITE TO PLAY

Black’s Knight has captured 13 P-B&’ 14 RQ1 B-N3?  Bigck threatens mate on the
& Bishop and threalens three . see diagram move or the win of a Rook.
more White pieces. But Black  Black will be checkmated 15 BxPy QB But White's reply proves that
or lose his Queen 16 R-Q8t ...* chess is based om justice.

iz destined to die in a strange
manner — choking on too
many ping.

Black's Queen is lost

Black is fatally punished for
neglecting development.

' The correct order of moves is 7. .. B-N3; 8 PxP, P-Q2, This takes

the stirg oat of Q-N2 for White by allowing Black to reply with .. .

*Or 8.., Q-B3; 9 P-K5, Q-N3; 10 R-Ki1, KN-K2; 11 B-R3 with a
strong White attack.

If 14 . . . N-K2; 16 BxP} wins as in the text, and 14 , . , N-R3; 1§
PxP, BxP; 16 QxB and 17 B-N5¢ will be deadly. If 14 . . . B-K3;
16 PxP, R-Q1; 16 B-N5+, B-Q2; 17 BxBt, BxB; 18 P-N3=Qt.

* White wins a Queen in an overwhelming position.

! Black should play 11 . . . BxQP; 12 BxB (not 12 QxN, BxBt; 18
K-R1, QxN); 12 .. . QxN and Black is a Pawn ahead with a de-
fensible game.

TIf 13 ... PxP; 14 Q-N6&i, ete.



BLACK TO PLAY

White hopes to weather the
gtorm by pgiving up the Ex-
change, remaining with su-
perior material, Blaek shows
how the right Knight at the
right square al the right time
iz worth more than g Queen.

Giuoco Piano

W NN W N

WHITE BLACK
P-K4 P.-K4
N-KB3 N-QB3
B-B4 B-B4
00 N-B3
P-Q3 P-Q3
B-KNS B-KNS
P-XKR3 P-KR4
PxB? PxP
N-R27! P-N6
MN-KB3
see diagram
R N-KN5F
BxQ : BxP$
RxB PxRT
K-Bl R-R8%1
K-K2 RxQ
KN-Q2¢ N-Q5%
KxR " N-Ké&t
K-B1 N-K7 mate
White has been
checkmated

" ' This capture, which opens the Rook file, is too dangerous.
? Better possibilities of defense are offered by 9 KN-Q2 or ¢ N-R4.
! The Queen offer justifiea the preceding sacrifice.

* Naturally White must try to

revent 15 . .,

leads to a beautiful semi-smothered mate.

P-BE8=0%, but the text

Giuoco Piano s Lange Attack

QWM NANEWN -

-

13
14
15

17

¢ In this opening

WHITE BLACK
P-K4 P-K4
N-KB3 N-QB3
B-B4 B-B4
0-0 N-B3
P-Q4 PxP
PKS P04
PxN PxB
RK1f B-K3
N-N5 Q04
N-QB3 Q-B4*
N/3-K4 B-KB1?>*
see diagram
NxBP KxN*
N-N5T K-N1*
P-KNY? oP/3’
RxB Q-Q1
Q-B3 Q-Q2
R-K7! cellt
Black cannot avoid
chechmate

WHITE TO PLAY

It seems that Black has over-
come the worst with a Pawn
plus, but the power of White's
Paswn on the sizth rank over-
twhelms him.,

5. .. BxP is gnod for Black, as White doesn’t

sequence .
get enough play for the sacrificed Pawn.
"Not 9 ... QxP; 10 NxB, PxN; 11 Q-R5{ followed by 12 QxB win-
ning & piece.

*And ceriainly not 10 . . .
pinned and he can’t recapture,
* Black zhould plny 11 . .
text is a mi
13 P-EN4 Q—K4 {or 13 .

‘Ori1s...

but he wants to
QxNP'I' 14

PxN as after 1! QxQ, Black’s Bishop is
. 000 with chanoes for both sides, The

inst 12 PxP, KR-N1:
0;8“ ; 15 N-B6 wins):

P-R4, 15 N-i BG'{' and wins the Queen.
‘If 12...BxN; 13 N-Q6t wins the Queen,

15 RxB winning.

ExP; 14 RxB} wins.
"Or 14 ... QxNP¥; 15 QxQ, BxQ: 16 P-B7 mate, or 14 . . .,

Q-Q4;



48 Gruenfeld Defense

WHITE BLACK

1 PQ4 N-KB3
2 P-QB4 P-KN3
3 NQB3 P-Q4
4 Q-N3 PxP
5 QxBP B-K3
6 Q-N5¢' N-B3
7 N-B3 N-Q4
g QxP? N/4-N5
9 B-B4 B-R3!
10 Bxf
see diagram
10 . ... NxQP
BLACK TO PLAY 11 BxQ* N/Q5-B7¥
12 K-Q1 RxBt

Does the oid adage prove false

here: "“He who g-rabs the 13 N'gs B::‘N
Queen Knight's Paom slecps 10 o g o
;. £ ’r? i ’

in the streets Appurently, 15 Ri JxQ,

White’s greed has been re-
warded the capture of an-
other Ptf:’ﬂ, B:f the P{zwn— White has a winning attack
snaicher has a grim surprise

aweiting him,

! Better is 6 Q—Q3 followed by an early P-K4.

* This loses, White should play 8 NxN, BxN; ¢ P-K3.

'If 10 BxB, QR-N1 traps the Queen,

111 NxN, @xN and Black threatens mates at both QBT and Q7.

* Black wins at least another piece, for 17 QR-N1 is met by 1T . ..
R-Qit and now 18 K-K2, R-QT7 mate.

Gruenfeld Defense o 49

WHITE BLACK
1 P4 N-KB3
2 QB4 P-KN3
3 N-@B3 P-Q4
4 N-B3 B-N2
5 QN3 PxP
6 QuBP 0-0
7 PKa N-R3
8 PKS B-K3¥

see diagram
9 PxN! BxQ
10 PxB P
11 BxB*
WHITE TO PLAY

White has superiority in Intent on gaining a sharp

material and position tempo, Black forgets that a

Pawn captures diegonally for-
ward end devours everything
in its slenting path.

! This is a mistake which spoi]s the Black sitlo which is actually
quite promising after 8 . N-Q2: 9 QN3 3: 10 BxN, PxB;
i1 B-K3, B_K3; 12 Q_B2, N—Q4- 13 0-0, NxB 14 BxN, P-QB4; 18
P-Q5, B—N5 16 Q-K4, BxN: 17 PxB, R—Nl ‘and Black threatens
both RxP and R- N&.

* A surprise.

?* And White has pained three pieces for Queen and Pawn in a position
highiy favorable for the pieces.



50 Gruenfeld Defense Gruenfeld Defense 51

WHITE BLACK

WHITE BLACK
1 P-Q4 N-KB3
2 P.QB4 P-KN3 1 P4 N-KB3
3 N.OB3 P04 2 N-KB3 P-KN3
2 PP NeP 3 P-B4 B-N2
5 P.K4 NxN ; s "603
6 PxN P.QB4 0
7BQB4  BA2 6 B-Q3 N-83!
8 NK2 g 7 P-QR3 B-N5
9 PxP N-B3 8 P-R3 BxN
10 B-K3' QR4+ 13 BQ"P‘:P ""',‘:';
11 B-Q2 Q-R6 11 PN
12 R-QNI’ 0.0° 12 PP RP;’:
BLACK TO PL 13 PQ5* N-K4 -
Black's saloation Ts to jump 14 e o 13 o g2 BLACK TO PLAY
from the frying pon into the see diagram 15 3&:3 N-K4 White, has apparently dodged
fire. If he stirs the fire, 1% -... Q-B6Y ee diagram Black's bag of tricks. A final
White will burn down his own 15 PxQY NP} 15 PEIAM g during act on Black's part,
house. 16 K-B1 B-R6 16 PN P X however, illustrates the force
-B7  of a passed Pawn on the sev-
White has been 17 R-QR2* B-B6t  enth rank.

checkmated White loses overwhelming

material

' The position is typical of the exchange variation of the Groenfeld;
White has a broad Pawn center, but it is under constant pressure.
t A resourceful method of defending the Queen Pawn, for if 12 .. .
NxP; 13 B-N4 wins the Queen.
3 Black also baits the hook. * An interesting innovation whereby Black aims for an eventual . . .
* And he has a tug on the line. 12 0-0 was better. . P-4 rather than the customary . . . P-QB4.
* White traps the Queen. , Preferable is 13 Q—K2.
* And the fish gets away. gr_qui waENI. P-B7; 16 R-QR1, N-K¢; 16 Q-K2, NxB; 17 QxN,
. mate,
' A blunder, but other moves allow Black to play either 15 ... QxKP *0r 16 QxN, P-B7; 17 R-QRZ, Q-QB mate.

or 15 . .. @xNP, with an extra Pawn and the far superior pogition. S1f 18 B-Q2, P-BS=Qf, and If 18 K-B1. Q-Q8f and mate next.
y . = ; 804 | - » ang mate n



| 52 Gruenfeld Defense Hungarian Defense 53

WHITE BLACK

WHITE BLACK
1 P-04 N-KB3 1 P-K4 P-K4
3 N-QB3 P-04 3 B-B4 B-K2
4 B-B4 B-N2 4 P-Q4 : PxP
5 P-K3 0-0 5 P-B3 PxP?
& RE1 P-B4 6 Q-Q5! N-R3
7 PxBP . QR4 7 BxN 00
9 QQ27 e see diagram
see diagram 8 .... N-N5!
9 ... ‘z NxP 9 Q'KRS P'Q4!
10 B-B7 0B 10 PxQP N-B7}
BLACK TO PLAY 11 NxN RxN! 11 K-Qt NxR  BLACK TO PLAY
White has been lured into 12 QxR :'g 12 NxP  PQBF  hite strives to prevent 8 . . .
a line advocated by a_for 13 QQ2 i Shack b tions | P2P but overlooks Black’s
mer world champion, where . ck has a positional sha retort. If 9 Q-QI,
Black’s loss of the Exchange Black has a decisive advantage P_Br;; ete. f
is more than outweighed by positional advantage !
hiz accelerated development.
"9B-Bilor® Q—R-i is preferable to the text.
? A brilliant mistake.
¥ This exchange sacrifiee completely refutes White’s opening strategy.
g:}w White’s backward development will not allow of a suecessful
ense.,
* Black will continue to gain time for attack with R-Q1 an ' This mistake should lose. Black should play & . ,. N-B3, and if 6
Q-R4t. The likely contingation would be 14 R—Ql B—Ql 15 Q—Bl, P-E&, N-K§ with a satisfactory game.
Q—Rﬂ 16 B-QZ, R-Qd; 17 N-K2, RxP; 18 N_E3, BxN; 19 PxB, * This abject retreat gives Black fine attacking chances. White should

20 Q-N2, R-Ré6; 41 Q-N5, Q—BG 22 Q-N2, Q—B-i ‘23 Q-N1,

play 8 BxP, KxB; 9 NxP with an excellent game.
?l?.s.oo ‘2'4 1];‘;3 'Q-R4t as in a game between Tolush snd Botvinnik, ' Black has excellent chances of rescuing his Knight at R8 and White's

King is none too safe. Black has the better chances.



BLACK TO PLAY

White is hooked now. This
is ¢ lrap you can only play
once against the same oppo-
nent. Though basically naive,
it's worth a mniche in every

player’s reperitoire.

Irregular Defense

WHITE BLACK

1 P-K4 P-K4

2 N-KB3 N-QB3

3 B-B4 N-Q5

4 NP e
see diagram

4 . Q-N4

5 NxBP? OxP

6 R-Bl OxKP§

7 BK2 N-B6 mate

White has been

checkmated

' 4 NzN or 4 00 gives White the advantage.
* White should try 5 BxP$ and 6 00 with two Pawns and some atiack

for the piece,

Irregular Defense

WHITE BLACK
1 P-K4 P-Q3
2 B-B4 N-Q2'
3 N-KB3 P-KN3
4 N-N5* N-R3’

see diagram

5 BxP} NxB
6 N-Ké e

Black's Queen is trapped

WHITE TO PLAY

Blaek has neglected to provide
for the protection of his KB2.
From now on in, in order to
stall off the mate, White must
lose his Queen.

'2...N-KB8or2...P-KN2is preferable.
!4 BxP¥, as in the next example, is even stronger.

' This costs the Queen. White already has the better game, If 4 ., . .
N-K4; 5 B-N3, P-KR3; 6 P-Q4, PxN; 7 PxN and now 7 ., , PxP is

met by 8 BxP} winning the game.



WHITE TO PLAY

Black hos protected his vul-
nerable KXB2 with the wrong
Knight, But has he not fol-
lowed the book adviee: “Don’t
move the same piece fwice in
the opening?”  Remember,
every Tule has itz exception.

Irregular Defense

WHITE BLACK

1 P-K4 P-Q3

2 N-KB3 N-Q2

3 B-B4 P-KN3
see diagram

4 BxP} KxB

5 N-N5F K-B3'

6 Q-B3f . KxN

7 P-Q4t K-R5

8 Q-R3 .

Black has been

checkmated

' Otherwise White winz the Queen immediately by 6 N-Ké&.

Irregular Defense

WHITE BLACK
1 PQ4 P-K4'
2 PxP N-QB3
3 N-KB3 Q-K2
4 B-B4* Q-N5F
5 B-Q2 : oxP
6 B.B3IY B-N5I
7 Q02
see diagram
7 ... BxB
8 OxB Q-B8
White has been
checkmated

BLACK TO PLAY

White will soon be punished
Jor trying to hold on to an
early Pawn coaplure at ol
costs. White has only one
solace — his last move was as
good as any.

' An unusual variation, the chief virtue of which is that of novelty.
2 The simplest method of maintaining White's advantage iz by 4 N-B3,
NxP; 5 P-K4, when White has a fine game with 6 N-Qb in the offing,

or it 5...N-B3: 6 B-KNa.

! This iz a blunder which loges outright, White still has good chances

with 6 N-B3, eg. 6 . .. B-N§

1 7 N-Q5, BxBvt; 8 NxE, and besides

9 NxP#, White is ready to play 9 N-QB4 with the beiter game.
* Winning immediately. Now if 7 BxB, NxB (even stronger than
T7...QxR) with threats on QBT as well as QRS



King's Gambit King's Gambit

WHITE BLACK WHITE

BLACK
1 P-X4 P-K4 1 P.K4 P-K4
2 P-KB4 PxP 2 P.KB4 PxP
3 N-KB3 P-KN4 3 N-KB3 B-K2
4 P-KR4 P-N5 4 B-B4 N-KB3
5 N-KS N-KB3 5 N-B3 NxP
& P-Q4 P-Q3 6 N-K5 B-R5%'
7 N-Q3 NxP 7 P-N3 PxP
8 BxP QK2 8 BxP} K-B1
9 Q-K2 B-N2 9 00! PP}
10 P-B3 P-KR4 10 KxP B-N61
11 N2 NxN 11 K-N2 NxN°
12 KxN QxQ¥ see diagram
WHITE TO PLAY 13 BxQ B-B4' 12 Q-R5! QK2  WHITE TO PLAY
The insecure position of 14 KR-KB1 N-Q2 13 N-N6F o The culmination of White
Black’s Queen Bishop is the 15 N-N4 N-83 plan is o “family” check with
central cog in White's com- see diagram , White mates on his next @ Knight whifh wi :h
bination. A potent example 16 B-N5t B-02 move King, the @ ot the
ton. o 17 QRK1} K-Q1 . ing, Jueen, an the
of a long-range payo 18 B-N5 BxB . King's Rook in one fell blow
on pogitiongl maneuvering. - ’
19 RxN!"
White wins decisive
material
! Beat is 13 ... Igl_B:l;:;‘“ tQﬁI—K!_, B-KtS! t5\1‘1!:! now,hth‘:]ugh'wmte ‘has
S0Mme pressure, ack 1s stitl ah 1mporcan AWn ahead. i The 1, t way is & . N N4t fo]lowed by T P_Qg d B].!-Ck
! Even here 14 . . . N-B3 was better ta prevent White's move of 15 N-N4. should ble to sta, fe P, he g
3 ganse W t'1:—]3:3; 17 NxP, PxN; 18 BxP#, K-K2; 1% BxR, RxB; 20 White evoﬁre: a[;:rsemZnTi:SSestt:.c“lr(n ahead. As the play now develops,
- ite wins. *If11. .. BxN; 12 NxN and White’s attack should win.
‘Whlte wins, e.g. if 19 . BxR; 20 BxBt, K-Q2; 21 R-K7f, K-Q1; '1£ 12 . .. BxN; 13 B- \ _K2:
R-K5t, K-G2; 23 RxB ‘13... PxN’;c 14 QxR r:iste?4' or Not, RH2; 14 QxB mate.



60 King's Gambit

WHITE BLACK
P-K4 P-K4
P-KB4 PxP
N-KB3 B-K2
B-B4 B-RSt
P-N31? PxP
00 PxP§
K-R1 B-K2?*
see diagram
BxP} KxB
N-K5% K-K3*
Q-N4§ KxN
Q-B5t K-Q3
WHITE TO PLAY 12 QQ5 P
Black’s premature attack has
won three Pawns, but White's Black has been
checkmated

counterattack nets him the
game,

' 5 K-BI gives White the better game.

t Here Black should play 7 .., P-Q4! and if 8 BxP, N-KB2 or 8 PxP,
B-B3, and in both cases Black has good chances of nursing his extra
Pawn to eventual victory.

T0r 9 .., K-K1; 10 Q-RSt, P-N3; 11 NxP, KN-B3; 12 RxN, BxR;
13 N-K&f, K-K2; 14 Q- BT, K-Q3: 15 N-RB4}, K-B4; 16 Q-Q5%,
K-N5; 17 P-R3t, K-R5; 18 P_N3, or Q-R5 mate,

King's Gambit

WHITE BLACK
1 P-K4 P-K4
2 P.KB4 PxP
3 BK2 P.Q4
4 PxP N-KB3
5 P.B4 P-B3
6 P-Q4 B-N5
7 K-B1 PxP
8 BxP PxP!t
9 BxN?'

see diagram

9 ... N-Q4!
10 B-B4’ Q-B3W

BLACK TO PLAY

Black maintains a posi-

He th bt ¥ but has
tional advantage ere the obvious, bu ty

move, 8 8 . . . RxB. Black
avoids this losing move, His
deep conceplion regains the
piece with a lasting initintive.

' This iz & positional blunder, White anticipates only 9 . . . RxE, when
10 Q-R4} would win a piece,

! Black now threatens to win the Queen with 10 . ., . N-K¢#,

Y10 K-B2 is slightly better, though Black hag a marked positional
advantage,

* Black is still threatening 11 ... N-K6t aa well as 11. ., @ or NxB,
After 11 N-B3, QxB White is lost, as he is a Pawn down and his
King is exposed; in addition, his Biack squares are very weak.



WHITE TO PLAY

When under fire, o player
may often solve the problem
of defense by simple develop-
ment. Such is the case here,
Black has shot his bolt; the
Queen swop leaves him help-
less.

King's Indian Defense

WHITE BLACK
1 PQ4 N-KB3
2 P-QB4 P-KN3
3 N-QB3 B-N2
4 P-K4 P-Q3
5 P-B4 P-B4
6 P-Q5 00
7 N-B3 P-K3
8 B-K2 PxP
9 KPxP R-K1
10 0-0 N-N5
11 R-K1! B-Q5%'
12 NxB* PxN
13 QxP Q-R5*

see diagram

14 B-Q2! QxP¥
15 K-B1* R
White has a winning attack

' White has a“uwed the combination because he seez the flaw in it
Black was better advised to continue with 11, ., B-B4, and the game

would be about equal.

! But not 12 K-B1?, Q-R5 winning, since 13 Nx(Q is met by 13 ... NxP
mate and 13 P-KN3 is followed by 13 . . . Q-R6 mate. And after 13

QxB, NxP{ wins the Queen,

! Biack has relied on this sortie, but it is without sting. He recaptures
his Pawn only to find himseif in a resignable position.

“ Now Black finds himself in great danger on the King file, as White
threatens BxN. And after 15 . . . Q-R8%; 16 Q-N1, QxQ+t; 17 KxQ
White also has 18 N-N5 as a winning threat, The Black position is

hopelesa.

King's Indian Defense

WHITE

P-Q4

P-QB4

P-KN3

B-N2

N-KB3

00

N-B3

PxP

B-K3

10 Q-R4?

11 NxQ

12 N-K5¥ .
see diagram

W bW

13 BxR

BLACK

N-KB3
P-KN3
B-N2
P-Q3
00
P-B4
N-B3

Black wins material

BLACK TO PLAY

White, greedy to win the ex-
change, overlooks the inse-
curity of his Queen Knight.
The trap was particularly de-
ceptive, based on the quiet
and innocent-looking 11 . .,
P-Ng,

' Better was 10 B-Q2 when White has chances of maintaining the ini-
tiative of the first move,

! This Blunder eosts two pieces for the Rook. Black was already some-
what better off as a result of the White Knight’s unfortunate position.

¥ And Black must win either the Knight or the Bishop.



6 4 King's Indian Defense

WHITE BLACK
1 P-Q4 N-KB3
. 2 PQB4 P-KN3
3 N-QB3 B-N2
4 P-K4 P-Q3
5 P-B4 0-0'
6 B-Q3 P-B4:
7 PxP PxP
8 P-K5 B-NS?”
see diagram
9 B-K2*

White wins material

WHITE TO PLAY

With his last move, Black
seema to have won a valuable
tempo. White's reply shows
how badly Black hoas colcu-
lated,

' Immediately 5 . . . P-B4 and if 6 PzP, 6 . . . Q-R4 gives Black a
good game.

*A pood move for Black here is 6 , . . N-B3, attacking the Black
squares in the White center, Then if T P-Q5, N'—Qﬁ followed by 8 . . .
P-B4; and if 7 N-B2, B-N5, or if 7 KN-K2, P-K4!

! Black wanta to gain a tempo before Tetreating his Knight, but this
proves to be a mistake.

* Now Black must lose a piece, e.g. 9, .. (ix 45 10 BxQ, BxB; 11 PxN
or & ... BxB; 10 QxQ, RxQ; 11 PxN. The last line is Black’s best at
thiz point as he will get two Pawns for the piece, although he =till
must lose with proper play on White’s part.

King's Indian Defense 6 5

WHITE BLACK 7
1 P-QB4 N-KB3 vy
2 N-QB3 P-B4
3 N-B3 P-KN3 78
4pPQs B-N2 )
5 P-K4 0-0 %/?
6 B-K2 P-Q3 il
7 0.0 N-R3' T
8 P-KR3 PxP %
9 NxP B8-Q2
10 B-K3 N-B4 ' 4
11 Q-B2 P-QR3 B
12 QR-Q1 Q-N1
13 P-B4 i R-Bl' WHITE TO PLAY

see diagram Black’s heavy guns, the fwo

14 P-K5! N-K1’ '
15 N.05" Rooks and the Queen are

badly inactivated. Soon, the
weakness of Blaek's Queen-
side squares will lead to loss
of material,

White wins decisive
material

'Or T...PxP; 8 NxP, N-B3; 9 N-B2! and White has some posi-
tional advantage.

! Black is apparently oblivious of White's threat, and this move only
adds impetus to White's advance.

?The point is that after 14 , . . PxP; 15 PxP Black cannot play 15. ..
QxP because of 16 B-B4, and the Black Queen is caught in the center
of the board!

* White will win material since he threatens both 16 NxPt and 16
N-N6.If 15 .., PxP; 16 NxP, K-B1; 17 NxR, PxN; 18 N-N& wins.



66 King's Indian Defense

WHITE BLACK

1 P-Q4 N-KB3

2 P-QB4 P-KN3

3 N-QB3 B-N2

4 P-K4 P-Q3

5 P.B3 Q-0

6 B-K3 N-QB3

7 Q-Q2 P-QR3

g8 0-0-0 B-Q2

9 B-R6 Q-N1'

10 P-KR4 P-QN4

11 P-R5 R-Q1

12 RPxP BPxP

WHITE TO PLAY 13 BxB KxB

White will soon show the pow- 14 ¢REF K-B2
see diagram

er of @ Book on a partly oven 15 P-KS! PxKP

file. But the Rook will not 16 N-K4- NxP?

til the final Knock- .

move un 17 N-N5% K-K1

out. 18 QsP}* .

Black cannot avoid
checkmate

' Black's Queen-side attack, t11.?1:;«m\.‘m:l)r initiated with this move, is
woefully slow compared with White's play on the opposite wing.
More piansible iz 9, . . P-K4, fighting for his Q5 square with a view
towards exchanges.

?Thig loses immediately. A better try was 16 . . . R-R1 and if 17
N-NB#, K-N1! {Not 17 .., K-K1; 18 QxP{!)

PIE AT ... K-N1; 18 NxP wins easily.

“ After 18 . .. PxQ; 19 R-R8t, N-N1; 20 RxN matea,

Nimzovich Defense 67

WHITE BLACK
1 P-K4 N-QB3
2 PQ4 : P-Q4
3 PxP' QP
4 N-KB3 B-N5
5 N-B3* BxN
6 NxQ ' BxQ
7 NxP} K-Q2
8 NxR BxP
9 B-KB4*
see diagram
9 ... P-K4
10 PxP B-N5¢%
11 K-K2* KN-K2 BLACK TO PLAY
:g :];571' N:‘;;: White's attempt to salvage his
14 KK3 N/2.B4* Knight will lead to a bad end.
At first sight it seems that
. White is better developed, but
White has been -y
checkmated :epf:amnces are deceptive

' Elther 3 P-KbB or 3 N-QB3, PxP; 4 P-Q5 gives White fine chances
and is prefersble to the text,

* And here White should first gla 5 B-E2 {now Black cannot win a
Pawn with 5 ... BxN; 6 BxB, &IP because of 7 BxNt winning the
Queen) and then iater N-B3. As the play proceeds he wins the ex-
change, but his Knight at RS is in great danger.

! Now thiz iz necessary or White loses at least 8 Pawn with no com-
pensation. .

*An attempt to rescue his Knight, but 9 P-Q5 offers better chances.

*And here 11 B-Q2 was absolutely necessary, though White is prob-
ably already lost.

' Black's minor pieces combine to produce a lively “pure” mate,



WHITE TO PLAY

Positional traps are more sub-
He than combinational ones;
the varigtions are not obwious,
but elegant, based on theoreti-
eal niceties. Here, White's
eventual fwo-Bishop edge will
dominate the end-game.

Nimzo-Indian Defense

WHITE BLACK
I PQ4 N-KB3
2 QB4 P-K3
3 N-QB3 B-NS
4 P-K3 P-B4
5 B-Q3 P-Q4
6 N-B3 0-0
7 00 ON-Q2
8 P-QR3 PxQP?'
see diagram
9 MNxP/5* PxN
10 PxB PxBP
11 BxP N-N3
12 B-N3 PxP
13 BxKP? ..
White has a positionally
won game

'.Either 8... BxN or 8. .. B-R4 would be preferable.
! Thig pretty move assures White of the two Bishops plus a pesitional

advantage.

! Black will be hard put to held his position, e.g. 13 ., . KN-Q4; 14
B-B5, R-K1; 15 B-K1, B-K3; 16 N-Q4, or 13 . . . B-K3: 14 BxB,
PxB: 15 QxQ, KRxQ; 16 RxP! 15 , .. RxR; 17 BxN, KR-R1! 18
BxR, RxBE; 19 N-K5, or 15 . .. QN-Q4; 14 B-B6, R-K1; 15 R-K1,
RxRt; 16 QxR, P-QN3; 17 B-Q4, B-N2; 18 R-Q1, Q-K1; 1% B-Kb.
White's advantage is cleat in ail of these variations,

Nimzo-Indian Defense

WHITE BLACK
1 PQ4 N-KB3
2 P-QB4 P-K3
3 N-QB3 B-N5
4 P-K3 P-B4
5 B-Q3 P-Q4
6 N-B3 00
7 0-0 N-B3
8 PQR3 BxN
9 PxB PxBP
10 BxP Q-B2
11 B-N5 B-Q2
12 R-K1? R

see diagram

12 ... NxP!
13 NxN PxN
14 B8xB PxKP!
15 B-R4’ PxP}
16 KxP QxRP?
Black has a winning attack

BLACK TO PLAY
A most innocent-looking pogsi-

tion. Black, however, by his
next move shows that White's
B-N5 was a mistake.

' Either 12 P-QR4) or 12 Q-K2 was indicated. :

? Necessary, or White will he minus a Pawn without compensation.

?Black must win, as the White King iz too exposed and there are
threats of 17 . .. Q-R&% and 18 . . . N-Nb and/or KR-Q1. A likely
continuation now would be 17 B-KN5 (to prevent 17 . .. Q-R5}),
KR-Q1; 18 Q-B3, R-Q4 and Black must win.



70 ~ Nimzo-Indian Defense

WHITE BLACK
1 P-Q4 N-KB3
. 2 PQB4 P-K3
7 3 N-gB3 B-NS
; %%’ 4 P-K3 P.B4
- A
7 //2}& ' 7 00 N-B3
8 P-QR3 BxN
9 PxB PxBP
10 BxP . 0-B2
11 B-Q3 P-K4
12 Q-B2 QK2
WHITE T(O PLAY :i :xl'flP S:NP
Now White has an elegant X
move in hand that wins at 15 P-KB4! Q-K2'
least @ Pewn n all variations, 16 P-B4 R-K1
The move is quiet, shary, and 17 R-K1 N-I-(52
profound. 18 B-N2 ] P-B3
see diagram
19 B-KsV

White has a winning
advantage

P15, . . QR4 leads to more active counterplay, e, 16 P-B4 (if 15
P-K4, P-B5!; 17 B-K2, B-N5; 18 BxB, NxB; 1% P-R2, Q-Bdt;
20 K-R1, N-B2 with fine play for Black), 16 ... R—Q; 17 P-K4,
B-N5; 18 B-N2, RxB; 19 QxR, B-X7; 20 Q-N3, BxR; 21 RxB, Q-N3
and Black should be able to hold the ending.

*1t is absolutely essential for Black to prevent P-K4-5, which {as so
often in the Nimzoindian Defense) would yield White an overwhelm-
ing position,

* This neat move results in clear positional advantage for White, Black
iz adviged to capture the Bishop and after 19 . . . PxB; 20 BxN,
P-KHN3 (the Rack FPawn must be protected, for after 20 ., . PxP;
21 PxP! and the threats of 22 BxP{, 22 B-Q5b6%, and 22 BxNP are
more than poor Black can manage, and if 20, , . P-KR3, White re-
tains great advantage after either 21 B-Q5% followed by 22 Q-K4, or
even 1 B-N& and 22 §Q-Kd4); 21 BxP iz very promising, eg. 21 ., .
PxB; 22 QxP$, K-R1 (not 22 .., K-Bl; 23 PxP and 24 R-KB1%);
23 QR-Q! and Black is hard put to find a move, The picce sacrifice
with 21 BxP is not necessary to insure White's advantage as 21
B-Q5% and 22 -K4 leave White with a definite pull.

Nimzo-Indian Defense 71

WHITE BLACK
1 PQ4 N-KB3
2 PQB4 P-K3
3 N-QB3 B-N5
4 P-K3 P.B4
5 B-Q3 P-Q4
6 N-B3 0-0
7 00 N-B3
8 P-QR3 BxN
9 PxB PxBP
10 BxP Q-B2
11 B-Q3 P-K4
12 g-B2 B-N5
13 NxP NxN BLACK TO PLAY
:g :f;la quz Here Black has ¢ chance to
pa decoy a White piece from de-
st;e diagram e fend?,'ng & Pawn. Without
16 B.RS! looking at the text continua-

s tion, can you spot Blaeck's next
T | 1 ' . . .

Q-N2 QR-Q1 move, which will give him g

positional win?

el
~

Black has a sharp
positional edge

! White overlooks Black’s clever reply. Here he should play 16 .P—Ké
with a good game.

i 1; Q‘:I{B, QxP regains the piece and Black remains at least a Pawn
anead.

*Now RBlack remains with a clear advantage, as White is unable to
contest the Queen file, owing to the strong placement of the Black
Bishop at R5. A likely variation now is 18 B-B1, P-QN3; 19 P-QB4,
KR-K1; 20 QxQ, RxQ; 21 P-K4, N-Q2; 22 B-N2, E-K3; 23 P-K5,
N-N1; 24 B-K2, N-B3 with excellent winning chances,



Nimzo-Indian Defense

WHITE BLACK

1 P04 N-KB3

2 P-QB4 P-K3

3 N-QB3 B-N5

4 PK3 P-B4

5 B-Q3 P-Q4

6 N-B3 0-0

7 00 N-B3

8 P-QR3 BxN

9 PxB PxBP

10 BxP Q-B2

11 B-Q3 P-K4

12 ¢-B2 B-N5

BLACK TO PLAY :i :':: Nﬂ:

Black feels that fast develop- 15 P-R3? Qx
ment and dangerous attacking oo T

. A see diagram

chances against White’s unde- 15 .. QR-Q1
v{zloped forces are worth the 16 PxB' NxP
piece. 17 BxPch’ K-R1
18 P-N3 P-KN3

19 P-QB4* KxB

20 B-N2 Q-R4

21 P-B3 NxP
22 Q-B3 Q-R3"

Black has positional
superiority

! Here 15 P_B3, striving for P-K4 and B-X3, is customary and cer-
tainly preferable to 15 P-H3,

115 B~N2 is much safer,

11f 17 P-KB4, Q-R4; 18 P-N3, RxB or 17 P-N3, RxE; 18 QxR, Q-R4.
Both variations naturally win for Black.

“1f 19 BxP, PxB; 20 QxP, R-KN1; 21 Q any, Q-R4 and Black wins.

* And not 22 . .. N-B4; 23 K-N2! However, after 22 . ., Q-R3 Black
should win eazily, egz. 23 R-B2, N-Q8 or 23 KR-Ki, N-B4 and
Black has various threats such as 24 .. . R-Q7 or 24 . . . N-Q6 or
24 . ., NxP and he iz a Pawn ahead to boot.

Nimzo-Indian Defense

WHITE BLACK
1 PQ4 ' N-KB3
2 P.QB4 P-K3
3 N-QB3 B-N5
4 Q-B2 P-B4
5 PxP _ 0-0
6 B-N5 N-R3
7 P-QR3 BxNt
8 QxB NxP
9 P-B3? KN-K5
10 BxQ NxQ
11 B-K¥* e

see diagram

1 ... N-N6°  BLACK TO PLAY
12 BxR* KxB!*

Black has foreseen While's
soriie with the Bishop, His
surprise rejoinder 11 . , .
N-N6 gives him @ positional
win against White's best re-
source.

Black has all the winning
chances '

' A weak move which saddles White with the inferjor game. He fears 9...
QMN-K5 with possibilities of 10 ... NxB or 10 ... Q-R4%, and s0 he
attemﬁts to prevent an incursion on his K4. He should have played
9 BxN with approximate equality,

! Burprising but quite good. Black remains with the better chances in
the endganie.

‘H 11 PxN, ExB and White's weak Pawns should cost him the game.
Now White is attacking a Rook and both Knights, yet Black’s posis
tion is preferable,

1 The pretty point which White averlooked.

* Again if 12 PxN, NxR; 13 BxR, KxB and the Black Knight escapes
via N4, In this situation, the doubled @B Pawns must lose,

¢ Now in order to avoid the organic Pawn weaknesses, White must play
13 B-Q1, NxR; 14 KxN., After 14 ... P-Q4 White has serious prob-
lems developing hiz remaining pleces, and Black will threaten to
penetrate with hiz Kook on the Queen Bishop or Queen file, A bad
and prabably lost game {or Black,



WHITE TO PLAY

White is convinced that it is
profitable to give immediately
and whole-heartedly. The
Queen, “cast upon the
waters”, i3 returned with
more than double profit,

(-3 BV N g - U U )

Nimzo-Indian Defense

WHITE BLACK
P-4 N-KB3
P-QB4 P-K3
N-QB3 B-NS
P-QR3 BxNt
PxB 0-0
P83 P-Q4
PxP
P-K3 B-B4
N-K2 QN-Q2
N-B4 P-B4
B-0Q3 BxB
QxB R-K1
0-0 R-QB1
R-N1 Q-R4
RxP N-N3'
P-N4 P-KR3¥
P-KR4 : PxP
P-N§ PxKP
PxN RxP
see diagram
Q-N6 et
Black cannot avoid
checkmate

' This attempt at counterplay is ill-advised, since White not only gains
a Pawn by capturing on N7, but his Rook develops great activity.
! This merely weakens the Black King position and does no good. 16 . ..

PxP immediately was preferable,

? This attempt at counterplay fails becanse of the weakness of his own

King position.

“ Biack can’t defend against 21 QxP mate except by 20 .. .
21 RxP, followed by 22 N-N6 is mate,

PxQ, when

Norris Gambit

WHITE BLACK
1 P-4 P-Q4
2 B-B4 P-QB4
3 P-K4 N-QB3
4 N-QB3 PxQP
5 PxP PxN
& PN Q-R4
7 P-QN4 QxNP

see diagram
8 Q-Q5! B-K3
9 Q-B3 000
10 PxP}:
White has an overwhelming
attack

. P-K3; 10 PxP! anyway.

‘And White wins, eg. 10 .

K-Q2; 13 R-Q1%.

WHITE TO PLAY

White's diabolical reply to
Black’s last move offers a
Bishop, permits his Queen to
be assailed by an enemy
Knight or Rishop. Despite
these drawbacks, the move
wing in all varigtions.

"l‘he sockdolager. White threatens 9 PxP followed by B-N&+, and if
. QxP; 11 B-QR6!, QxB; 12 Q-R8t,



7 6 Petroff Defense

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N-KB3
3 NxP P-Q3
4 N-KB3 NxP
5 P-Q4 P-Q4
6 B-Q3 B-Q3
7 00 B-KN5
8 PB4 0-0'
9 PxP P-KB4
10 N-B3® N-Q2
11 R-K1? .

see diagram
BLACK TO PLAY | 5 BxP§!1?
Here is the setting for e dou- 12 KxB NxP
ble fireworks display, leaving 13 B-KNS NxQ:
Black with twe Pawns for the 14 BxQ NxN
Exchange and a slight end- 15 B-K7 . NxQP
edge. 16 BxR RxB
game 17 N-K&§* N/2.B3

Black has a positional
advantage

" Another of Marshall’s tricky variations, whereby Black gambits ma-
terlal for attack.

?And not 10 R-K1?, BxPt!; 11 KxB, NxP; 12 Q-K2, NxB; 13 QxN,
BxN; 14 QxBE, Q-R5+; 15 Q-R3, QxR when Black has won the
exchange,

! But now this brilliant conception is somewhat dubious.

“Or 13 .., QxB; 14 NxQ, BxQ; 15 QRxB, NxR; 16 NxN and White
has two pieces for the Rook.

f14...QRxB; 15 QExN leaves White a piece ahead.

* Black's Pawns are sufficient compensation for the exchange though
the win, if it exists, iz very difficult.

Philidor's Defense 77

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 P-Q3
3 PQ4 N-KB3
4 N-B3 QN-02
5 B-QB4 B-K2
6 BxP§?" KxB
7 N-NSf K-N1°
8 N-Ké Q-K1
9 NxBP Q-N3
10 NxR° o
see diagram
10 .... OxP
il R-B1 PxI: BLACK TO PLAY
1§ gﬁ‘ N /Ns;-:‘é White will pay dearly for this

Rook capture. This ancient
opening must be handled with
the utmost finesse by both
sides in order to avoid the
abundant traps, some of
which boomerang,

White must lose his Queen

' A tempting but unseund sacrifice. White caleulates that he can force
the win of the Black Queen’s Rook but fails to appreciate the vigor
of Black's counterplay.

*The only move. 7, .. K-Kl or 7, .. K-Bi costs the Queen afte
8N-K6and7... K-N3; 8 P-KR4, P-KR4; 9 P-KB4, l:’x(l;!".;l 10 N—K;
followed by 11 NxBP is Jethal.

! White might put up some sort of fight with 10 0—0, though after
... ~N1 his two Pawns do not constitute adequate compenzation
for the piece.

‘Hoping for 13 ... N-B6%: 14 RxN, QxR: 15 B4 inni
Bishop with check, » BB Q-Bd7 winning the

*The erusher, White has no satiefactory rejoinder to the threat of
14, .. B-R&t. If 14 B-K3, B-R5%, 15 B-B2, N-Bé&t wins the Queen.



78 | Phih’do.r's Defense

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 P-Q3
3 PQ4 N-Q2
4 B-QB4 P-QB3
5 N-B3 B-K2
6 PxP PxP!
7 N-KN5 N-R3*
see diagram
8 N-Ka! PxN
9 BxN N-N3°
10 Q-R5% K-B1
11 B-N3 PxB*
WHITE TO PLAY 12 RQ1 ox
The potency of White’s con- 13 QxPy )
[ poLen 14 R-Q3 B-B3
tinuation is based on the awk- s
. 15 R-B3 N-Q2
ward position of the Blaek [ pua K-N1
Knight at KR3 and the vul- 17 P-N5*

nerability of Black’s KB2.

White wins decisive
material

' Perhaps Black should try the recapture with the Knight, since White
obtains a positional advantage after the text.

TAfter 7 ... BxN; 8 Q-R5, P-KN3; 9 QxB or 8 . . . Q-B2; 9 BxB,

Q-N3: 10 Q-E4, White has the two Bishops and a minimal positional
edge, but the text is more dangerous.

*Not 9 ... PxB; 10 Q-R5%, K-B1; 11 BxP, Q-K1; 12 QxP mate.
“11... B-B3, shthough in White's favor, offers better fighting chances.
16 ... Q@-K2 is also met by 6 P-N4 winning the pinned Bishop.

¢ All Black’s Bishop or Queen moves are met incisively by 18 BxPt.
Now White recaptures the sacrificed Bishop and remains with an
overwhelming attack,

Philidot's Defense 79

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 P-Q3
3 B-B4 B-K2
4 P-4 PxP’
5 NxP N-Q27
see diagram
6 BxP} KxB
7 N-Ké6 Q-K1?
8 NxBP Q-Q1
S Q-R51 P-N3
10 Q-Q5% K-83
11 B-N5t K-N2
12 N-K6} ~---'  WHITE TO PLAY
White wins both Queen Aft.er' four moves ‘?w(’k i
and King lost; in no other opening does

punishment follow so quickly
after a careless move as in
Philidor's Defense.

' Thia ceding of the center gives Black's game too passive a character.
? And this is a blunder. 5, .. N-KB3 and 6 . . . 0-0 was indicated.
YOr 7... KxN; 8 Q-Q51, K-B3; 9 Q-E5 mate.

* A subtle check, the purpose of which is to deny the Black King actess
to KM3,

* And White wins the Queen.



80 - Philidot's Defense

WHITE TO PLAY

Black has “developed” five
pieces, while White hag “de-
neloped” only four. The word
“development”, however, is a
badly abused word, In this
position it's evident that
Black has erred badly—he has
not placed the right pieces on
the right squares.

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 P-Q3
3 P-4 N-Q2
4 B-B4 P-QB3
5 00 B-K2
6 Q-K2 KN-B3
7 RQ1 Q-B2
8 PxP PxP?'
9 N-N5 0-0
see diagram
10 BxP¥ RxB*
11 Q-B4’ cee
White wins decisive
material

'R ... QNxP is playable and gives fair chances, e.g. 9 B-N3, B-N5.
I 10 ., . K-R1; 11 N-K& wins the exchange.
! White wiil capture the King Rook with an easy win in prospect,

Philidor's Defense o 8’]

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 P-Q3
3 PQ4 N-KB3
4 PxP : NxP
5 B-QB4' B-K3:
6 BxB PxB
7 QK2 F-Q4
8 Q-N5§ N-B3
9 N-Q4 Q-Q2
10 QxNPY RN
see diagram
10 .. .. B-N5§!
11 P-B3* NxNY BLACK TO PLAY
12 QxRY’ K‘Bﬁ‘ White threatens QxR and
13 QxR Q-N4!! NzN, Black's strong retort

i & demonstration of spirit

Black cannot avoid over matter.

checkmate

'8 QN-Q2 or B Q—Q5 cffers a better chance for an advantage,

'5... P-QB3 is a simpler means of equalizing, but Black is not inter-
ested in simplicity.

7 0-0 or 7 QN-Q2 grives White a good game,

* This time-wasting expedition is suspect.

* White continues his faulty plan.

$11 ... NxNI!! is a good answer to any White 11th move,

! White’s game is beyond redemption, 12 QxE, N-B7+ or 12 0-0, 0-0
anqlBlack, with an extra piece and the threat of , , . N-B7, wins
easily,

* And White is powerless to prevent mate on his K2,



| 82 Philidor's Defense

WHITE BLACK

1 P-K4 P-K4

2 N-KB3 P-Q3

3 P-Q4 P-KB4?'

4 QPxP BPxP

5 N-N5 - P-Q4

6 N-QB3* B-QN5

7 P-Ké BxNt?¥

8 PxB N-KR3*
see diagram

9 Q-R5¢ K-B1*

10 B-R3§ K-N1

11 Q-B7% NxQ

WHITE TO PLAY 12 PxN e

To checkmate your opponent

with @ Pawn is @ rare priv Black has been
checkmated

ilege. Here, White has the
chance to do g0 in five moves.

' A premature attacking move which results in a weakening of the
King side.

* Immediately 6 P-K6 is stronger than the text move and should win
for White.

* This loses. Black had chances with 7 ... P-Q5; 8 N-B7, Q-B3; 9
P-QR3, BxKP; 10 NxR, PxN.

* Otherwise 9 N-B7 wins the exchange, but 8. .. Q-B3; 9 N-B7, BxP
would have been the lesser evil,

*9 .., K-K2 iz a little better, though White has his choice of several
winning continuations, i.'g. 10 N-B7 or 10 NxKP (threat 11 B-NG&t)
or 10 B-R3%, K-B3; 11 N-BT7.

Pirc Defense

WHITE BLACK
1 P-Q4 N-KB3
2 N-KB3 P-Q3
3 N-B3 B8-B4
4 N-KR4 B-N3
5 NxB RPxN
6 P-K4 QN-Q2
7 B-QB4 P-K4
8 00 F-B3
9 P-QR4 PxP
10 QxP N-N5
11 PR3 N/2-Ke1'

see diagram

12 PxN? N-B6t  BLACK TO PLAY
13 PxN QRS Blacks  following  double

Knight sacrifice is based on
the blockade of all escape ex-
its for the White King.,

White cannot avoid
chechkmate

' Both sides have treated the ning in an original fashion. Objee-
tively, White probably has a theoretical advantage; he has the two
Bishops arid a better hold on the center, but he must be very eareful,
as the Rook's file and Black’s Knight can be extremely dangerous.

? This loses, as does 12 B-N3, RxP; 13 P-KB4 (if 13 PxR, N-B6} wina
§he Queen), R-RB%; 14 KxR, Q-R5t; 16 K-N1, Q-RT mate. 12 B-K2
iz good here.

! White is helpless to prevent mate at R8 and RT.



8 4 - . Polish Opening

WHITE BLACK

1 P-QN4 - P-K4

2 B-N2 P-KB3

3 PK4 BxP

4 B-B4 N-QB3'

5 P-B4 PxP

6 N-KR3! KN-K2

7 NxP N-R4*

see diagram

8 BxP! R-BI*

9 N-R5 NxB*

10 NxPt K-B2

11 0-0 _ K-N1

WHITE TQ PLAY 12 Q-R51 RxB*
An eccentrie opening leads fo 13 :’l: N-II()I::
an eccentric position. In ai- 15 Q;P _ KR

tempting to destroy White's . "
dangerous King Bishop, Black ig :gg Q K2,
overlooks the  dangerous e
stroke which this Bishop may

. Black cannot avoid
deliver,

checkmate

. P-Q4.

' { Id do better to play 4 ... KN-K2 followed by 5 ..

Rlsa;la}m;mgmsses White obtaing fine attacking chan(;:es. . )

? Black wishes to drive the White Bishop off the QR2-KN38 diagonal in
order to be able to castle, but he is in for a rude shock. . 5 Q-R51

. 8 ... PxB; 9 Q-Rb% is even worse) ; ~R5%,

’ﬁfdnfo(tssf.\ §f§3§ 10 NxP1): 10 N-N#+, K~-N1; 11 BxN, BxE
(it ... PxN; 12 Q-Q51); 12 Q-Q5 mate.

*Not12... PxB; 13 N-NT mate.

* Forced; the Bishop is too strong. ]

¢ White threatened discovered check winning the Queen and 156 . . .
N-K4: 16 Q-N3 wins the Knight.

? Black tesigns for if 17... Q-N2; 18 Q-R5t mates.

Queen's Fianchetto

WHITE BLACK
1 PK4 P-QN3’
2 PQ4 B-N2
3 N-QB3 P-K3
4 N-B3 N-KB3
5 B-Q3 P-B4
6 0-0 P-BS*
7 BxP NxP
8 NxN BxN
9 N-N5 B-N3
10 P-Q5 B-K2
see diagram
11 PxPt BxN?
12 PxBP} K-B1 WHITE TO PLAY
13 BxB X8  White, ahead in space and de-
i‘; 3'?'6(';' K2 olopment, can now penetrate

Black’s King-side defenses by
o well-timed sacrificial con-

Black must lose his Queen tinuation.

or be checkmated

' Not recommended, as it gives White too free s hand in the center.

!Now 6 . . . PxP transposes into & form of the Sicilian, somewhat in
White’s favor. With 6 . . . P_B5 Black exchanges his Queen Bishop
Pawn for White's King Pawn, but he loses valuable time in the
procesa,

*If 11 . .. BPxP; 12 Q-BS, N-B3 (or 12. .. P-Q4; 13 NxKP!) or
12... N-R3; 13 NxKPl and 11 . .. QPxP; 12 Q-B3, N-Q2; 13 R-Q1,
0-0; 14 NxKP, PxN; 15 BxPt, K-R1; 16 Q-N3 regaining the piece,
E:d w]i1th two extra Pawns, White should win, though this is Black’s

st chance.



6 Queen's Gambif Accepted

WHITE BLACK
1 P-Q4 P-Q4
2 PQB4 PxP
3 N-KB3 P-QB4'
4 P-Q5 N-KB3?'
5 N-B3 P-K3
6 P-K4#! PxP
7 P-K5 T PQ5Y
see diagram
8 BxP!" N-B3?
9 PxN PxN
10 Q-K2f K-Q2°
11 B-B4! Q-R4
WHITE TO PLAY 12 RQLF ) N-Q5
Biack expects a routine swap 13 B-QN5t =
of Knights, overlooking the . .
strength of White’s next move ~ Whitehas ::‘t:::mh"“““g

which threatens to win the
Queen.

'A seldom seen move which generallﬁ transposes into better known
variations if White replies with 4 P-X3. .

! Here Black should play 4 . .. P-K3 with an easy game after § P-K4,
PxP; 6 PxP, N-XB3; 7 BxP, B-Q3.

! Black is better advised to try 7 .. . N-K& and if 8 NxP, Q-Rdt.
although White has the better ending if he plays simply 8 NxN,
PxN; & QxQF, KxQ; 10 N-N5, B-K3; 11 NxBt, PxN; 12 BxP.

* Very strong. The intention is to meet 8 . . . PxN with & BxPj’, K-K2
(or he loses the Queen): 10 PxN¥, PxP; 11 Q-N3, Q-N3! {if 11 ...
PxP; 12 0-0 with a winning attack); 12 0-0, QxQ; 13 BxQ and
Black’s backward development and exposed King should make suc-
cessful defense impossible, However, this variation offered better
chances than 8 ... N-B3? Which leads to a rapid debacle.

* All interpositions cost a piece.

¢t Now if 1%, .. K-Q1;: 14 Q-K& mates, so White wins the Queen and
should mate quickly as well.

Queen’'s Gambit Accepted 87

WHITE BLACK
1 P-Q4 P-Qa
2 PB4 PxP
3 N-KB3 N-KB3
4 Q-Rat QN-Q2
5 N-B3 P-K3
6 P-K4 . P-B4
7 P05 PxP
8 P-K5 P-Qs?
9 BxP PxN
10 PxN QxP
11 B-KNS Q-B3
see diagram
12 0.0-¢¢ el WHITE TO PLAY

Black is sure that in White's
harry to develop all his pieces,
ke has overlooked his Queen.
Has he?

White gains decisive
material

"A serious mistake. Black should play & . . . P-QN4!: 9 QxNP,
R-QN1; 10 Q-R4, P-Q5; 11 PxN, ng; 12 BxP, R-NB! {(not 12, ..
PxP; 13 BxPy, KxB: 14 N-Nbt with a winning attack); 13 Q-Q1!
and ‘though White has a dangerous initiative, g]ack has chances of
helding the balance.

"Black is heipless against the threat of 13 KR-K1%, He must try
12...QxQ (if 12 .., N-B3; 13 B-N5): 13 KR-KI¥, B-K2 (13, .,
N-K4: 14 R-Q8 mate}; 14 BxBt, K-BL (if 14 . . . K-Q1; 1§
R/TxNt, KE-K1; 16 R—Q8 mate); 15 RxPt, K-N1 ¢ 15 ... K-K1;
16 R-K1#, N-E4; 17 RxNt, B-K3; 18 BxE, PxPt; 19 KxP, Q-N5#;
20 B-N3 mate}; 16 RxNt, QxEB; 17 R-Q8t, K-B2; 18 N-K57 and
White recovers the Queen, remains a piece ahead, and wins very easily.



88 Queen’s Gambit Accepted

WHITE BLACK

1 P-Q4 P-Q4
2 PQBaA : PxP
3 N-QB3 P-QB3
4 P-K3 P-QN4
5 NxP¥ PxN
6 Q-BY Q-B2
7 QxR B-N2
8 Q«P .
see diagram
8 ... P-K4!
9 PQ5 B-B4
10 P-Q6* BxQP*
BL;.&C,K TO PLAY i Btack wins decisive
White’'s Queen has reached material

dead end. Does this presage
the death of the Pale Lady?

! The right move is 3 N-KB3.

t White combines to win the exchange only to find hiz Queen trapped
in the finale. 5 P-QR4 would lead to the recapture of the gambit
Pawn with about an equal game,

I White’s point—or so he thinks.

“Now White becomes aware of the danger, but it is too late. The
threat was ¢ ., . N-QB3 and the Queen has no retreat. 9 P-Q5 is
degigned to prevent this.

¥ Apain the Queen has no move.

s And White has no defense against the twin threats of 10 ... B-B4
and 10 ... N-QB3.

Queen’'s Gambit Accepted 89

WHITE BLACK
1 P-Q4 P-Q4
2 P-QB4 PxP
3 N-KB3 - . N-KB3
4 P-K3 P-K3
5 BxP P-B4
6 00 PxP
7 PxP . N-B3
8 N-B3 P-QR3
9 Q-K2 NxP?'
10 NxN QxN
11 RQ1 Q-N57

see diagram
12 NO% e WHITE TO PLAY
White wins decisive Black, o Pawn‘ plus, hopes to
material _ swap Queens, if White moves

his Queen; then simple de-
velopment gives Black the
edge. White's sharp coup
turns the tables,

'g,.,.B-K2or9...P-QN4 should be played. The Pawn capture iz
too risky.

? Black should retive his Queen to R2, although his backward devel-
opment makes his game very difficult to defend.

*This surprising move forces the win of material, White threatens
13 NxNt followed by 14 QxQ, as well as 13 N-B7}. Black therefore
must play 12 . . . QxQ: 13 N-B7} ithe winning zwischenzug),
.- . K-K2; 14 Bx@, B-N1 (if 14 ... R-R2: 15 B-K3, P-QN32; 15
BxP, R-N2; 17 B-B5 mate); 15 B-B4 and Black cannot meet
White's diverse threats of 16 N-Q5&t, 16 NxKP, 16 NxRP, 16 B-Qé+
followed by 17 BxBt and 18 BxNFP or 18 B-Q&} without yielding at
least the exchange.



Queen's Gambit Accepled

WHITE BLACK

1 NKB3 P-Q4

2 P-B4 PxP

3 P-K3 P-QB4

4 BxP N-QB3

5 P-Q4 P-K3

6 00 © N-B3

7 QK2 ~ PQR3

8 N-B3 P-QN4

9 B-N3 B-N2

10 RQ1 Q-B2

11 P-Qs! PxP

12 P-K4 PxP?

WHITE TO PLAY 13 NxKP NxN

White now has an opportunity 14 @NT N-K2

to finish Black off by a cute see diagram i

combination, 15 BxPt
White mates shortly

' Black should try 12 ... 0-0-0 with an exciting game in prospee_‘t.
*0r14...B-K2; 15 B-B4 and if 15 . . . N-Q5; 16 QxN wins a piece,
and 15 . . . %Bl; 16 B-Q56, N-Q1 1T B-Q6 is decigive. If 14 .. .
Q-K2: 16 Q-KB4, N-Q1; 16 R-K1, N-K3; 17 Q-KN4, P—l?ﬁ:‘lS
B-N5! Q-B2; 1% ExN¥, PxR; 20 QxPt, B-K2; 21 R-K1, winning
easily.

Y After 15 . . . KxB; 16 N-N&}, K-K1 (if 16 ... K-Nl; or 16 . ..
K-B3; 17 Q-K& mates); 17 Q-K7, Black cannot prevent the mate
at KB7.

Queen’'s Gambit Declined 91

WHITE BLACK
1 P-Q4 P-Q4
2 P-QB4 P-K3
3 N-KB3 N-KB3
4 BN5 B-N5%
5 N-B3 PxP
6 P-K4 P-B4
7 P-K5 PxP
8 Q-R4t N-B3
9 0-0-0 B-Q2
10 N-K4 B-K2
11 PxN PxP
12 B.-R4 QR-B1
13 K-N1' P-N4* WHITE TO PLAY
i‘; %gz P.';:; It appears that Black has
16 Q-N3 N-R% the more potent threats be-
17 Q-B2 PxP cause of White’s undefended
18 QxP B-B3 Queen’s Rook. Rut White 1
see diagram admnfageously prepared  to
19 B-QNS* sacrifice a piece,

In the myriad variations
ensuing, White will always
maintain superiority

"An interesting and well-known position where the chances have
always been assessed as roughly equal; Black's strong Pawns are
about an equivalent for the extra piece.

t13 ... N-R4; 14 Q-B2, P-K4! also gives sbout equal chances,

*And not 15 . ., NxN; 16 RxN, BxQ; 17 BxB{, K-B1; 18 RxQt and
White should win., Alse 15 , . . N-N5; 16 QxN!, BxQ; 17 NxP%,
K-B1; 18 N-B2! is in White's faver.

* This fine move finally sets off White's advantage, Now 1% . .. BxE;
20 NxB, and 21 N(5)-Q6% will be murderous. Or 19 , ... PxR; 20
NxB, foilowed by 21 NxB and 22 BxP(}), is equally lethal.



Queen's Gambit Declined

WHITE RLACK

1 P-Q4 P-Q4

2 P-QB4 P-K3

3 N-QB3 N-KB3

4 B-N5 QN-Q2

5 PxP PxP

6 P-K3 B.-K2

7 Q-B2 P-B3

8 B-Q3 00

9 N-B3 R-K1

10 0-0 N-B1

11 QR-NI N-K5

12 BxB QxB

BLACK TO PLAY 13 P-QN4 P-QR3
White's last move was ¢ not- 14 P-QR4 : N-N3
obvious blunder. Black has 15 P-NS RPXP'
@ winning refutation ready. 16 PxP B-N&
17 N-Q27 .

see diagram
17 ... NxN/7
18 OxN N-R5’

Black must gain material

' The position is a typical one arising from the Exchange Variapion
of the Queen’s Gambit Declined. While White pursues his operations
on the Queen-side, Black strives for counterplay by means of a
King-side attack.

* This plausible move loses at least a Pawn. Either 17 B-K2 or 17
BxM were preferable alternatives.

! White must now yield at least a Pawn in order to avert immediate
disasgter, e.g. 19 g—K& B-R&!; 20 PxB, R-N4¥; 21 B-N4, N-B&f1,
or 19 KR-K1, B-Ré; 20 B-Bl1, Q-N4; 21 P-B4, N-B6}; 22 K-B2,
NxQ: 23 PxQ, NxR or 1% K-R1, N-B6; 20 Q-B2, Q-Rb5; 21 P-Rd
{or 21 PxN, BxP4; 22 K-N1, Q-N5 mate); 21 ... BxP; 22 PxN,
B-N5¥; 23 K-N2 (or 23 K-R1, BxP followed by 24 . .. Q-R8 mate),
23 ... Q-R6+; 24 K-N1, BxP and mate is unavoidable, Compara-
tively best is 19 P-B3, QxPf; 20 QxQ (if 20 R-B3, BxP! wins
a.notﬁer Pawn} ... RxQ; 21 KR-Q1 and Black is a Pawn ahead and
should win,

Queen’'s Gambit Declined

WHITE BLACK

1 P-Q4 P-Q4

2 P-QB4 P-QB3

3 N-KB3 N-B3

4 N-B3 PxP

5 P-QR4 B-B4

6 NK5 P.B4?

7 P-K4! NxP'

8 QB3 PxP?’

9 QxB N-Q3

see diagram
10 BxPI* P.K3
11 B-NS#* K-K2
WHITE TO PLAY

12 N-Q5% PxN

Seemingly, Black regains the
piece with a good game, bui
White brilliantly refutes this
idea.

White mates next move

'6...P-E3and if 7T P-B3, B-QNS5; 8 P-K4, BxP; 9 PxB, NxP should
be played.

! Other moves are nho better, eg. 7 . . . PxP; 8 PxB, PxN; % QxQf,
KxQ; 10 NxPt or 7. .. BxP; 8 NxB, NxN; % Q-B3, N-Q3; 10 BxF
(now the threat is 11 QxP¥, NxQ; 12 BxN mate!), P K3; 11 B-N&t,
K-K2 (if a Knight interpozes, White wins a piece); 12 PxP, NxB;
13 NxP mate.

! Black is already lost as the following shows: 8 ., . NxN; 9 QuB,
P-B3; 10 BxP! {10, .. PxN allows 11 B-B7 mate} or 8, . . N-Q3;
¢ PxP wins a piece.

. E%\; if Black captures White’s Queen or Bishop, White will mate at

* This is decisive, for if 11 . . . N-Q2; 12 BxNt, QxB; 13 Q-B4 or
13 Q-N4 or 13 Q-Q3 leaves White a full piece ahead. ¢



94 -~ Queen's Gambit Declined

WHITE BLACK
1 P-Q4 - P-Q4
2 N-KB3 N-KB3
3 P-B4 P-B3
4 PxP PxP
5 N-B3 N-B3
6 B-B4 P-QR3'
7 P-K3 B-B4
8 N-K5 R-B1’
9 Q-N3 N-QR4’
10 Q-R4t N-B3*
11 NxN RxN

see diagram
WHITE TO PLAY 12 BxPY

It seems that Black has solved
the problem of how to develop
his problem plece, the Queen
Rishop. White proves, how-
that Black has mishandled the
opening.

White wins at 'east a Pawn
with positional initiative

' Thiz is a little too elaborate. Safest is 6 . . . P-K3 and another equal-
izing line is 6 , , , B-B4: 7 P-K3, P-K3; 8 Q-N3, B-N5!

t Better ic 8 . . . P-K2 and if ¢ Q-N3, B-K2! Then 10 QxNP?¥, N-R4
and the Queen has no retreat, However, after 8 . . . P-K3 White
could try & P-KXN4 and 10 P-KE4 with great complications.

11k is diffieult to defend the NP and if 8 ... P-QN4; 10 P-QR4 and
the Black Rook Pawn is also vulnerable.

“It Black interposes at his @2, White wins the Queen’s Pawn. )

S White hag won a Pawn with an overwhelming position, as he threat-
ens both 13 BxP and 13 B-QNGB.

Queen’'s Gambit Declined 95

WHITE BLACK
1 PQ4 N-KB3
2 PQB4 P-K3
3 N-KB3 P-Q4
4 B-N5 P-KR3
5 BxN QxB
6 N-B3 B-N5
7 Q-N3 N-B3'
8 P-QR3 B-R4
% P-K3 0-0
10 B-Q3 P-K4!*
11 BPxP PxP
iz PxP* R-K1f
Bee .-+~ BLACK TO PLAY
13 “‘fae ragram QxN!! Black can easily regain his
14 PxQ B-R6} Pawn, but he's out for bigger
15 K-N1 NxP game and cannot be stopped.
16 Q-Q1 R-K8%
17 OQxR* NxP

White has been
checkmated

"7...P-B4 is more usual. As the play progresses, Black repeated]
offers his Queen Pawn for attack and development, but ite will
have none of it.

10 PxP, PxP; 11 B-K2 leaves White with pressure on the Gueen and
Queen Knight Pawn and he would stand hetter. .

? Now the game iz opened up to Black's advantage,

+12 PxN, PxN (threatening 13 ... PxP{) is in Black’s favor.

*13 B-K2, RxBt; 14 KxR, QxNt; 15 KxQ, NxP# and 16 .. . Nx@.
*or 17 B-B1, RxB+; 18 QxR, NxF mate.



926 Queen's Gambit Declined Queen's Gambit Declined Q7

WHITE BLACK WHITE BLACK
1 PQ4 P-Q4 1 P-Q4 P-Q4
2 P-QB4 P-QB4 2 PQB4 P-QB4
3 N-KB3 QPxP 3 BPxP N-KB3
4 N.B3 PxP' 4 PxP P
5 QxP QxQ* 5 QxQ NxQ
7 N-Q5 K-Q1 7 N-QR3 P-K4
8 B-Q2 N-Q2* 8 B-K3 P-QR3?Y
see diagram 9 N-B3 P-B3
9 B-RSt P-N3 10 N-Q2 8-k3
10 N-B6t K-K1 11 B-QB4 BxB
11 N-B7 L 12 N/2xB BxP*
WHITE TO PLAY 13 BxB N-Q6t  WHITE TO PLAY
Black has been 14 K-K2 NxB .
Black has won a Pawn and heckmated see diagram e longest way around is the
swapped Queens.  Usually, checkma 15 N-N6 R-R2 shmftest' way home here,
this is more than enough for 16 QR-BI’ o Wk%te, wzu begin an attack on
eguality in  the opening. : Blael's King E,fook by first at-
White’s next move turns a _ . _ White wins decisive tacking Black’s Queen Rook.
true bght on the prcture, _ material

" This mistake creates great difficulties for Black. Correct was 8 . . .

*4...P-K3 is safer. NB—:?Sis'.)PBg?'N,KN)&g; 10 é\TIQNﬁ,K%—%& 1%:] g]—Qtli{T,thlb‘i :b 12 bl;‘xB.

T And th h f Queens leaves Black dangeronsty behind in de- -B3; -B3, K-Q2; 14 R-Q1, -Q1 an ack should be able to
ve?opm:n:x‘i}e:?eg: 1:'asQ5 .e_ .s BQ2and 6... rl‘ﬁ’g—QB& v recapture the Pawn with . . . K-K3 and . . . RxP with equality.

* White threatened 7 N/4-N§ with awkward consequences, but this * 80 Black rec‘git_ures the Pawn, but his backward development leaves
elre is worse than the disease, him prey to ite's eounterattack.

* White threatened 9 B-R5% and 10 N-B7t or 10 N-N6+, and 8 . . . * White wins a piece, e.g. 16 .. . N/1-Q2; 17 NxN, NxN; 18 R-B&t or

N-B3 is met by 9 NxN%, PsaN; 10 B-R51. 16 ... N-K3; 17 R—BBf, or 16 . .. N/4-Q2; 17 R-B8t.



WHITE BLACK

98 Queen’s Indian Defense
)

1 P-4 N-KB3
2 P-QB4 P.QN3'
3 N-QB3 P-K3
4 P-K4 B-N5
5 P-KS N-K5
6 Q-N4' NxN
7 PxN - BxPY
8 K-Ql1 K-B1’
9 R-N1 N-B3
see diagram
10 B-R3} K-N1*
11 R-N3 BxP
WHITE TO PLAY 12 QxPY KxQ
Willy-nilly, the Black King 13 RN3% K-R3
will undergo o long journey, 14 B-81% . KR4
but in any case he will survive 15 B-K2} K-RS
longer than the White Queen. 18 RR3 RS
Black has been
checkmated

! The immediate flanchetto is inferior as it allows White to build a
strong Pawn center.

* A very promising Pawn sacrifice which Black is compelled to accept.

*8 ... BxR loses to 9 QxP, R-B1; 10 B-N5, P-KB3; 11 B-K2, Q-K2
{the threat was 12 B-R5t, and i1 . . . R—B2; 12 B-R5, Q-K2; 13
%—NS'}, Q-B1; 14 BxR#, K-K2 or K-Q1 16 BxP mate); 12 B-Rbf,

—Q1 (here 12 . . . R-B2 transposes to the previous parenthetical
note) ; 12 PxP and now 13 , .. QxQ; 14 PxQt, R-B3; 15 BxR mate
or 13 . .. Q-B2; 14 QxRY, QxQ; 15 P-B7f, Q-K2; 16 P-B8-Q mate
or 13 . .. Q anywhere else; 14 P-B7f, Q-K2; 15 QxR mate.

SIL10. .. P-Q3 or 10. .. N-K2, 11 QB3 wins a piece.

* This forces mate.

S T TN ]?—NJI; 15 BxQt, K-R4 (if 15 , . . K-N2; 16 B-K7 mate and
15 ... K-N3; 16 B-B&} K-R3; 17 B-NT$, K-Rd4; 18 B-K2t, K-R5;
19 B-Bé mate); 16 B-K2}, K-N3; 17 B-Bé}, K-B4 (17. .. K-R3;
18 B-N7 mate) ; 18 B-Q31, K-B5; 19 Knight mates at K2 or R3.

Queen's Indian Defense 99

WHITE BLACK
1PQa N-KB3
2 N-KB3 P-QN3
3 P-KN3 B-N2
4 B-N2 P.N3'
5 00 B-N2
§ P-B4 . 0-0
7 N-B3 P-Q3
8 Q-B2 QN-Q2
2 RQ1 R-K1
10 P-K4 P-K4
11 PxP PxP
12 B-N5 P-B3"
see diagram WHITE TO PLAY
13 BxN BxB s )
14 B-R3 RK2’ NmaBﬂack 3 atpempt to retain
15 R-Q6 0-82 the “strong point” center will
16 QR-Q1 R-Q1 be repul‘?efi becau'se of the
17 Q-Q2 B-B1 fatal position of his Knights,
18 RxB! oot

White wins decisive
material

' The double fianchetta seldom works well for Black, who is unable to
get hl; f{a&r share of the central squares or files. Better is simply

* Otherwise White will occupy Q5 with his Knight, but now the Bishop
at QN2 makes a sad impression; moreover, White has a strong series
of moves. Comparatively best was 12 .., Q-K2.

* No better was 14 . . ., B-Bl; 15 R-Q8, Q-B2; 16 QR—Q1! (but not
i8 BxN, BxB; 17 RxB/6, K-N2!); 16 . . . R-K2 or 16 . . . R-Q1;
17 QR—Q1 winning a piece.

* White wins a piece and the game,



‘IOO Queen's Indian Defense Queen's Indian Defense 101

1 P-Q4 N-KB3 1 PQ4 N-KB3

2 P-QB4 P-QN3 2 P-QB4 P-K3

3 P-KB3? P-K3 3 N-KB3 P-QN3

4 P‘Qsl B'Ns* 4 P"KN3 B'Nz

5 N-Q2 0-0 5 B-N2 ' P.B4

6 P-Ka Pxp 6 PQ5 PxP

7 BPxP . 7 N-R4 P-Q3

see diagram 8 N-0B3 Q-Q2

7 .. NxKP 9 NxP NxN

8 PxN Q-R5% 10 BxN B-K2'

9 K-K2° B-R3% Il N-B5! 0-0

10 K-B3 P-KB4* see diagram
BLACK TO PLAY o b B  WHITE To PLAY
White’'s Pawn front has an White will be checkmated Q-0s! v Black will lose because of the
imposing air, but Black i a few moves or lose White gains decisive tnsecure position of his Queen
shows up its basic weakness. his Queen rgnat erial Rook. Can you see why?

' 4 P-K4 ia quite food for White here, as 4 . . . NxP is unsound. White
should plan on playing P-Q5 in answer to a8 Black . .. P-QB4.

? Now this allows a sound zacrifice. 6§ Q-N2 was preferable. ' A serious mistake. 10 , . . N-B3 should be played, and though White
¢ P-N3, QxKP} wins the King Rook. ,has some advantage, there is no forced win.
“Black threatens 11 . . . PxPt as well as 11 . . . Q- N6t winning the If 13 . .. QxQ; 14 NxBt, K-R1; 15 NxQ, and if 13 ., . N-B3; 14

Queen, White is helpless. NxBt (or 14 @xN) wins a piece.



102 Queen Pawn Game

WHITE BLACK
1 P-4 P-Q4
2 PQB4 N-QB2
3 PP QxP
4 N-KB3 B-N5'
5 N-B3 Q-QR4’
6 PQ5 0-0-0
7 B-Q2 BxN
8 KPxB N-N57

see diagram

9 P-QR3 Nx P
10 N-R4!¥* e

White wins decisive

WHITE TO PLAY

Black threatens o win «a material

Pawn., How does White pre-

vent this? Or does he?

'Black should play 4 . . . P-K4 and then 5 PxP, QxQ}: 6 KxQ,

B-KNb5; 7 B-B4, 0-0-01, followed by 8 . .. KN-K2 and 9 .. . N-N3
with splendid possibilities.

5., . Q-G iz safer.

‘8 ...N-K4or & ... N-N1 cffers better possibilities of defense,
although White retains fine attacking chances against Black’s King
and Queen with 9 R-Bi.

* This loses at least a piece, ¥ ., . N-QR3 was certainly better, though
White with 10 P-QN1 and 11 B-K3 or 10 N-N5 and 11 B-E3 has a
winning attack.

* Now Black’s Queen is trapped and he must play 10 . , , N-N5 or
10 . . . N-B#, sacrificing the Knight in order to rescue her. Moreover,
White sti)l maintains a virulent attack.

Queen Pawn Game | 103

WHITE BLACK
1 P-Q4 N-KB3
2 BN5 P-Q4
3 N-Q2 P-K3
4 P-K3 B-K2
5 KN-B3 QN-Q2
6 B-Q3 P-B4
7 #B2 PON3
8 Q-R4 00
9 N-K5 NxN?'
10 PxN N-Q2°
see diagram
11 Q-R2

WHITE TO PLAY

White wins material White's dark-square Bishop is

aitacked by Black’s dark-
square Bishop, Instead of de-
fending his Bishop, White at-
tacks the attacking PBishop!

"After 9 . .. B-N2, White can get the two Bishops by 10 N-B8, but
Black’s position would be satisfactory. The text, surprisingly enough,
loses by force.

* There iz only ohe variation to save the piece, e.g. not 10 ., . . H-K1:
1I @-R4 nor 10 . .. N-Rd4; 11 BxB, QxB; 12 P_KN4, nor again
10 .. . N-K5; 11 BxB, QxB; 12 NxN, PxN;: 13 QxP winning the
Queen Rook, nor 10 . . . P-B5; 11 PxN, PxP; 12 B_R6, PxB; 13
Q-N43, K-R1; 14 Q-NT7 mate. Only 10 . , . N-K5; 11 BxB, QxB;
12 NxN, P-B5! allows Black to save the piece, and aven here White
will be one or two Pawns ahead with a theoretical win.



104 | Queen Pawn Game

WHITE BLACK
1 PQ4 P-Q4
2 N-KB3 : N-KB3
3 PK3 P-B4
4 P-B3 P-K3
5 B-Q3 B-Q3
6 QN-Q2 QN-Q2
7 00 00
8 R-K1 R-K1
9 P-K4 - QPxP
10 NxP NxN
11 BxN PxP
see diagram
WHITE TO PLAY 12 BxP{' KxB
If White takes the Queen 13 N-N5t K-N3
Pawn he has no more than gn 14 P-KRa R-R1
. 15 RxP§* N-B3
even game, Butl by capturing

, 16 P-R5% K-R3
some other Pawn (which 17 RxB Q-R4
one?) he wins the game. 18 NxP} K-R2
19 N-N5% K-N1

20 QN3

Black can't avoid mate

! This sacrifice is standard in positions of this type.

tThis second sacrifice, which cannot be accepted, is the key to the
Black King position. I 16 . . . PxE; 16 P-R5%, RxP; 17 @-Q371, K-B3:
18 Q-B3%, K-N3; (18 ... K-K4; 19 Q-K4t, K-B2; 20 QxKP mate.)
1% Q-B71, K-R3; 20 NxP§, K-RZ; 21 QxP mate,

3 And mates shortly.

Ruy Lopez
WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N.QB3
3 B.NS P-Q3
4 P-Q4 PxP
5 QxP B-Q2
6 BxN BxB
7 N-QB3 N-KB3
8 B-N5 B-K2
9 0.0-0 0.0
10 P-KR4 - P-KR3
see diagram
11 N-QS! PxB'
12 NxB+ QxN WHITE TO PLAY
3 :fl';'s Q’_‘;g White’s Queen Bishop is af-
15 QR-R1 . PBa tacked. Should he retrefet it,
16 N-K5" pxy 07 copture Black's Knight?
17 P-NG* o Or is there still another con-

tinuation?
White forces mate

' The acceptance of the sacrifice meets with a subtle refutation. Black
should play 11 ... BxN and 12. .. R-K1 with fair chances for equality.

*Wins, for 16 . . . QxN; 17 QxQ, PxQ; 18 P-N6 and mate at R8
cannot be averted,

J0r 16 ., . P-KN3; 17 R-R8%, K-N2; 18 E(1)-R7 mate.

*Now 17 ., . QxP; 18 Q-B44 and when Biack interposes on B2, White
plays R-RE mate,



Ruy Lopez Ruy Lopez

WHITE BLACK WHITE BLACK
1 P-K4 P-K4 1 P.K4 P-K4
2 N-KB3 N-QB3 2 N-KB3 N-QB3
3 B-NS P-QR3 3 B-NS P-QR3
4 B-R4 P-Q3 4 B-R4 N-B3
5 P-Q4 P-QN4 5 N-B3 . pPQ3 [ n
6 B-N3 NxP 6 P-Q4' P-QN4 &
7 NxN PxN 7 B-N3® PxpP 7 e "
8 P-QB3 4 P-Q6? g NxQp NxN b7 %{/ %
see diagram 9 QxN o w %
9 P-QR4! B-Q2¥ see diagram . @ % o
10 PxP Pxp? 9 ... P-B4 o xS
11 Q-R5Y Resigns 10 Q-any P-BS
WHITE TO PLAY BLACK TO PLAY
, . Black will be checkmated Btack has won a piece .
Black's last move avoided the or lose decisive material White dominates the center,
aceelerated reply by While, but Black's Queen-side Pawns
9 NxP, but White has an in- spring to life.
nocent-looking maneuver in
reserve,
'Either 8 . . . B-N2 or & , .. PxP is preferable. After 8 . . . PxP
White can either continue  NxP with some compenzation for the
Pawn minus, or he can force & draw with & Q-Q5, B-K3; 10 Q-B61, It White § .
B-Q2: 11 Q-Q5 and draws by repetition of maoves. ngh;tel,l—na::nds to play P-Q4, he should preface it with 8 BxN¢,
9., . B-N2 should be played. ’ f ', .
1. .. BxP is the last chance to defend. ‘:ﬁ’oduf iﬁ‘;}:ﬁ ;::Ipeected the danger, he could still play 7 PxP with
4 Black is without defense against the mate at KB7 because of the ! White's last ehanee'to avoid losing & piece was with 8 B-Q5, NxB:

vulnerability of his Queen Rook, eg. 11, .. P-N3; 12 Q-Q5, ete. 9 NxN, and the Pawn will soon be regained.
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WHITE TO PLAY

White will lose if he captures
the Queen’s Pawn, so he of-
fers another Pawn insiead;
its capture, which can hardly
be avoided, loses for Black.

Ruy Lopez
WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N-QB3
3 BNS P-QR3
4 B-R4 N-B3
5 0-0 P-Q3
6 R-K1 P-QN4
7 B-N3 N-QR4
8 P-Q4 PxP"
see diagram
9 P-K5 PxP
10 NxKP B-K3*
11 NxP KxN
12 BxB}

White gains overwhelming
material

! This leses. Black should try 8, .. NxB; 9 PxN, B-N2or 9, .. N-Q2,
and though White has somewhat better play, there are still chances

for both sides.

? There is no better defense to the threat of 11 N-B6t and 11 NxP.

? Black must play 12 . ., K-KI when 13 B-Q5} leaves White the ex-
change and a Pawn ahead with an easy win. If Black attempts te
aveid this by 12 . . . K-N3 he will be mated as follows: 13 Q-Q37,
N-K5 (or 13 ., . K-R4; 14 Q-R3t and 13 Q-B5 mate); 14 QxN{i,
K-B3; 15 Q-R4tf, K-N3; 18 Q-N4t, K-B3; 17 Q-N5 mate.

Ruy Lopez
WHITE BLACK
1 P-K4 P-K4
2 N-KB3 "~ N-QB3
3 B-N5 P-QR3
4 B-R4 N-B3
5 P03 P-Q3
5 P-B3 B-K2
7 QN-Q2 0-0
8 N-BL P-QN4
9 B-B2 : N-KR4

10 NxP?

see diagram
19 .... NxN
11 QxN B-N5*

White’s Queen is lost

BLACK TO PLAY

Now follows a dramge in
three wcls. 1. White wins @
Pown. 2. Greed cometh be-
fore o fall, 3. The trapper is
trapped.

' Until now White has adopted a mode of play favored by Withelm
Steinitz. This move is a blunder. Instead, he shculd play 10 N-N3

with a good position,

*And the White Queen is trapped. Black has looked ahead one move

further than White,



WHITE TO PLAY

Black's last move was @ mis-
take which permits White to
win ¢ Pawn. Black, anxious
to regoin the Pown, loses to ¢
zivischenzug  (intermediary
move) 10 BxP,

! Careless play which loses a Pawn. 8 ..

factory position,

O~ N B W -

9
10
11
12

Ruy Lopez

WHITE BLACK
P-K4 P-K4
N-KB3 N-QB3
B-N5 P-QR3
BxN QPxB
N-B3 P-B3
P-Q3 B-KN5
P-XR3 B-R4
B-K3 Q-Q2?'
see diagram
NxP BxQ*
NxQ BxP?
NxB KN
K-Q2 R

White remains a piece to

the good

. B-Q3 gives Black a satis-

g .. PxN; 10 QxBt is even worse for Black.

7 And here Black should play 10, .
himself to the loss of a Pawn.

* The Bighop is trapped.

. KxN or 10 ... B-R4, reconciling

Ruy Lopez
WHITE BLACK

1 P-K4a P-K4

2 N-KB3 N-QB3

3 B:-NS P-Q3

4 P-Q4 B-Q2

5 N-B3 N-B3

6 0-0 B-K2

7 RXK1 0-07

g8 BxN BxB

9 PxP PxP
16 QxQ ORxQ*
11 NxP BxP’

12 NxB NxN

se‘e diagram WHITE TO PLAY

e Bpaq At first sight it seems that
15 NxB NxN Black has weathered the open-
16 B-NS R-Q4* i-::tg stos\l'm.' But White has o
17 B.K7 RK1 final winning coup.
18 P-QB4 RxB*
19 RxR e

White wins at feast the

Exchange

' This loses at least a Pawn; Black cutcombines himself,

210 . . . KRxQ is no better, eg. 11 NxP, BxP; 12 NxB, NxN; 13 N-Q3,
P-KB4; 14 P-KB2, B-B4i; 15 K-B1, R-KE1 (to meet 16 PxN with
16 ., . PxPi regaining the Knight); 16 K-K2, B-N3; 17 PxN, PxP;
I8 N-B4, P-N4; 1% N-R3, P-N5; 20 N-B4 and White iz a piece
ahead.

TNot 11 ... NxP?; 12 NxB, NxN; 13 NxBf, K-E1; 14 PxN.

“ Black hoped for 13 RxN?, R-Q8t and mate.

FOr16. ..  QR-K1; 17T B-K7 wins the exchange.

* If the other Rook moves, White hag 19 BxN, Now White is the ex-
change ahead with a simple win in prospect.



Ruy Lopez
WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N-QB3
3 B-N5 P-QR3
4 B-R4 N-B3
5 Q-K2 P-QN4
6 B-N3 B-K2
7 P-B3 0-0
8 0.0 : P-Q4n
9 PxP NxP
10 NxP N-B5
11 Q-K4 NxN
12 QxR? .
BLACK TO PLAY see diagram .
White has won the Exchange, ig B-Ql’ B?liqRﬁ
bul his backward development 14
; oxP BxP
and the absence of his Queen 15 R-K1 Q-B6
from the battleground will de- 16 BxQ* NxB
stroy him.
White has been
checkmated

! This sacrifice offers Black excellent attacking chances at the expense
of a Pawn.

It is more important for White to free his game at this time than to
play for material gain. Correct is 12 P-Q4!

? Necegsary, as Black was threatening 13 ... N-K7}; 14 K-R1, N-N&t;
15 RPxN’: QxR#; 16 K- R2, N-N5¢; 17 K-R3, QR mate.

* The threat was 18 , .. N~R6 mate. 16 P-KRdA is likewise unavailing
as 16 ... N-Ré}; 17 K-R2, N-Nb is mate.

Ruy Lopez

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N-QB3
3 B-NS P-QR3
4 B-R4 N-B3
5 0-0 B-K2
6 Q-K2 0-07'
7 BxN QPxB
8 NxP Q-Q5°
9 N-KB3 : QxKP?

10 OQxQ NxQ

see diagram

11 R-KI*

WHITE TO PLAY

material Blaeck has ti_w two-Bishop edge
: and seemingly the betder

chances, but White has ready

a winning one-step,

White wins decisive

' 'This loses at least a Pawn. 6 ... P- - i
s loses at awn . P-QN4or 6...P-Q3 are usual in

"Black _has counted heavily on this move to reco the P i
8...R-K1 offers better fighting chances. ver awn. Simply

? And 3¢ he recaptures the Pawn.

*To find he must lose & pi fi 1...P- H — i
Knighs o vaust | RxB.p ece after 1 . P-KB4; 12 P-Q3 and if the
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WHITE TO PLAY

Black's two Bishops are more
than compensated for by
White's command of the
Queen Kook file. Besides,
Black has developed the
wrong Bishop.

' Better is 8 .

Wb 0 By

=2 R -]

=t

11

Ruy Lopez

WHITE BLACK

P-K4 P-K4

N-KB3 N-QB3

B-NS P-QR3

B-R4 N-B3

00 P-Q3

Q-K2 P-ON4

B-N3 N-QR4

P-Q4 B-N5'
PxP NxB*
RPxN PxP

see diagram
RxP’

White wins material and
maintains 2 winning attack

NxB; & RPxN N-Q2; 19 R-Q1, P-KB3; 11 N-B3,

B-NZ and Biack is somewhat cramped but his poautlon remains

defensible,

? Thiz loses, as does 9 .
Black had to try 9 .
worse of it, he should survive.

*Igat ..

PxP: 10 BxP4, KxB; 11 NxP4 and 12 NxB.
BxN ¢ QxB, PxP and though Black has the

. RxR; 12 QxPt and 13 QxR will cost Black a second Pawn,

Ruy Lopez
WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N-QB3
3 B-N5 P-QR3
4 B-R4 . N-B3
5 00 B-K2
6 R-K1 P-QN4
7 B-N2 0-0
8 P-B3 P-Q4'
9 PxP NxP
10 NxP NxN
11 RxN N-B3*
12 P-Q4 B-Q3
13 R-KI' N-NS  RLACK TO PLAY
14 P-KR3 Q-R5 .
15 Q-83 NxP B@ck sees_the f_la,w in the ob-
16 QxN¥ o vious conbinuation, 16 . .. B-
see diagram N8, but he has something dy-
16 ... B'R?T’ namie in view,
17 K-B1 B-N6*
Black has a winning attack

" Introducing the famous Marshall Attack. )

11... P-QB3 alzo offers pood attacking chances.

413 R—K2 anticipating a future attack on the King Bishop Pawn,is a
rood move here.

* The acceptance of the sacrifice loses. 16 R-K2 is quite playable.

* But not immediately 18 . . . B-N6 because of 17 QxP{!, Rx(); 18
R-K8 mate,
* Now ’lf 18 QxP{? Black captures . . . RxQ with check and wins,
Black’s attack will now win by foree, eg 18 Q-K2, BxF; 1% PxB,
%R —-K1; 20 QxR, QXP? 21 K-Kz2 (or 21 K-N1, Q—R'?f, 22 K-E1,

BT mate) 21 ... RxQ% end Black wins,



'”6 Ruy Lopez

. , WHITE BLACK

i 1 P-x4 P-K4

1 £ % 2 N-KB3 N-QB3

g 3 B-N5 B-B4

ey 4 P83 Q-B3'

%2 e

I 5 P-4 P

6 P-K5 Q-N3*

7 PaP NxQP?

8 NxN Q-N3

see diagram

9 Q-N4! N-K2*

10 P-K&! P-QB3*

11 QxP N-N3*

WHITE TO PLAY 12 PxPY . RQ1

At first sight, it appears ii gngf P"N,
Black will regain the piece -N5%

o et i, B it v oreraoming

material

ing attack.

! Not recommended, as the Queen is exposed too early. Preferable alter.
natives are 6 .. . kN-Kz, 6...N-B3, 6... B-N3, or even the speca-
lative 6 . . . P-B4,

*H 6., .NxP; 7 Q-K2, B-Q3; § PxP, White wins a piece.

1 4 faulty combination. Better chances are afforded by 7 ... B-N6¢;
8 N-B3, P-4, though the White game is still preferable,

*1f 9. .. BxN; 10 QxP and White will emevrge the exchange ahead.

SH 10 ... BxN; 11 PxQPf, K-Q1; 12 PxB=Qt, RxQ; 13 Q-Q7 mate,
or 10 . .. PxP; 11 NxP!, QxB; 12 NxBPf or 18 . .. PxP; 11 NxP!
BxP+: 12 K-Q1 remaining a picce ahead with an easy win.

*Or11...R-KBi; 12 B-KR6 or 11 . . . BxN; 12 PxP}, K-Q1; 13
P-B3=Qt.

*If14...K-B2or 14 ... K-Q2; 15 P-B8=Qt and if 14 . . . B-K2;
15 QxR+!, NxQ; 16 P-B8=Qf, etc.

Ruy Lopez

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N-QB3
3 B-N5 P-QR3
4 B-R4 N-B3
5 0-0 NxP
6 P-Q4 P-QN4
7 B-N3 P-Q4
8 PxP B-K3
9 P-B3 B-K2
14 RK1 0-0
11 N-Q4 Q-Q2r'

see diagram

12 NxB OxN°  WHITE TO PLAY
13 RxN’ e

Blgek’s last move has complet-
ed the development of all his
pleces, while White's Queen
Knight is still in the stable.
Nevertheless, Black's Queen
move was a fatal mistake,

White has won a Knight

! B!ack should play 11 . . . NxKP; 12 P-B2, B-Q3; 13 PxN, B-KN5
with a strong attack well worth the sacrificed piece. The text looks
natural, bot loges a piece for no compensation,

i glr 12 ... PxN; 13 RxN and Black’s Queen’s Pawn is pinned on the

e,

’Now the Queen Pawn is pinned on the diagonal and White has won
a pitece. This trap has claimed for its victims several well-known
masters,



Ruy Lopez

!- WHITE BLACK

é%/ 1 P-K4 P-K4

. 2 N.KB3 N-QB3

Q@’// 3 B:NS P-QR3

O, 4 B-R4 N-B3

,%% 5 0-0 NxP

7 6 P-Q4 P-QN4

;a 7, 7 B-N3 P-Q4

Z ’Q/ 8 PxP B-K3

e 9 P-B3 B-QB4

ﬁ ' 10 Q-Q3 P-B3

A=Y= 11 PxP QxP

12 BxP? 0-0-0

BLACK TO PLAY 13 BxBf QxB

. . 14 Q-K2* KR-K1
White has played the opening 15 B-K3'

carelessly, and he will pay see diagram R

dearly for the Pawn ahead, 15 NxKBP
because afl Black’s forees are Sonr

e 16 RxN OxB

Wem‘red to aﬂ?‘nhda,te the 17 QxQ R‘Qs.r‘

enemy.

White will be checkmated
in three moves

" This eapture involves White in great difficulties. More discreet is
12 QN-Q2 with a good game for White.

t14 Q-B2 is better, as White could then eontinue with 15 B-K3 which
would give him some defensive chances.

* White is lost, for if 15 QN-Q2, NxKBP; 16 QxQ+, RxQ; and if 17
RxN, R-K7; 18 N-Q4, NxN!

* After 18 N—K1, RxN%; 19 R-Bl, BxQt; 20 K-R1, RxR is mate.

Ruy Lopez

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N-QB3
3 B-NS P-QR3
4 B-R4 N-B3
5 00 NxP
6 P-Q4 P-ON4
7 B-N3 P-Q4
8 PxP B-K3
9 P-B3 B-K2
10 B-K3 0-0
11 QN-Q2 P-B4'
12 PxP e.p. NxP/3
1NN e KB4 WHITE TO PLAY
14 QN-K4 ragra NxN  Dlack has completed his devel-
15 QxP§ K-R1’ opment, and there seem lo be
16 Q-N8} RxQ no weakf spots in his position,
17 N-B7 e but White is ready to unleash,
a winning aliack.
Black has been
checkmated

' A better Iine is 11 . . . B-KN5; 12 NxN, PxN; 13 Q-Q5, QxQ;: 14
BxQ, PxN; 15 BxN,_ PxP; 16 KxP, QR-Q1; 17 P-QR4, P-N5 and
Black should draw without much difficulty.

*Or 13, ., B-KNGB; 14 P-B3 followed by 15 K41 Howewver, 13 ...
B-B2 is somewhat better than the text..y e

1 T'his allm a forced mate but 15 . . . QxQ; 16 BxQ}, K-R1; 17 NxN
gives White an extra Pawn in a superior position.

*The smothered mate scores again.



Ruy Lopez

WHITE BLACK

1 PK4e P-K4
2 N-KB3 . N-QB3
3 B-NS P-QR3
4 B-R4 N-B3
5 0-0 NxP
6 P-Q4 P-QN4
7 B-N3 P.Q4
8 P-QR4 P-N5'
9 P-RS B-K2:
10 PxP : B-K3
see diagram
11 B-R4* B-Q2*
WHITE TO PLAY 12 QxP L
Black has developed too rou- L .
tinely. His last move was an White """:5 ?O'CISWG
trretrievable  mistake, His materia

Queen Bishop iz needed on the
Queen-side.

' Black should play 8 ... NxQP with an excellent game.

*And now 9., . NxQP wag absolutely necessary. The text loses.
* This pin wins a piece.

Orl11..,0-Q2; 12 N-Q4.

* White will win one of the two Knights.

Ruy Lopez
WHITE BLACK

1 P-K4 P-K4

2 N-KB3 N-QB3

3 B-N5 , P-QR3

4 B-R4 N-B3

5 0-0 NxP

6 P-Q4 P-QN&

7 BN3 P-Q4

8 NxP' NxN

9 PxN B-N2

10 B-K3 B-B4

11 Q-N&* BxB!

12 QxP

see diagram : BLACK TO PLAY

:32' me.a QI;I-'::Z White threatens to win the
4GP BxPt Exchange. Black, however,
15 KR1* R-KN1 has a winning continuation,
16 QR3" P.Q5 based on the masked power of
17 NR3* his Queen Bishop.

18 QxQ N-N6F}
19 PxN R-RY’

White has been
checkmated

'8 PxP is the better move.

11 BxB is better. White overiooks Black’s combination.

11 13 QxQ, BxQ and Black is a piece ahead,

‘It 15 RxB, Q-B8t; 16 R-B1, Q-K6%; 17 K-R1, N-BTH; 18 E-N1,
N-R6t; 19 K-R1, Q-N8%; 20 RxQ, N-B7 mate.

*Or 16 P-N3, NxPt; 17 PxN, P-Q51; 18 K-R2, QxP mate.

* Nothing else will do, either.

" A most attractive mate.



Ruy Lopez

WHITE BLACK
1 PK4 P-K4
2 N-KB3 N-QB3
3 B-N5 P-QR3
4 B-R4 N-B3
5 00 NxP
6 P-Q4 P-QN4
7 PQ5 N-K2?'
8 R-K1 : N-B4
9 NxP PxB
see diagram
10 Q-B3 P-KB3
11 Q-R5¢ P-N3
WHITE TO PLAY 12 NxNP* -
The Block King is in a strait- Black will be checkmated
jacket, and only one c?mmI,- or lose overwhelming
give gasp is permitted him, material

! Black should play 7 ... PxB: 8 PxN, P-Q3 with & good game.
! Naturally if 12 ... PxN; 13 QxP mate. Black is unable to stave off
mate,

Ruy Lopez
WHITE - BLACK
1 PK4 P-K4
2 N-KB3 N-QB3
3 B-N5 N-Q5
4 NaN PxN
5 B-B4’ N-B3
€ P-K5 P.Q4
7 B-N3 B-KN5
8 P-KB3' N-K5!
9 0.0¢ P-Q6
10 PxB L
see diagram
10 ., B-B4}
12 P NN6t  BLACK TO PLAY
13 RBS" oy White has nathing better than
14 PxRP* QxR to capture the Bishop, which
15 P.N3* RxP# appears to have slowed down
16 PxR Q-KS Black’s attack, But Black’s
17 Q-B3’ Q-R5¢+ elegant offer of another picee
18 Q-R3 Q-K8t forces checkmate.
19 K-R2 B-N8}
20 K-R1 B-B71
21 K-R2 Q-N8
White has been
checkmated

! Preferable &t this point is § 0-0.

* It looks as though White is winning a piece.

! Not 9 PxB, Q-Rbt; 10 K~-K2 {10 P-N3, NxNP also wina for Black)
10 ... Q-B7t; 11 K-Q3, N-B4 mate.

* Black threatened 13 ... Q-R3 mate.

*Now if 14 RxQ, PxF+t: 15 R-RS5, RxR mate,

¢ Black again threatened 15 . . . QxPtoor 15. .. RxP¥ with mate,

" The only defense against 17. .. Q-R5 mate,



Ruy Lopez

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N-QB3
3 B-NS N-Q5
4 B-B4' B-B4
5 NxpP¥
see diagram
5 ..., Q-Ng
& NxBP! QxP
7 R-B1* QxKPt
8 B-K2 N-B6
White has been
checkmated

BLACK T( PLAY .... ...

White has grabbed a Pawn
and threatens Black's vulner-
able King Bishop. Black dis-
regerds the threat with fatal
consequences to the While
forces.

! Weak. White should play 4 NxN, PxN; 5 0-0.

t Either 5 NxN or 5 0-0 would give White a good game. The texi
loges. .

1 This clever move, which attacks the Knight and King Enight Pawn,
wins.

‘ -KB4, QxNP; 7 R-Bl, QxKPt; 8 K-B2, N-B4} or 8 N-N{,
OPE(& !Pattackinqu the Bishop and uncovering on the Knight. Pmlmb}g
White’s best chance was 6 BxP$, K-K2; 7 0-0, aithough he wou
have to play with a piece down.

*If 7 NxR, QxR$; 8 B-Bl, QxFPt; 9 B-K2, NxPt; 10 K-B1, Q-R8
mate,

TAnd this move, sev

* Winning. The main

Scotch Gambit

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N-QB3
3 P4 PxP
4 NxP KN-K2'
5 N-QB3 P-KN3?
& B-KN5! B-N2*
see diagram
7 N-Q5°

White wins decisive
material, or Black
is checkmated

' This ia inferior, Either 4 ... N-B3 or 4 . .

leading to easy equality.

- WHITE TO PLAY

In this innocent looking posi-
tion, White wins by foree. The

- continuation includes a variq.
" ton wherein White sacrifices

hiz Queen.

. B-B4 are recommended,

erely weakening the Black squares on the Kin

side, is definitely bad. Preferable was § . . . NxN; 6 QxN, N-B2 mﬁ;

a playable game,

* There is no effective answer to the threat of 7 N-Q5, eg. 6. ..

P-KR2; 7 N-Q5, PxB; 8 N-B¢ mate,

int is that 7. .. BxN can be met by & QxB,

and if 8... NxQ; 9 N-Béf, K-B1; 10 B-R6 mate.



WHITE TO PLAY
Here, the obuvious 12 QP fails
becanse of 12 . . . BxBt. Se
White gets rid of the Bishop
by giving up o Rook for it
This leaves Black without re-
source.

Scofch Gambif

WHITE BLACK
1 P.K4 P-K4
2 N-KB3 N-QB3
3 PQ4 PaP
4 NxP NxN?'
5 QxN P-Q3
6 N-B3 N-B3
7 B-KBa B-K3
8 000 . B-K2
9 P-K5 PxP
10 QxKP B-Q3
11 B-N5% N-Q2*

see diagram
12 RxB PxR
13 QxNP R-KB1®
14 BxP L
White wins overwhelming
material

! This exchange merely facilitates White’s developinent. Either 4 . , .

N-Bior 4 ... B-B4 is good

* This loses by force. Black had to play 11 . .. K-B1,

‘113 ., . K-K2; 14 B-N5% wins.

“ Black has no effective defense against 15 QxR mate.

Sicilian Defense

WHITE BLACK

1 PK4 P-QB4

2 N-KB3 - N-QB3

3 P4 PxP

4 NxP P-KN3

5 N-QB3 B-N2

6 B-K3 N-B3

7 B-QB4 P-QR3

8 00 P-Q3

9 K-R1 B-Q2

10 B-N3 P-QN4

11 P.QR3 R-QB1

see diagram

12 N-Q5! NxP?: WHITE TO PLAY

}i :::P! "::; By abendoning  material,
15 NxPP White conceives an elegant

manenver which wins in all
White will gain decisive U0 ¢f10%3.
material

' Black nibbles at the hook. 12. .. 0-0 or 12. .. KNxN was playable,

t ‘I;!f 13 ... PxN; 14 B-Nd, R-B2; 15 NxRt, K-Bl; 16 N-Ké+ wins the

ueen,

' Very pretty. The Knight at K7 cannoi be captured without material
loss for Black, er. 16 . . . QxN; 16 B-K1, B-K3 (if Black interposes
at K4, then 17 N—Q6+, 18 NxR and 19 P-KB4 and White has won
the exchange in a highly favorable position); 17 N-Q6+ and wins: if
17 ... K~-Bl; 18 NxR and if 17 . K—Ql 18 NxBP{, K-B2; 1%
RxB' QxN (other Queen moves can be met hy 20 NxR) 20 RxNT
wins the Queen,

If 16 ... NxN; 16 N-Q6t, K-B1; 17 NxP, Q-B2; 18 NxR, BxN;
19 Q—B3i‘ N -B4 (not 19 , B- B P—N4 Now if 20 P- Nd"’
B-QB3 breaks the pin): 20 Q ()5 w1th Rook and two Pawns and &
strong attack against the \rulnerable ng for the two pieces, e.g.
20... P-B5; 21 BxP or 20... N-R3: 2t QR-Q1.

Finally, if 15 . . . KxN; 16 Q—st K—-Kl 17 KR-K1%, B-K3 (if
Black interposes at K4 with Knight or Blshop, White plays RxNt
[or Blshop] and wing the King Rook with check); 18 Rxl?f and wins,
S,}Rr IIE 18 . .. PxR; 19 QxP#, N-K2; 20 N-Q6+ or 18 ... N-K2; 19

~-k1,

Probably best is 15 ... PxN; 16 NxR, BxN, but then White has
1; Q-K2t followed by 18 QxNP and Whlte has somewhat the better
chances.



Sicilian Defense

WHITE BLACK
1 PK4 P-QB4
2 N-KB3 P-Q3
3 P04 PxP
4 NxP N-KB3
5 N-QB32 P-KN3
6 P.B2 B-N2?'
see diagram
7 P-K5 PxP
8 PxP N-Q4*
9 B-N5% K-Bl
10 0-0 Bxf?
11 B-R6% K-N1*
12 NxN QxN
WHITE TQ PLAY . 13 N.B5* Q-Bat
Black has developed “normal- 14 B.K3 0-B2*
" and seems prepaved fo 15 N-R6+ K-BY’
castle safely. Black’s last
16 RxP mate

move, however, was & mis-

take. Black has been

checkmated

' This normal-looking move is a mistake, Black should play 6 . . .
N-B3; ¥ NxN, PxN; 8 P-K5, N-Q2 with equal chances.

TIf 8 ... KN-Q2; 9 P-K6 is strong and 8 . . . N-N5 loses a piece o
9 B-N5t, eg. if 8 ... B-Q2 or 9., . N-Q2; 10 QxN, while & . . .
K-Bl; 10 N-K6} wins Black's Queen,

' This is an error, but good moves are at a premium, 10 . . . NxN losea
immediately to 11 N-Ké}. Perhaps 10 . . . K-N1 is comparatively
best,

. Fort;ed. for if 11 ... B-N2; 12 BxB+, KxB; 13 NxN wins a piece for
13... QxN; 14 N~-B5+ costs the Queen.

¢ And White threatens 14 NxP mate, as well as 14 QxQ.
t The threat was 15 Q-Q8 mate.
15 ., . K-N2 meets with the same mate,

Sicilian Defense

WHITE RBLACK
1PKs  PQB4
2 N-KB3 N-QB3
3 PQ4 PxP
4 NxP . P-KN3
5 N-QB3 B-N2
6 B-K3 N-B3
7 B-QB4 00
8 B-N3 N-QRa?'
9 P-K5 N-X1?»
see diagram
10 BxP§*
White wins the Queen for WHITE TO PLAY
two P;m;;;:“" is Theugh the Black Knights are
awkwardly placed, Black has
apparently castied inio safety.

What has he to fear? White
quickly answers the question.

' Black should play either 8 ... N-EN5!or 8 .. .  P-Q3. The text logea
at least two active minor picces for a Rook and Pawns.

* This costs the Queen. Comparatively best was 9, . . NxB; 10 KPxN!,
NxR; 11 PxB, NxPf; 12 @xN, KxP, though White has 5 winning
advantage. If 9. .. N-KRd, gimply 10 P-KN4 wins a piece for White.

* And White wins the Queen or mates, eg. 10 . .. KxB (if 10 . . . RxB;
11 N-K&! and the Queen is trapped) 11 N-K&, KxN (again the
Queen haz no safe move) ; 12 Q-Q5+%, KB4 and with the Black King
8o vulnerable, White has several attractive methods of winning, per-
haps the simplest being 13 P-K64, B-K4 (if 13 . . . K-B3; 14 B-N§
mate, and 13 . , . K-N§; 14 Q-Nb mates); 14 P-KB4, followed in
most variations by 15 PxN and 16 R-B1t with a quick mate.



130 Sicilian Defense Sicilian Defense

WHITE BLACK WHITE BLACK
1 P-Ke P-QB4 1 P-K4 P-QB4
2 N-KB3 N-QB3 2 N-KB3 N-QB3
3 P-Q4 PxP 3 P04 PxP
A NP - N-B3 4 Nxp N-B3
5 N-QB3 P-03 5 N-QB3 P-Q3
7 0.0 : B-N2 7 @-Q2 B-K2
8 B-K3 0.0 8 0-0-0 00
9 N-N3 P-QR3 9 N/4-N5' Q-R4
10 P-QR4 B-K3 10, BxB
11 N-Q4 NxN Py
12 BxN Q-R4 0 see diagram o
e -QR3 :
BLACK TO PLAY 13 PB4 QR 81 12 NR3 - 3 BLACK TO PLAY
White is unoware thet his 15 ::Kl' N:N5 13 K-N1° R-Q1 White has captured the White
last move has enormously in- 1o\ oy 14 Q-N3 RxR} Queen Pawn, but as a result
ereased the power of Black's see diagram T 15 NxR Q-Q7" Blfx,ck captures the Queen File
Queen. Black starts his com- ¢ RxB with deadly effect,
bination by sacrificing the 17 Nxﬂ QxR} White cannot avoid
EBxchange, 12 QxQ BxNt checkmate
19 K-R1’ N-874*
Black wins overwhelming
material
| ' . '9 PB4 was better, White is off in search of & tainte& Pawn.
%g .K._.Ré—ll?;d:a ;hge b:lwxntng;, 1:5;)3{ 1%2‘ Q—lll.{iﬂ;fé _lf_%i?s;'fgsi:fﬁg lggllisffntly wrong. Actually, 11 NxQP offered better chanees for
or 16 . .. RxB; 17 NxQ) ; 17 N-B3,
1 Phis allows a beautiful combination, but White’s position was already : ::o:c;i; g 12 N-B7, B~K4 wins the Knight.
quite bad (16 BxB, Q-B4f). Relatively best was 16 P-KB5. : -B4, R-Q1 traps the Queen,
11f 19 K-Bl, B-B5¢; 20 B-K2, NxP mate. _ There is no effective defense to the threats of 16 , . . Q-BS mate, and

8. .. i Z
4 Black will be a piece ahead after 20 K-N1, N—Q6¢. QxN mate, for if 16 N-K3, Q-K8+ and mate next.



132 ‘Sicilian Defense

WHITE BLACK
1 P-K4 P-QB4
2 N-KB3 P-K3
3 PQ4 PxP
4 NxP N-KB3
5 N-QB3 B-N5'
6 P-K5 N-Q4
7 Q-N4 P-KN3
3 P-QR3 Q-R4”
see diagram
-9 PxB OMR
10 N-N3* e
WHITE TO PLAY Black’s Queell istrapped

Black sees no reason why he
should not develop another
piece while relaining all
threats. But he has over-
looked the main theme.

! Not & good move, as it ceded the initiative to White.

? Thinking to win material by the threefold attack on the White pinned
Knight, and the Rook Pawn is pinned by the Queen. Better was
8 ... BxNt,

1 Onee again the trapper is trapped. Black's Queen is embarragsed for
& move,

Sicilian Defense

WHITE BLACK

1 P-Ka QB4
2 N-KB3 N-QB3
3 P-4 PxP
4 NxP N-B3
5 N-QB3 P-Q3
6 B-KNS P-K3
7 NxN PxN
8 PKS Q-R4"
see diagram
9 B-NSP PxB
10 PxN P-NS
11 Q-B31? PxN'
12 Q-B6Y* e WHITE TO PLAY

Black’s last move seems to
hold his central Pawn forma-
tion, but he overlooks White's
startling manewver, ¢ combi-
netion of inlerposition and
sacrifice.

Black is hopelessly lost

! A gimpler line for Black is 8. , . PxP; ¢ Q-B3, B-K2; 10 ExN (or
10 QxPt, B-Q2; 11 Q-B2, P-K5; 12 NxP, NxN!; 12 BxB, Q-R4f!
with adventage to Black). 10 . .. BxB; 11 QxP{, B-Q2; 12 Q-B3,
0-0; 13 B-Q3, R-N1 and Black stands well.

‘i] BxN, PxB; 10 PxP, Q-K4% leads to equality. The text is specu-
ative.

111... Q-K4f gives Black the advantage,

* The check must be respected,



Sicilian Defense Sicilian Defense

WHITE BLACK WHITE BLACK
1 PK4 P-QB4 1 P-K4 P-QB4
Z N-KB3 N-QB3 2 N-KB3 P-Q3
3 P-4 PP 3 P-Q4 PxP
4 NxP N-B3 4 NxP N-KB3
5 N-QB3 - P03 5 N-QB3 P-QR3
6 B-KN5' P-K3 6 B-QB4 P-K3
7 NxiN* PxN 7 B-N3 P-QN4
~ 8 P-KS Q-R4 g8 P-B4 B-N2
9 BxN PxB 9 0.0 P-N5
10 PxQP Q-Ka¥ 10 PK5 PxN
11 B-K2 BxP 11 PxN N-Q2?'
12 Q-Q3 QR-N1 see diagram
BLACK TO PLAY - 13 0-00 K-K2 12 -85t P-K4  WHITE TO PLAY
White is poised to swap 14 P'KN? : R-Q1 13 BxPf! KxB  plock mow threatens to cap-
N N . 15 Q-K4 T 14 Q-R5¢ K-N1* s .
Queens, in which case he will see diagram 15 P-B7 ) ture White’s forward King
have a beiter endgame be- 15 OxN° ) T Bishop Pawn; it is that very

Pawn, however, that will de-
stroy the Black King.

cause of his superior Pown Black has heen

’fm mation, ‘E,"‘fck’ however, Black wins decisive checkmated
instead of giving Queen for material
Queen, offers Queen for
Knight!
! This is the famous Richter Attack, designed to prevent White from
continging with & . . . P-KN3 (Dragon Variation}.
I This and White’s next move are tricky, but confer no advantage to
White. Better is 7 Q-Q2, with P-KB4 soon to follow, "11 ., . QzP was batter, though White will still enjoy a fine attack
*11 Q-K2 is safer and better. With Queens on the board, Black ob- after 12 P-B5!
tains a dangerous initiative, 2 The knockout blow,
4T‘his loses immediately, although the White game wag already very 3The quick way out. Black could resist longer with 14 . . . P_N3: 15
difficult. PxP+, PxP; 16 QxR, PxN; 17 O-R7}, K-K3: 18 Q-N8%, K-K4;

* After 16 PxQ, B-R6 iz mate. White ia Joat. 19 B-B4t, KxP; 20 QR-K1 he will be mated in a few more moves.



Sicilian Defense

WHITE BLACK
1 P-K4 P-QB4
2 N-KB3 P-Q3
3 PQ4 PxP
4 NxP N-KB3
5 N-QB3 P-QR3
6 B-KN5 QN-Q2
7 B-QB4 P-K3?'
8 00 Q-B2¥

see diagram

9 BxKP PxB
10 NxP Q-B5
11 N-Q5”

WHITE TO PLAY

Black, attacking a Bishop, is
unaware of the weaknesses in
his central Pawn front, The
attacked Rizhop strikes first! -

White has a winning attack

17. .. Q-B2 is the proper move, and if § B-N3, P-K3; 9 0-0, N-B4
and Black has fair chances. ) ]

! Now this move is a blunder, as it allows 8 winning sacrifice. .

? With his two Pawns and tremendous attack for the gambited &lepe.
White must win, Neither the Black King nor Queen is safe. v l'pte
is now threatening (after 11 ., . NxN; 12 PxN), 13 P-QN3, driving
the Queen away from Black's QB2. .

Sicilian Defense

WHITE BLACK
1 P-K4 P-QB4
2 N-KB3 P-Q3
3 P-Q4 PxP
4 NxP N-KB3
5 N-QB3 P-QR3
6 P-KR3 P-QNgY
7 N-Q5! B-N2*
8 NxNf NPxN
9 P.QB4 PxP?
10 BxP Bxp?

see diagram

11 0-0 P-Q4
12 R-K1! P-Ka? WHITE TO PLAY
13 Q-R4%} N-Q2' * ;
18 ! PxR Black’s Bishop at K5 seems

dominantly placed in view of
- -« P-Q4. But White is ready
to show up the weaknesses in

White will mount a forceful Black's game.

attack

'6 ... N-B3 is preferable,

'7. .. P-K3, aveiding doubled Pawns, is better, but not 7 . . . NxP:
8 Q-B3, N-B4; 9 N-B6}, KPxN; 10 QxE, B—NZ: 11 Q-R7, P-K4;
12 P-QN4 and White wins.

9 ... BxP; 10 PxP, B-KN2; 11 Q-N4, B-N3; 12 N-B§ is bad, but
Black could try 9., . P-N5; 10 B-Q83, .

* Black is definitely too avaricious, 10 , . . Q-R4t; 11 B Q2 Q-K4
pozes thornier problems to White,

* White's attack is promising no matter how Black plays, but 12 ., .,
P-K3, s0 8s not to relinquish eontrol of his KB4 =quare, is a sterner
defense,

13 ... Q-Q2 loges to 14 B-QN5,

! Surprisingiy, Black is quite helpless, ez, 15 . . . R-EN1; 16 BxPt,
KxB: 17 Q-N3t, K-N3 {17 ... K K1; 18 Q- K6, B-K2; 19 N-Q&+,
K-B1; 20 Q-B7 mate}; 18 QxR}, KxN; 19 P-N4 mate, or 15 . . .
B-B4; 16 N-N7t, K-K2: 17 N-B5%, K-K1; 18 B-K3, BxB; 19 PxB,
Q-N3 (the threat was 20 Q-N4); 20 BxPt, KxB; 21 QxN+$, K-N3;
22 Q-NTf, KxN; 23 Q-N4 mate, or here 20 . , . K-Q1; 21 RQ1,
Q-N4; 22 Q-R3 and White wins quickly as he threatens 23 Q-K7§
followed by either 24 R-Blt or 24 N-Qét+ depending on Black’s
moves,



Sicilian. Defense

WHITE BLACK

1 P-K4 P-QB4

2 N-KB3 P-Q3

3 P4 . PxP

4 NxP N-KB3

S N-QB3 P-QR3

6 B-KN5 QN-Q2

7 B-QB4 P-K3

8 00 Q-R4

9 Q-Q2 P-N4?'

see diagram

10 B-Q5" PxB

11 PxP B-N2

WHITE TO PLAY 12 QR-Ki¥ K-Q1

White's attacked Bishop will 13 g;l;Gf le;:g
initiate & wmancuver under- :‘; .
mining the Black position. Q-4

The coup is based on the in- White has a winning attack

security of the Black Queen
Rook and the Black King.

! Premature. 9 ., . B-K2 is preferable,

* This wins ag in the previous example. The Black King in the eenter
of the board is a sitting duck.

? Other Knight moves are no better, e lcf N-K4; 15 RxN, or
14 ... N-N3%; 16 Q-Q4, K-B2; 16 Bx PxB 17 QxP, or here 15 .

B- K2 16 P——QN«i Q-R6; 17 Qfo, and if 14 N-N1; 15 BxN‘l‘.
PxB; 16 Q-K3, K-B2; 17 P-QN4, followed by 18 N—Q51' wins the
Queen.

“Now Black can onl N-K3; 16 BxN{, K-B1; 17 RaN,
PxR; 18 BxP, R- l 19 BxB RxB 20 Q—N'f winning easlly

Sicilian Defense

WHITE BLACK
1 PKa P.QB4
2 N-KB3 P-Q3
3 PQ4 PxP
4 Qxp © . N-QB3
5 B-QN5 B-Q2
6 BxN BxE'
7 N-B3 P-K3
8 B-N5 N-B3
9 0-0-0 B-K2
10 P-K5 PxP
11 QxKP Q-N1
12 Q-K2 . 00
13 N-K5 QB2 WHITE TO PLAY
i‘; :gg Q:g: White knows that the best de-
16 R.R3 Nxi? fense against attack (his

Bishop is menaced) iz counter-
17 Bxl:” diagram BxP7? attack. White will open lines
18 R-N3 BxR against an insecure King.

19 RxP}V

White has an overwhelming
attack

* This is not bad, but the recapture with the Pawn affords more oppor-
tunity for active counterplay in the center,

12 . . . BxP?; 14 ER-NI pgives White too strong an attack on the
open file.

* White has built up a dangerous attack, and Black needs & construe-
tive plan for the defense. 16 .., P~-KN3, hoping to get in 17... B-B3
was indicated.

* And this loses by force. 17 ... P-B3; 18 Q-R5!, B-K5! (not 18 , ..
PxN; 19 BxP, followed by 20 QxP% and wins) and Black still has
chances of helding, though White has the edge with 19 P-B3.

sIf 19 ... KxR; 20 Q-N4t, E-B3 (20 . K-R1; 21 NxP mates and

K—~R3 21 B-Q2t, B-N4; 22 QxB mate) 21 N-Q7 mate, and
lf 19 K—Rl 20 R-N8tl, RxR 20 ft 21 Q-H4+¥, K-R1;
22 NxP' mate); 21 NxP or 21 N-N6 mate.



Sicilian Defense

WHITE BLACK

1 P-K4 P-(QB4

2 N-KB3 P-Q3

3 P-4 PxP

4 NxP N-KB3

5 N-QB3 P-QR3

6 B-N5 ON-Q2

7 B-QB4 P-X3

8 00 : P-R3

9 B-R4 Q-R4

10 Q-Q2 P-QN4?

see diagram

11 B-Q5!" PxB

WHITE TO PLAY : ig :;’:’K” :-'::
Black has advanced Mis 14 P-B4 N-Q2

Queen-side Pawns, and White s
now fakes dazzling advaniage :2 ?:3 PF_.;;
of this weakening of Lhe 17 K-R1*
KR1-QRS8 diagonal.

White has regained his
material and maintains
a strong attack

! Premature. 10 ... B-K2 or 10, . . N-K{ ig preferable.

t Black's King in the center of the board is the target. The Bishop
must be captured, or 12 N-B6 wine the exchange.

' Naturally not 16 . . . PxB; 16 PxP}, K-Q1; 17 N-B6 mate.

* Black’s many weaknesszes and his exposed King will make a success-
ful defense impossible.

Sicilian Defense 1 41

WHITE BLACK
1 P-K4 P-QB4
2 N-KB3 P-Q3
3 P4 PxP
4 NxP N-KB3
5 N-QB3 P-QR3
6 B-NS QN-Q2
7 B-K2 P-K3
8 00 Q-B2
9 B-R5 Q-BS?

see diagram

10 NxPV OxN
11 NQ5 K-Q1
12 BN4 -+~ WHITE TO PLAY

" Black’s last move iz meant to
White ml:a::;r:;helming stop White’s NxP, But While

makes the move, anpway.

' The correct method of defending against the threat of 10 NxP was
... NxB; 10 QxN, N-B3 with fzir prospects.

? An attractive combination which succeeds because of the constricted
nature of Black’s development and the awkward development of the
Black King and Queen.

* White should recapture the sacrificed piece and retnain with an extra
Pawn or a winning attack, eg. 12 ... Q-K1; 18 Q-Q2! {other possi~
bilities here such as 13 BxN, BxB; 14 Q-Q4, K-B1 or 14 NxN, PxN;
15 BxP$, B-K2; 16 %xP or 16 BxR are promising but not completely
convincing), 13 . . . P-QR4 (Black must guard against the threat of
14 BxN and 15 Q-R51): 14 BxN, BxB; 15 Q-B3, Q-K4; 16 QxQ,
PxQ; 17 NxN and White has extra material which should win. In
this variation, foo, White has other tempting tries, but Black seems
to have adequate defensive resources at his disposal,



WHITE TO PLAY

Black over-rated his counter-
chances after the obvious loss
of the Exchange.

Sicilian Defense

WHITE BLACK
1 P-X4 P-QB4
2 N-KB3 P-Q3
3 P-Q4 PxP
4 NxP N-KB3
5 N-QB3 P-QR3
6 B-KN5 QN-Q2
7 QB3 P-QN4?"

see diagram
8 P-Ks! PxP

-9 xR PxN
10 N-Q5 N-K52
11 Q-B6*

White wins overwhelming
material

. P-K2# iz better, The text move sacrifices the exchange unsoundly-
’Preclpltates the end. Though he should certainly lo%e,Klilack could

fight on with 10 .

. NxN; 11 @xN, P-B3 and 12 .
3 The finisher; Whlte wing at least another piece, e.g.

P-KB3

(otherwise Black loses his Queen after 12 N-B7}); 12 N—B'H‘, K-B2;

13 Q-Két, K-N3; 14 QxNt and if 14,

. KxB; 15 "N_K6t.

Sicilian Defense

W0 SO bW

WHITE BLACK
P-K4 P-QB4
N-KB3 P-Q3
PQ4 PxP
NxP N-KB3
N-QB3 P-QR3
P-KN3 P-QN4'
B-N2 B-N2
0-0 QN-Q2
R-K1 P-K3¥
see diagram
P-K5! BxB
PxN : B-N2
PxP BxP
N-B5#

White has many winning

! Overlookin
Bishop with 9 .
P-QRA4, and if 10"

continuations

WHITE TO PLAY

Black’'s development seeming-
Iy has followed theorctical
routine. But White shows the
tnadequacy of routine “row-
tine”,

« P-K4 leads to a better setup, offering good opportunities for
oounterp]a,v

mate.

White's reply. It was important to defend his Queen

. Q-B2. White still has the advantage with 10
- P-N5; 11 N-Q5—but it’s still a game.

! Winning at least a Pawn Blsclc s best is probably 13 .
ing the Queen Pawn, but not 13 |

00 yield-
. B-KB1; 14 RxP%), PxR 15 Q-RS



Sicilian Defense

WHITE BLACK
1 P-K4 P-QB4
2 N-KB3 P-Q3
3 P-Q4 PxP
4 NxP N-KB3
5 N-QB3 P-QR3
6 B-K2 P-K4
7 N-N3 B-K2
8 B-K3 QN-Q2'
9 P-N& P-R3
10 P-KR4 P-QN4
11 P-QR4 P-N5
12 N-Q5 NxN
WHITE TO PLAY 13 =N RoQN2
Black threatens 18 . . . B-K3, 14 B-0B4 o0
4 "8 19 ; 15 P-NS PxP
hoping to simplify with a (o oo N-N3*
playable game., Nevertheless, 17 BxN B
White does permit Black's see diagram
Bighop sortie, whick, how-
C 18 P-N6 B-K3
ever, cannol averd disaster. 19 QxB'

White mates in a few
moves

'R ... B-K3 iz better here; then 9 P-N4 could be met strongly by
9, .. P-Q4

T An interesting ides whereby White strives for P-N§ in order to
achieve a King-side attack and obtsin control of the vital Q5 square.

# 'This is too risky; the King iz much safer in the center and so 14 .
R-KB1 is to be preferred.

* White has a tremendous attack no matter how Black &( Bys, €. g- 16 .
B-N2; 17 Q-Q1, P-N3; 18 Q-N4, N-N3; 19 BxN, —0—
K—N2 21 R-BTYt, KxR 22 Q-Rdf, K- Wi {or 22 K N2;

Q- R61‘, K-N1; 24 R—Rl) ; 23 R-Ri, BxP¥; 24 OQxB, P Q4 25 Q Ré
and wins.

t19 . ., PxQ; 20 BxP$, R-B2; 21 BxR¥ (or 21 ...

PxRt), K-Bl;
22 R-R8 mate,

Sicilian Defensé

WHITE . BLACK
1 P-K4 P-QB4
2 N-KB3 - P-Q3
3 PQ4 PxP
4 NxP N-KB3
5 N-QB3 P-Kz
6 P-B4 B-K2
7 BQ3 0-0
8 00 . P-QR3
9 K-R1 Q-B2
10 QK2 N-B3
11 NxN PxN
12 P-K5 N-Q4
13 PxP- _ Bxl’I WHITE TO PLAY
14 B-Q2 P-QR4 Of course, White must get vid
15 N-K4 NxP* . .
. of the Knight, but there i q
see diagram b :
efter way to caplure it than
16 RxN BxR  the most obvi
17 N-B&} PxN’ 08t evvious.
18 Q-N4§ B-Na&*
19 BxB PxB
20 QxPY K-R1
21 Q-R§
White mates next move

' The Pawn iz tainted, e.g. 14 , . . BxP; 156 NxN, and 14 ... NxP; 15

BxN, BxB; 16 Q-K4
? Black should play 15 ... B-K2. The eapture is stil] too risky.
‘If 17 ... K-R1; 18 Q-K4, P-N3; 19 BxB wins easily,

*Or 18 K- RI 19 BxB, Q Q1 (not 19 .., P-K4; 20 Q-R4, P-Bd;
21 Q- BG'}‘, K-N1; 22 B-R6)



Sicilian Defense

WHITE BLACK
1 P-K4 P-QB4
2 P-QB3 N-QBY
3 PQ4 PxP
4 PxP P-Q4
5 N-QB3 PxP?
6 P05 N-K4
7 Q-Ra}! B-Q2'
8 OQxKP N-N3

see diagram

9 N-N5! N-B3¥
10 N-Q6 .

WHITE TO PLAY Black is checkmated

White has already moved his
Queen twice in the opening
flurry, end now Black is pre-
pared to attack the Queen
with gain of another tempo.
White has an astounding re-
buttal.

' An immediate 2 . . . P-Q4 is simpler.

*E_..P-K3or5... N-B3 are safer and preferable. -

7 L. Q92 lozes to 8 B-QNE, and T ... N-Q2 iz met by 8 B-KB4
with 9 N-N§ in the offing.

4 Black’s game is very bad since he cannot play 9 . . . BxN (10 BxB}
wins the Queen) and 9 . .. G-N2 is met by 10 B-K3 and White still
has the annoying threats on Q6 and QB7. Probably best is 9. . . B-Bl
when 10 P-Q6 should win. The text is a radical method of dealing

with his problems.

Sicilian Defense

WHITE BLACK
1 PK4 P-QB4
2 P83 P-Q4
3 P-K5' B-B3
4 P-Q4 PxP"
5 PxP BxN?*
6 RxB Q-Ra§
7 B-Q2 P??

see diagram

8 B-B3*

Black's Queen will be
trapped

WHITE TO PLAY

Black has exercised his most
tmportant piece to pick off
White’s isolated weakling
Pawn. Too much force has
been exhausted for ¢ puny re-
ward. White i{s prepared to
punish Black’s folly.

' More in the spirit of the opening is 3 PxP, QxP; 4 P-Q4. Black has
an easy game after the text.
t4.,,. P-K3 gives Black a very comfortable game.

' The beginning of an unfortunate plan to win a Pawn. 5 ... P-K3
was still goclf :

*9 R-B1 will trap the Black Queen.



Sicilian Defense

WHITE BLACK

1 P-Ka& P-QB4

2 N-KB3 N-KB3

3 PK5 . N-Q4

4 PQN3  ~ P-KN3

5 B-N2 B-N2

6 P-B4 N-B2

7 N-B3 P-Q3?'

8 PxP PxP

9 P-Q4 PxP

- 10 NxP 0-0

11 BK2 F-Q4

12 PxP NxP

WHITE TO PLAY 13 NxN N

Bilack threatens to win ig g&, 3-3;

White's Queen. White iz 16 R'Kl- Q_le

agreeable to the deal, because 17 RK7 BxN*
in exchange for the lady he'll see diagram

caplure the Black King. 18 RxBPt BxP§

19 K-R1 RxQf

20 RxR*

Black cannot avoid mate

' This stra is inconsistent. Black has a fine game with 7. .. N-B3,
and if 3 N-K4, N-K3, laying siege to the White King Pawn.

? Soamewhat better was 14 . . . N-B3, but Black's backward develop-
ment still makes his game awkward.

'Not 16 . , . RxN; 17 BxR, QxB; 18 R-K8}, winning the Queen.

+0n 17 ... B-K3; 18 NxB!, RxQi; 19 RxR and Black is defenseless
againgt the varioug threats such as 20 R-Q8% and 20 NxQ, for if
19 ... PxN; 20 RxB} and 21 R-Q8} mates.

SIE 20, . . QxR; 21 R-Q8 mates, and 20 . .. QxB; 21 R-N7} and 22
R-Q8t1 mates.

Sicilian Defense

WHITE BLACK
1 P-K4 P-QB4
2 N-K2 N-QOB3
3 P-04 PxP
4 Nxp P-k4
5 NNS P-Q3
6 N/1-B3 P-QR3
7 N-R3 P-B4'
8 N-B4 PxP?
9 NxP/4 P-Q4
see diagram
10 B-NS* KN-K2
11 N/K-Q6% K-Q2
:g :}27 . Q-KI'’  WHITE TO PLAY
Q T A seemingly disastrous Pawn
Back foses his Queen fork against White's two

Kunights will be refuted by an
irrefutable atlack against the
Black Queen.

! This premature opening of the game when Black is behind in devel-
opment is too rigky. Better is 7 ... P~QNd to prevent the Knight at
B3 from entering the game for awhile.

? Black has overlooked or underestimated the effectiveness of this move.
If now 16, .. B-K2; 11 N{K)-Q6%, K-Q2 (or 11 ... K-B1; 12 QxP!
and the threat of Q-B7 mate is decisive) ; 12 N-B7 and White, who
:ye_siythe Queen Pawn and 13 N-N6t as well as NxR wins quite

AS1Y.-

TIf1g. .. Q—l_;z; 13 NxR, winning a Rook, is simplest, though other

moves also win,



Sicilian Defense

' WHITE BLACK

1 P-K4 P-QB4

2 N-KB3 N-QB3

3 P4 PxP

4 NxP N-B3

5 N-QB3 P-K4l?

6 N/4-N5 P-Q3

7 P-QR4 P-QR3

8 N-R3 B-K3

9 B-B4 BxB

10 NxB NxP?'

11 NxN P4

12 B:-N5 P-B3*

WHITE TO PLAY see diagram -

Though Black is a Piece 13 BXP A

. 14 QxP! B-K2
down, his Powns are atfoack-

. iy 15 N/B-Q6¥ BxN
ing three While pieces. Bul,

. , 16 NxBt K-K2
paradoxically, Blaek’s Queen

P o vulnerable 17 0-0-0 N-Q5

awn 1§ vuinerabie. 18 RxNF

White has a winning attack

Sicilian Defense

WHITE BLACK
1 P-K4 P-QB4
2 NKB3 N-KB3
3 N-B3 P-Q4
4 Pxp NxP
5 P-Q4 P-K3'
6 NxN OxN
7 B-K3 PxP
8 NxP P-QR3
9 B-K2 QxNP
10 B-B3 Q-N3
11 Q-Q2 P-K4?
see diagram
g g-o-g! _ PxN, WHITE TO PLAY
A "{'}3;‘ Black has won o Pawn and
15 KRK1} B-K2* {cas gamea; a tempo by attack-
16 BxNt kel M9 Knight. White's non-
17 Q-08} BxQ cka,%ant development is the
18 R-KS o ba.s%s of @ deep mating combi-
nafion,
Black has been
checkmated

' An easier game for Black is obtainable by 5 .,

. NxN; 6 PxN, P-K3;

" A serious mizealculation which loses.

2 Other moves aTe no better, e

. Q-Q2; 13 N-N& or 12 ..B-K2

or 12. .. N-K2; 13 N(K4} QG?' K- Bl; 14 QxPlor 13 ... K-Q2;

14 NxBF,
' Naturally, if 14 ...

nothing left.

QxQ; 15 NxP+ and 16 NxQ wins easily.
418 ... PxE; 19 R-K1%, K-Q2; 20 NxP{ and 21 NxQ, and Black has

7 B-QS3, PxP: § PxP, B-N5¢.

? Black is behind in development and must be careful about openmg up
the game. First 11 . . . B-K2 and if 12 0-0-0, then 12 . .. P-K4
{13 KR-N1, Q-Q5) g-nres White more problems, though Black 3 posi-
tion is still very difficult.

? Other moves are no hetter, e.g, 13 .
BxQNP wins the Rook,

*The threat was 15 Q-Q8%, NxQ; 16 RxN mate.
*Andif 15 ... B-K3; 16 Q-Q7 is mate,
‘I116... @B or 18 , .. PxB; 17 Q-Q8 mate,

. B-K2; 14 KR-K1, B-K3: 1§



Sicilian Defense

WHITE BLACK
1 PK4 P.QB4
2 N-KB3 N-KB3
3 N-B3 P-Q4'
4 PxP NxP
5 B-N5t B-Q2
see diagram
6 N-K5 NxN*
7 Q-B3 P-B3'
8 Q-RS% P-N3
9 NxP K-B2
10 N-K5}
WHITE TO PLAY Black’s Queen will be lost

This position seems placid
enough. And now White vio-
lates theory on his next move
by moving the same plece
twice in the opening, with
disastrous results . . . for
Blaek!

' This premature opening ug of the game ereates immense difficulties.
Preferable ig either 3 . 3 or 3 .., N-B3.

T And this loges. Better is 6 . . . BxB; '? Q—B3' P-B3i; & NxB, PxN;
3 QxN, @xQ; 10 N-B7f, K-Q2 11 NxQ and though Black’s ng
Pawns constitute a considerable habihty ip the endgame, he can put
up some resistance.

YAfter 7 ... @Q-B2; B BxBt, NxB; 9 QxPt, K-Q1; 10 NxN, QxN;
11 QPxN, White should win fairly easily,

10 . . . X-N1; 11 Q-B7 mate; 10 . K-N2; 11 @-BT¢, -R3, 12
PxN mat,e and 10 . . K-K3; 11 B- B4‘h N—Qi {or 11 . K-Q3;
12 N-B7} wins the Queen) 12 N-B7 and White wins elther the
Queen with 13 NxQt or mates with 13 QxN.

Sicilian Defense

WHITE BLACK

1 P-K4 P-QB4

2 N-KB3 N-QB3

3 P-Q4 PxP

4 P-B3 PxP

5 NxP P-Q3

6 B-QB4 P-K3

7 QK2 . PQR3

2 0-0 B-K2

9 R-Q1 Q-B2
10 B8-B4 N-K4?'

11 BxN! PxB

see diagram

12 B-N5% PxB'  WHITE TO PLAY
i: E;NBPI g:‘;, This is a good example of the
15 RB7 Q-R5* danger in store for an ex-
le Q~Q3' P-ON3 poged Queen, ..-mb;fe-.st to har-
17 P.QN3P ..+ wesment by minor pieces.

White has a winning attack

! This plausible move is a mistake, Siﬁlply 10 ... N-B3 ia preferable.
112 ... K-Bl, though unappetizing, offers better chances of holding.

* Black is peculiarly helpless, If 14 . . . N-B3; 15 N-B7%, K-Bl; 18
NzR, QxN; 17 Q-B4, B-GQ2; 18 RxB, NxR; 1% Q-B8} and wina.

+To stop 16 Q-B4.

* A subtle move to enable the White Queen to admmlster a murderous
check at K8,

YT AT QxRP; 18 Q-QB}, K-B2; 19 N-Qét, K-N3; 20 Q-K8f,
K-R3; 21 NwBT‘I‘. ete,



WHITE TO PLAY

Black has too many weakness-
es throughout his light-col-
ored squares. White's ex-
ploitation of the situation is
drastically instructive.

[T-N. - BN BT T

Staunton Gambit

WHITE BLACK
P-Q4 P-KB2
P-K4 PxP
N-QB3 N-KB3
B-KNS P-QN3
P-B3 B-N2'
PxP NxP
NxN BxN
N-B3 Q-B1
B-Q3 BxB
oxB Q-R3
Q-K4 N-B3
P-Q5 N-R4
N-K5 P-Q3*
see diagram
N-B7’ KxN
R-B1¥ K-K1*
RxBt *

White mates by force

Y6 ... P-XG is aafer and gives equal chances, The text gives White

excellent attacking possibilities.

? After this White wins brilliantly. Black’s best chance was 13 . . .

N-M2 aiming for Q3. If 14 Q-B5,

~0-0; 15 N-BT, N-Q3 is playabie.

! Winning, for 14, . . R-KN1; 15 QxP, KxN; 16 B-B1% is lethal.

+If 15 ... K-N1: 18 Q-K§ mate,

sFor if 16 . . . RxR; 17 QxP mate, and if 16 . . . KxR; 17 QxP{,
K-N1; 18 Q-Ké}, K-Bi; 19 B-K7t, E-K1; 20 BxP#, K-QI; 21
Q-K7¢, K-Bl; 22 QxP mate (or even 20 B-B6t, K-Bl; 21 Q-KTt,

K-N1: 22 QxP mate).

Three Knight's Game

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N-QB3
3 N-B3 B-B4?
4 NxP NxN*
5 P-Q4 BxP¥
6 QB Q-B3*

see diagram

7 N-N5! K-Q1*
8 Q-BS* ce

Black will lose overwhelm-
ing material

WHITE TO PLAY

Black threatens to win
White’s Queen., White's next
move will protect his Queen
and pose threats which can-
not be met.

' Very weak. 8.., N-B3or 3..., B-N5 is better.
4,..BxP%; 6 KxB, NxN: & P-Q4 alse gives White the advantage,
*5...B-Q3 is a litile better.

* Black hopes to get in 7 ... N-B61 winning White’s Queen, but White
strikes first,

*If7...P-B3; 8 N-Q6+, and now 8. .. K-Ql iz met b N s
10 NxP+ and 11 Nx@Q. e et by & QxN, QxQ;

* The threats at KBS and QB7 are too mueh for Black to handle.



Two Knight's Defense

WHITE BLACK
1 P-K4 P-K&
2 N-KB3 N-QB3
3 B-B4 N-B3
4 N-B3' NxP?
5 NxN P-Q4
& B-Q3 PxN
7 BxP N-K2
see diagram
8 P.QB3’ P-KB4
9 B-B2 _ N-N3*
Black has wrested the
BLACK TO PLAY initiative away from
White

White has played the opening
carelessly. Black iz ready for
a paredorical move thal as-
sures him a strong central
front,

| This weak move allows Black to immediately seize the initiative.
4 N-N5, 4 P-Q4, or 4 P-Q3 are superior alternatives.

TA eommon pseudo-sacrifice which gives Black a free hand in the
center, The sacrificed piece is recaptured directly.

3 This move represents an improvement over 7 ... B-KN5; § P-KR3,
BxN: 9 QxB, Q—Q2; 10 BxN, PxB; 11 0-0, B-B4; 12 Q-KN3, P-B3j;
12 P-Q3, 0-0 and the game is about even. However, 7. .. B-Q3 also
givez Black some chance to retain a minimal advantage.

1 Certainly not 8 NxP, Q-Q5 winning a piece.

' Black has a fine position and an incipient attack with his strong
Pawn center.

Two Knight's Defense

WHITE BLACK B A
1 P-K4 P-K4 R
2 N-KB3 N-QB3
3 B-B4 N-B3 t%t
4 N-N5 P-Q4
5 PxP NxP
6 P-Q4 PxP
7 0.0 B-K3
8 RKI Q-Q2
see diagram
9 NxBP! KxN*
10 Q-B3¢ K-N3*
11 RxB#% QxR
12 B-Q3% cee WHITE TO PLAY

So far, Black has hung on
tenaciously--but White has a
killer.

White mates next move

' The standard 5 . . . N-QR4 is to be preferred. .

! Demolishing Black’s Hing position.

'If 9. .. @QxN; 10 BxN recovers the piece and Black’s position is
shambles,

‘“Or 10, .. K-K1; i1 BxN. On 10. .. E-N1; 11 RxB, QxR; 12 BxN
ie decisive,



Two Knighi's Defense

TR oy WHITE BLACK
S 1 P-K4 P-K4
- 2 N-XKB3 N-QB3
3 B-B4 N-B3
4 N-N5 F-Q4
5 PxP N-Q5
6 P-Q6' QxP
7 NxBPT*
see diagram

7 ..., Q-B3
8 NxR xP
9 R-B1* Q-K5%
10 B-K2 N-B6

2LACKhTO ?LAY elothing White has been

n old theme in new : checkmated

White wins a Rook but loses
his King.

At hich ) by 1 White hlould play 7

2 ig i Tund, ich losex by force. shoul¢
g;'l:d"i‘thliis—l:l%;asbﬁfhl%t ‘;I’XB; 9 RFxN, P—KR:_}; 10 N-KB#, P-K5§;
11 NLNL Thoeugh Black has good compensation for the gambited
Pawn, White has fair chances of defending. BKNS winning th
: 8 P-Q3, QxP: 9 R-BI, N-Bét; 10 K-K2, winnin e
8;«311. qumpaqratively best is 8 0-0, QxB; 9 NxRE, NxP and Black
should win easily,

*1f 9 P-Q3, B-N5 is even stronger than 9 ... QxRt.

Two Knight's Defense

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N-QB3
3 B-B4 N-B3
4 N-N5 : P-Q4
5 PxP : N-Q5
6 P-QB3 P-N4
7 B-B1 NxP
8 Pxi' QxN
9 BxPt K-Q1
10 Q-B3 B-N2

11 00 R-QN1

12 P.Q3 Q-N3

13 Q-N3° PxP

14 N-R3? BxN!

15 PxB N-B6

16 QxQ* RPxQ
17 B-QB4 N-K7$

18 K-R1 R

see diagram

18 | K-K2r

Black wins by force

BLACK TO PLAY

In this position, Black will
win in the quickest way by
deliberately moving his King
80 that his Knight may be
trapped after 19 R-KI. But
White's potential will be too
late by far!

'8 N-K4, N-K3 {or 8...Q-R5; 9 N_N3, B-KN&; 10 P-B2, N-B4;
i1 Q-K2 wing easily) ; 9 BxP}, B-Q2; 10 BxBt, QxB; 11 0-0, B-K2;
12 P-Q4 is a clearer way of setting off White's advantage.

! Black was threatening 13 ., . N-B5 or 13 .. . N-K¢ winning,

*This blunder, which allows the Black Knight to cooperate in the
K_ing-side attacit, loses biz force. Better was 14 B-QR4, removing the

Bishop from the Queen

night file,

‘ Forced, as White was threatened with the loss of his Queen by 16 . . .,
N-K7f as well as the loss of his King Bishop. But now the King Rook

file will cost White the game.

*Black threatens 190 . , . RxPt and 20 R-R1} and mate. Since White
iz unable to pay 1% P-N3, and 19 P-R3 is met by 19 ., . RxP mate,
the best White can do is offer a propitiatory piece sacrifice with 19
B-B4, But after 19.,, NxB the attack continnes with unabated fury.
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WHITE BLACK WHITE BLACK
1 P-K4 P-K4 1 P-K4 P-K4
2 N-KB3 N-QB3 2 N-KB3 N-QB3
3 B-B4 N-B3 3 B-B4 N-B3
4 00 P-03 4 N-NS P-Q4
5 N-B3 B-N5 5 PxP P-N4
6 P-KR3 B-R4 6 B-B1 N-Q5
7 PQ3 N-Q5 7 P-QB3 NxP
8 P-KN4 NxNP?' 8 NxBP KxN
9 PxN BxP 9 PxN PxP
see diagram 10 BxP B-QB4
10 NxP! e 11 Q-B3} N-B3
12 QxR R-K1}
WHITE TO PLAY White retains superior see diagram BLACK TO PLAY
. material 13 BxR} QB - ,
An old favorite in modern 14 K-Q1 B-N5# tte. will be punished fo:r
gorb. Black thinks he'll re- 15 P-B3 oxQ grabbing the Rook_, fmd. his
cover the piece with material : 16 PxB OxP Km.g‘ will be strait-jocketed
to boot, but is in for a dismal 17 RK1 p.gs OV his own men.
shock. 18 N-B3' Q-861
19 N-K2 N-K51*
Black mates on the next
move
! Though frequently good in analogous positions, here the sacrifice is
e g Tt e iy . BoNa given fuir shancen '
P, N : ' What else against 18 . . . Q-B6+ and mate?
B e e B e e e o N 05 ks * Black mates next. If 2 RoKB1, QuR mate, snd 20 R-KNL or 20

or 12 B-N5 mate. R-XR1, QxN mate. After all other moves, 20 , . , N-B7 is mate.
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WHITE BLACK

1 P-K4 P-K4
2 N-KB3 N-0B3
3 B-B4 N-B3
4 P-4 PxP
5 P-K5 R XY
6 B-QN5 N-K5
7 NxP B-QB4
8 B-K3 0.0
9 BxN PxB
10 NxP' BxB
see diagram
11 0-0° 0-Q2
BLACK TO PLAY 12 QxP xQ
White hes wom o Pawn, 13 NKT% g"“
threatens to capture the 13 NxQ Q5

]
Black Queen, and olgo threat- 15 P83
eng BaB. How can Black pre-
vent digsgster? Simply by al-
lowing White to capture the
Queen or not, as he chooses,

Black retains his piece with
a winning game

' More ¢ircumspect at this point is 10 0-0. ,

! Virtually forced, sinee 11 NxQ, BExP+; 19 K-K2 (or 12 K-B1, B-R3t!),
B-Nb+ !yeaves White a piece behind, and 11 PxB, Q-R56¢4; 12 P-N3,
NxP also wing for Black.

PAfter 15 . . . B-N3 Black should win, as White's two extra Pawns
are not sufficient compensation for the exira piece,

Two Knight's Defense 1 63

WHITE BLACK
1 P-Ka P-K4
2 N-KB3 N-QB3
3 B-B4 N-B3
4 N-NS ' B-B4
5 NxBp BxPt
6 KxB* "~ NxPf
7 K-K3° Q-K2
8 KxN* Q-R5%
9 P-KN4* P-Q4f
10 KxQP* BxP
11 Q-B1
see diagram
:; Qié; g-gg; BLACK TO PLAY

- Black is two pieces minus and

13 K-K6 Q2 yhreatened with the loss of o

. Rook. He wins, however, by

w:"‘zi:;s;::" means of @ coup tniticted by

the sacrifice of still more ma-
terial,

' If White intends to capture at KB7 with the Xnight, he should play
geP—th first. And if 5 ,, . P-Q4; 6 BxP, NxB; 7 PxRB, he stands

tter,

? Black gets a tremendous attack after 6 K-B1, Q-K2; 7 NxR, P-Q4;
8 PxP, N-Q5; 9 P-B3, B-N5; 10 Q-R4t, N-Q2; 11 KxB, Q-R5%, or
here];l 8 B-K2, B-N3 and Black has a strong attack for the sacrificed
exchange.

* White has better chances of defending with 7 K-N1, Q-RS; 8 P-KNS,
NxNP, though Black haz a fine attack,
*If 8 NxR, P-Q4! and Black threatens % ... Q-N4t with a forced win.

*1f ¢ K-K3 or g K-B3, Q-B5} followed by 10 .. . QxBf and 11..,
QxN and Black iz now a Pawn ahead with a winning edge.

¢ If 10 BxP, BxP; 11 Q-K1, B-B4} with a mating attack.
T Or 12 K-B5, Q-Q61; 13 K-N5, Q-N3t; 14 K-R4, Q-Nb mate.,
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WHITE BLACK
1 P-K4 P.-Ka
2 N.KB3 N-QB3
3 B-B4 N-B3
4 N-NS P-Q4
5 PxP N-QR4
6 B-N5% P-B3
7 PxP PxP
8 Q-B3' PxB2!
9 QxR B-QB4
10 Q-B3? B-N2
11 Q-K2 00
12 P-QB3¥ P-KR3
BLACK TO PLAY - 13 N-B3 N-BS
White's win of the Exchange 13 P-QN4 P-K5!
has allowed Black o winning 10 Q4 BxN
Y e e . g 16 PxB QxP
initintive. White decides to at- 17 N-B3 N-K&
tack Black’s roking Bishops;
Black has a deadly counter 18 0.0 N-BG}
4 . 19 K-R1* N-N5!
20 QxNP’
see diagram
20 ... QxBP!
21 Q-K2' Q-R5
22 PxN' PxP
White cannot avoid
checkmate

' An enusual move best answered by 8, .. Q-B2,

! A speculative exchange sacrifice affering fair chances.

¥ A better line for White is 10 0-0, 0-0; 11 P-QN4, BxP; 12 N-B3
with good winning chances,

112 P-Q3 offers better defensive chances,

* Also if 14 P-Q3, P-K5!

*If 19 PxN, PxP and Black threatens 20 ., . Q-N5% and 21 ... Q-N7
mate,

' Now if 20 PxN, PxP; 21 QxNP, Q-KB5 and mates at KR7.
* The threat was 21 .., Q-Ng&t; 22 RxQ, N-B7 mate.

* Or 22 P-R3, Q-N6 forces 23 PxN as in the text. ]

' The threat of 28 ... PxQt is too much for White to handle.

Two Knight's Defense | ‘I 65

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N-QB3
3 B-B4 N-B3
4 0O NxP
5 R-K1¥ P-Q4
6 B-N3 ) B-QB4
7 P-Q4 NxQP
8 NxP Q-B3
9 Bxp* e
see diagram
E: T QxP¥
10 K-R1 Q-N8t
11 KxQ‘l N-K7t  BLACK TO PLAY _
}‘3? :,(;:1 Nﬂ':ﬁ; The threats for both sides
seem to balance out, but
White has been Black stﬂ{ces first ?oith_ o sia-
checkmated move mating combination.

' Weak. 4 P-Q4, 4 N-N5, 4 PQ3, and N-B3 are superior alternatives.

? Here White should play 5 B-Q5 and 6 BxN and T NxP with approxi-
mate equality.

9 N-0Q3 ig not much better, eg 9 N-Q3, NxB; 10 RPxN, BxPt: 11
NxB, QxN+%; 12 K-R1, B-KN§!

* Of course if 11 RxQ, N-B7 mates.
¥ Again, if 12 K-R1, N-B7 is mate.
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WHITE BLACK

1 P-K4 P-K2

2 N-KB3 N-QB3

3 B-B4 : N-B3

4 P-Q4 PxP

5 0-0 B-B4

6 P-K5 N-KN5'

7 P-KR3t KNxKP

8 NxN NxN

9 R-K1 P.Q3

10 P-B4 P-Q6t

11 K-R2* i Q-R5

12 PxN* PxBP

BLACK TO PLAY 13 l:'id""l's Bl;l:;

White is a Piece ahead and :‘; ":j‘;;f o

has a passed Pawn on the sev- 16 QxP B.03¢
enth rank, buf the weakness see diagram

of the dark-eolored 3quares on

the King-side destroys him. Black has a winning attack

' Customary in this position is 6 , . . P—Q4, but the text is not bad and
it is tricky.

? This is inferior, White should play either 7 R-K1 or 7 B-B4,

'Or 11 B-K3, NxB; 12 BxBt, B-K3; 13 P-B5, 00 and Black has the
hetter chances.

11f 12 Bx¥P, B-BT7!; 13 R-K2 or R-Bl, BxP!; 14 PxB, Q-N&¥: 15
K-R1, QxP mate,

* Otherwise the Rook at K1 will be lost.

Two Knight's Defense

WHITE BLACK
1 P-K4 P-K4
2 N-KB3 N-QB3
3 B-B4 N-B3
4 00 B-B4'
5 PQ3 P-Q3
6 B-KN5: B-K3
7 B-N3 Q-02
& BxN\’ PxB
9 N-Ra B-KN5
10 Q-2 0-0-0
11 K-R1 . B-R4
12 P-KB4 Q-N5
13 P-N3 KR-N1 BLACK TO PLAY
14 Q-N2* a Wkhite’s last move was made
" see diagram N fo prevemt 1, ... QuN 15
s b gq PzQ, B-B6t 16 RxB, R-N3.
16 KRt R-NLF But Black will not be swerved.

White cannot avoid

checkmate

"4, .. NxP is the most effective means of exploiting White’s careless

sequence of moves. If White merely wishes to play P-Q3 he should do
so at his fourth move rather than his fifth, avoiding this possibility,

? Since Black has not castled on the King side this iz weak, as after an
eventual BxN the open Knight file can be used for the attack. 6 B-K3
is preferable,

* Bad; White should not open the Knight file.

“This loses by force. Black was threatening 14 . , . QxN; 15 PxqQ,
B-B6}; 16 RxB, R-N2 mate, but White should try 14 N-B3, when his
Queen Rook aids in the defense.

16 . . . R~N14; 17 K-R3 (17 K-R1, B-B6}: 18 RxB, R-N8 mate),
B-N5¢%; 18 K-N2 (or 18 K-N3, B-K7+; 19 K-—R3, BxR mate), B-KT7%;
19 K-R1 (19 K-R3, BxE mate) 19, . . B-B6t; 20 RxB, R-N8& mate.



168

BLACK TO PLAY

White is confident that if
Black proceeds 11 ... N-B7t
12 K-Q1, NxR, then 13 QzB
wins. So jfar White's reqson-
ing is correct; but Black has
a devastating answer.

Vienna Game

WHITE BLACK
1 P-K4 P-K4
2 N-QB3 N-KB3
3 PB4 P-Q4
4 PxKP NxP
5 Q-B3 N-0QB2
6 NxN' N-Q5
7 Q-B4 PxN
8 B-B4* B-KB4
9 P-B3’ P-KN4
10 BxP{* KxB
11 Q-B2* R

see diagram

11 . ... P-Ke!
12 Q-B1 PxP{
13 KQ1* PxB/Q¢}
14 KxQ P-N5
15 P-N&4’ Q-Nat
16 K-Q1 B 211

Black has a winning attack

! Better is 6§ B-NS. The text move lomes waluable time.

'8 QxP, B-KB4and 9..

. NxP$ wins.

1 Better & B-N3, but White has a terrible position.

*The Queen has no good moves to attack the Bishop. If 10 Q-B2,
P-K¢61; 11 PxP, N-B7f; 12 K-K2, B-N5}; 13 K-B1 (13 N-BS3,
NxzR), Q-QB#; or 10 Q- B]. N-B7t; 11 K-K2 {11 K-Q1, N- KG‘I‘),
B-N5f.

* Again if 11 Q-B1, N-BT7t; 12 K-K2 (12 K-Q1, N-Két or 12 K-B2,

NxR}, Q-Q6+ wins.

*On 13 BxP, N-BT7f or 13 KxP, N-BTf, the rest is mayhem.
11 15 PxN, B-R3+; 16 K-Q1, QxP¥; 17 K-Ki, Q-Q7 mate.

Vienna Game

WHITE BLACK
1 P-K4 P-K4
2 N-QB3 N-KB3
3 P-B4 P-Q4
4 BPxP NxP
5 N-B3 B-KNS
6 Q-K2 N-B3'
7 P-Q4 BxN?”
8 OxB Q-R5% .
9 P-N3 oxQP
10 B-K3! QxP
11 0-0-0 P-QB3

see diagram

12 NxP! PxN  WHITE TO PLAY
ii :fgaq. Qéﬁ?s?: Black’s Queen has consumed
15 BxN . a lot of time on ¢ Pawn-hunt-

ing safari. Her neglected
congort will soon be without
resource. 1§ . . . QxQ iz ir-
relevant.

White has a winning attack

'é ... N-N4; 7 P- KR4, NxNt; 8 PxN, B-K3; 9 P-Q4, N-B3; 10
B-K3, B-K2; 11 Q-B2, Q-Q2 followed by 12 ... O ia a wore
reasonable way of playing for Black,

? And this capture in order to gain Pawns is decidedly risky. 7 ...
N-K3 was greatly to be preferred.

* Tmmediately 13 . . . Q-K5, allowing White to regain the piece by 14
QxQ, NxqQ; 156 R-K5} offered slim chances of holding, but was muach
better than the text.

“ Far White threatened 15 RxN or 15 R-Q8t.

SIf 15 . .. QxQ; 16 R-K1t, B-K2; 17 RxBf, K-B1; 18 R-Q8 mate.



Vienna Game

WHITE BLACK
1 P-K4 P-K4
2 N-QB3 N-KB3
3 PB4 P-Q4
4 PxKP NxP
5 N-B3 B-KN5
6 Q-K2 N-QB3?'
7 NxN N-Q5
8 Q-Q3! BxN

see diagram

9 N-B2'

White wins material

WHITE TC PLAY

Black expects 9 PxB, PxN 10
QxP, Q-R5% 11 QxQ,NxKBP}
ete., with the edge for Black.
White's simple Knight move
iz overlooked,

'8 ... N-N4 is the right move. The text ix the introduction to an
unsound sacrifice.
* Or % N-N3. Black must lose a piece.

Vienna Game

WHITE BLACK

1 P-K4 P-K4

2 N-QB3 N-KB3

3 P-B4 P-Qa

4 BPxp NxP

5 P-Q3 NxN

6 PxN P-Q5

7 N-B3 P-QB4

8 B-K2 B-K2

9 0-0 _ 0.0

10 Q-K1 P-B3

11 Q-N3 BPxP

12 B-R6 B-B3

13 NxKP! . PxP? WHITE TO PLAY
14 p sTe diagram B.K3' White has @ winning contina-
15 RxQB?‘ - R ation based on simultaneous
16 B-KI.QS Q‘g;'l' aitacks on ithe Black royal

consort,
17 OxQ RxQ
18 KxR PP
19 B-B3*
White wins decisive
material

' A fine sacrifice which cannot be accepted because if 13 . . . BxN; 14
QxB, PxB; 15 RxRt, QxR; 16 R-KBI, @-Q1; 17 B-R5 wins.

? Black should not allow White’s King Bishop possible activity on the
QR2-KN3 diagonal. Better was 13 . .. K-R1.

*Not 14. .. QxPt; 15 B-K3, QxN; 16 QxQ, BxQ; 17 B-B4+, ete.
* This exchange sacrifice wing, since 16 . . . Q-B4? loses to 17 B-KN4!
* Black has no compeneation for his piece minus.
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WHITE BLACK
P-K4 P-K4
N-QB3 - N-KB3
P-B4 P.Q4
Pxkp NxP
P-Q3 B-QNS!'
PxN L
see diagram
e Q-R5¢
K-K2' PxP
Q-Q4 B-NSt
N-B3 PxNt
K-K3 . N-B3
BLACK TO PLAY 11 B-N5 PxP
White's King and Queen, so 12 R-l:qu B-QR:
dangerously exposed, will go ii (B;-(K: B-:;'I'
down together, Simple devel- 15 KQ3 0.00¢"

opment by Black makes for o

speedy finish. White will be checkmated

or lose his Queen

1% ... NxN followed by 6 . . . P-Q5 also gives Black a good game, hut
not 5 ... Q-R5t; 6 P-N8, NxP; 7 N-B2, G-R4; 8 NxP, R-N5; 2 B-N2,
NxR; 10 NxPt, K-Q2; 11 NxR with the superior position.

! Now, however, this capture is very rizky.

HIf 7 K-Q2, P-Q5 and if T P-N3, QxKP#; 8 Q, B, or N-K2 (8 K-B2,
B-B4%), QxR.

+ 14 iz very awkward for White to meet the threat of 8 .. . B-N5} and
develop effectively, e.g. 8 P-ER3 (hoping to sacrifice the exchange if
g ... B-N5f; 9 PxB), N-B3; 3 B-K3, B-K3 threatening the deva-
stating check at QBS.

* Now the fastest and most merciful finish after 16 K-B4 is achieved
by 18 . . . R-Q5t; 17 QxR, B-Kit; 18 K-N4, QxQt; 19 K-R3,
B-B4t: 20 P-N4, QxP mate.

Vienna Game

‘WHITE BLACK
1 P.KA PK4
2 N-QB3 N-QB3
3 B-B4 B-B4
4 Q-N4t Q-B37'
5 N-05 <P
6 K-Q1 K-B1
7 N-R3 Q-Q5
8 P-Q3 B-N3*
9 R-Bl N-B3’
10 RxN P.Q3*
see diagram
11 OxP{° KxQ
i’;’ :—:gf :';':;. WHITE TO PLAY
14 |~.|:|;5Jr Black's hope to stem White's
U attack by counter-attack on
Black has been the Queen is elegantly refuted.
checkmated

! This expedition losea too much time. Necess 4.. .K—B
This expeditio ary was . 1 or
? White was_threatening to trap the Queen with 9 P-E3.

? Hoping to block the Bishop file and gain time for defense. White was
threatening 10 NxB, RPxN: 11 RxPt.

* Black had counted on this move to gain time by the attack on the
White Queen, Naturally if 10 . . . PxK; 11 B-H6f and 12 Q-N7 wins
direcily,

* Forces mate brilliantly.

*0r 13, ., BPxR; 14 N-B6 or 14 N-K7 mate.
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WHITE BLACK WHITE - BLACK
1 P-K4 P-K4 1 P-K4 P-K4
2 N-QB3 N-QB3 2 N-QB3 N-QB3
3 BB4 B-B4 3 P-B4 B-B4
4 Q-N4 Q-B3 4 N-B3 P-Q3
5 N-05 xPt 5 P-B5 N-B3
6 KQ1 K-Bl 6 P-KR3 P-Q4
7 N-R3 Q05 7 NxKP NxP
8 PQ3 P-Q3 8 N-B3'
9 Q-R4 BxN see diagram
- 10 QxB N-R4 8 .... Q-R51
11 R-KB1 NxB 9 Nx() B-B7¢
12 Q-Q7 P-KB3' 10 K-K2 N-Q5§
WHITE TO PLAY see diagram - 11 KQ3 N-B4  BLACK TO PLAY
How can White shatler :i :::SBP QéxR White has been Apparently everything in
Biack's K-side Pawn barrier? 15 N-R5 checkmated White’s position holds, but
: Black disillusions him with a
White checkmates or wins bolt from the blue!
material

' Now if 12 P-B3, NxPt: 13 BxN, Q-RE$, ete. ) .
? The alternative 13 . PxN is also unsatisfactory, as ean be seen ! White tries to stop . . . Q-REY,
from the following: 14 RxH, NxzR; 15 B-R6}, K-N1; 16 Q-N7 mate. * Black plays it, anyhow!
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KING'S PAWN

1 P-K4, P-K4

2 N-KB3, N-QB3; 25, 41, 42, 43, 44, 45, 46, 47, 53, 54, 107,
108, 109, 110, 111, 112, 113, 114, 115, 116, 117, 118,
118, 120, 121, 122, 123, 124, 125, 126, 155, 156, 157,
158, 159, 160, 161, 162, 163, 164, 165, 166, 167

2 N-KB3, P-Q3;77, 78,79, 80, 81, 82

2 N-QB3, N-KB3; 168, 165, 170, 171, 172

2 P-KB4, PxP; 58, 59, 60, 61

2 N-QB3, N-QB3; 173, 174, 175

2 P-KB4, P-Q4; 23, 24

2P-Q4, PxP; 20

2 B-B4, N-KB3; 4

2 N-KB3, N-KBE3;76

1 P-K4, P-QB4

2 N-KB3, P-Q3; 128, 135, 136, 137, 138, 139, 140, 141,
142, 143, 144, 145

2 N-KBR3, N-QB3; 127, 129, 130, 131, 133, 134, 150, 153

2 N-KB3, N-KB3; 148, 151, 152
2 N-K2, N-QB3; 149

2 P-QB3, N-QB3; 146

2 N-KB3, P-K3; 132

2 P-QB3, P-Q4; 147
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Other King's Pawn Openings

"1 P-K4, P-K3; 2 P-Q4, P-Q4; 29, 30, 31, 32, 33, 34, 35, 36,

37,38,39
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1 P-K4, N-KB3;2P-K5 N-Q4;1,2
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1 P-K4, P-Q3; 2 B-B4, N-Q2; 55
1 P-K4, N-QB3; 2 P-Q4, P-Q4; 67
1 P-K4, P-QN3; 2 P-Q4, B-N2; 85

QUEEN'S PAWN

1 P-4, P-Q4
2 P-QB4, PxP; 86, 87, 88, 89
2 N-KB3, N-KB3; 94, 104

2 P_QB4, P-K3; 91, 92

2 P-QB4, P-QB4; 96, 97

2 P-QB4, P-QBS; 93

2 P-QB4, N-QB3; 102

2 B-B4, P~QB4; 75
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1 P-04, N-XB3
2 P-QB4, P-KEN3; 48, 49, 50, 52, 62, 63, 64, 66
2 P-QB4, P-K3; 19, 68, 69, 70, 71, 72, 73, 74, 95, 101
2P-QB4,P-K4;6,7, 8
2 P-QB4, P-QN3; 98, 100
2P—QB4, P-B4;3
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2 N-KB3, P-QN3; 99
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