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WA, 

1 The Chessboard 2 The Opening Position 

THE ELEMENTS 

Cuess is played by two opponents who move alter- 

nately. 
The game is played on a chessboard. This board 

is made up of eight horizontal rows and eight vertical 

rows of eight squares each. (See Diagram 1.) 

The squares are alternately light and dark. This 

makes it easy to distinguish adjacent squares from 

each other. Unlike checkers, chess calls for the use 

of all 64 squares. 
As the game begins, each player is provided with 

16 chessmen. Again, for the sake of visual clarity, it 

is conventional to have 16 light-colored chessmen 

and 16 dark-colored. 
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The light squares are always referred to as white 
squares; the dark squares are always called black 
squares. 

Similarly, the light chessmen are the White pieces, 
and the dark chessmen are the Black pieces. 

The player who has the White pieces is known as 
White; the player of the Black pieces is referred to 
as Black. 

As the game begins, each player has the following 
forces: 

WHITE BLACK 

@& one Kine is2) 

Wy one Queen W 

ml two Rooxks Ez 

Q two BisHOPS £ £ 

EN two KNIGHTS » aS 

eight Pawns 

RRARARARR yay Wy a ee we 

Each player sets up his pieces* in a standard 
formation on the two rows nearest him. (See Diagram 
2 and the photograph at the top of the next page.) 

* The term pieces is used interchangeably for all the chess- 

men, or for any chessman other than the Pawns. 
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a. 

The Opening Position 

Diagrams are extremely helpful to you in your 

reading of this text. You will therefore find it worth- 

while to compare each piece in your set (or in the 

photograph) with its corresponding symbol in the 

diagrams. 
Remember that in all diagrams, White’s side is 

always at the bottom; Black’s side always at the top. 

White moves up the diagram; Black moves down the 

diagram. 
When setting up the pieces to begin a game, al- 

ways make sure that the player of White has a white 

square in the right-hand corner nearest to him. 

Inexperienced players sometime make the mis- 

take of transposing their King and Queen at the be- 

ginning of a game. There is a simple rule that will 

FIRST BOOK OF CHESS @ 5 
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help you: Queen on color. The White Queen goes on 
a white square, the Black Queen on a black square, 
and they face each other along the same vertical row. 
Note that the two Kings also face each other along an 
adjacent vertical row.* 

The Bishop next to the King is known as the King 
Bishop. The adjacent Knight is the King Knight. The 
Rook in the adjoining corner square is the King Rook. 

Similarly, the three pieces next to the Queen are 
the Queen Bishop, Queen Knight and Queen Rook. 

This gives us the names of the Pawns. The Pawn 
in front of the King is the King Pawn; the Pawn in 
front of the King Rook is the King Rook Pawn, ete. 
Can you name all the Pawns? 

The first move is always made by White. After 
Black replies, White makes his second move, which 
is in turn answered by Black; and so the game con- 
tinues with alternate moves. 

* These vertical rows are called files. The file on which the 
Queens stand is the Queen file; the file on which the Kings 
stand is the King file. The other six files are likewise named 
after the pieces which stand on them at the beginning of the 
game. 
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MOVES OF THE PIECES 

Waar gives chess its great fasci- 
nation is that the King, Queen, Rook, 
Bishop, Knight and Pawn move in dif- 
ferent ways. In consequence we get a 

colorful diversity of possibilities un- 
equaled in any other board game. 

Before the moves and powers of 
the pieces are described, you should 
familiarize yourself with the names 
of three kinds of patterns of squares. 

The vertical rows of squares, as we have already 
learned, are called files. They are named after the 
pieces which stand in them in the opening position. 

The horizontal rows of squares are called ranks. 

These are numbered from one to eight from each side 

of the board. 
Thus, in Diagram 2, the White Pawns are on 

White’s second rank. Black’s Pawns are on Black’s 

second rank. 
A row of squares which are all of the same color, 

going in the same direction, is a diagonal. In Diagram 

2, the row of squares from White’s Queen Rook (low- 

er left corner) to Black’s King Rook (upper right 

comer) is a diagonal. 
Now we are ready to learn the moves of the pieces. 

The King’s move is the simplest. 

Tue King can move in any direction, one square at a 

time. 

That is to say, he can move sideways, up or down, 

or at an angle. See Diagram 3. 

FIRST BOOK OF CHESS @ 7 



The ae 

n
c
a
e
e
s
d
 

a
c
a
,
 

e
e
n
i
y
e
 

2
 

w
i
e
 

2
 

e
k
 

el
 

Bl 
M
e
e
 

2
 

o
e
 

e
e
 

ZE
ER
 

Ss
 

e
e
t
 

e
e
 

-
 

g
e
 

s
o
e
 

a
”
 

1 
e
e
 

e
e
 

S
o
 

ON
 

D
e
 

22
8s
 

L
N
 

h
e
e
 

fa
s 

a
t
 

“
a
.
 

S
S
,
 

fe
] 

“
a
_
i
 

.
n
 

m
e
e
t
 

\
 

\
 

\
 

\
 

i
S
S
g
e
?
 

a
 

e
e
 

\
 

\
 

e
x
e
s
.
 

\
 

R
X
R
 

m
R
 

. 
a
o
e
 

A
.
 

a
l
l
a
 

§
8
3
-
 

B
e
 

e
k
e
 

Pg
 

n
l
l
 

a
t
l
 

Se
 

Se
 

§ 
im
 

R
X
R
 

S
h
a
i
 

FS
 

=
.
 

o
a
 

is
ci
st
s 

3
 

a.
 

a
 

Fe
ss
ss
 

I
N
 

©
 

&
 

ai
e 

S
e
 

N
O
N
 

ON
 

Ml
e 

ce
ss
 

L
S
 

M
i
n
 

88
83
 

8 @ FIRST BOOK OF CHESS 



X 

N 
\ 

“ 
“ NN 

“ \ 
A 

til . 

N 
\ 

"
a
 2
 

B
a
n
c
 
S
o
n
 

m
m
 

a 8 H
e
 a. 

7s 

2 

ee N 

oe to a 

Hxe 

(path a
 

a
e
 

\
 

“
U
N
 . 

2 3 |B Te 132 we 3 

~ 

%® 
S 

S8 
S38 aS a) 

a3 Dr 

' his own men or leap over 
Qf a gts 

ere ec So. iS MA eS 

aS 
he 

8 
© 

eS 

SR 

7 
men, nor can he leap over 

them. Consequently, the King 

cannot make a single move 

in this position! 

them, we find that the King 

can move to Q5, Q4, Q3 and 

K3. 

NN 
\ 

~ . 
= 

a. 

\ 
_
 
f
t
 

N
X
 
a
 

V
O
 

_ 

\N 
ae 

N ae — s
r
e
 

=
a
"
 a 

L
p
 

© 
8
 

2
k
 

S
S
S
S
S
 
F
N
.
 

rs) 
~
N
 

=
i
 

gig 
ages 

N
i
 
B
s
 
s
é
*
 

=
 

V
g
 
3
2
%
 

2. 
"& pes 
3
3
 

O
'
8
 

“<3 
o
s
e
a
 

eg 

© o S3
8
 

= 
a
S
 

E
S
S
 

i
)
 

N
I
E
 
S
w
e
 

B
e
s
 

-
~
 

“
s
e
 

O
P
 

K
R
 

S
I
 

) 

M
L
 

w
s
 
PS
EB
e 

6
3
.
3
4
 

S
M
 

E
M
 
S
O
 

© 
© 

: 
m
i
g
l
e
i
e
®
 

y
l
 
S
8
2
 
2
8
8
 

5
 

) 7S 
\
\
 
S
S
e
S
 

S
e
.
 

S
O
O
 
Lis 

Q
,
 
S
S
 

R
e
i
n
,
 s
S
e
s
e
 

©
 

8
 

2
 
8
 

S
k
e
 

o
S
 

w
y
 

o
o
k
 

e
S
 

o
e
 

&
 

ahs 
e
e
 
e
e
 

S
a
 

f
o
t
 

M
S
S
s
e
 

a BV
s
r
t
v
e
w
 

v 
n
S
 

s
s
 

a
e
 

e
e
 

N
N
 

A 
y 

e
S
 

o
e
 
h
e
 

a
e
 

o
S
 

o
o
 

e
s
s
 
e
s
s
 

‘
I
O
.
 

E
T
S
 

G
y
e
)
 
e
a
s
 

FIRST BOOK OF CHESS ¢ 9 



THE Queen, like the King, can move 

an angle. 

on files, ranks and diagonals—that is 
to say, vertically, horizontally and at 

But whereas the King can move 
only one square at a time, the Queen 
can move the whole length of one of 
the lines available to her, subject to 
impediments such as friendly pieces 

which block her path, and hostile pieces which can be 
captured by her. 

11 The Queen can move 
to any of the squares 

marked with an arrow. She 
can move along any one of 
the lines indicated by a series 

of arrows. Of course, on any 

one move the Queen can 

move in only one direction, 

depending on the player’s 

choice and the nature of the 

position. More about this 

later; but turn now to Dia- 

gram 12, where all the dif- 

ferent squares which can be 

reached by the Queen are 

listed by name. Review Dia- 
gram 3 

12 The same diagram, 
but without the ar- 

rows. The Queen can move 

“East” on the fifth rank to 

K5, KB5, KN5 or KR5; or 
“West” on the fifth rank to 

QB5, QN5, QRS; or “North” 

on the Queen file to Q6, Q7, 

Q8; or “South” on the Queen 

file to Q4, Q3, Q2, Q1. Possi- 

ble diagonal moves are to 

QB6, QN7, QR8 (“North- 
west”); or to K6, KB7, KN8 

(“Northeast”); or to K4, 

KB3, KN2, KRI1 (“South- 
east); or to QB4, QN3, QR2 
(“Southwest”) . 



The @reen 

The Queen has the greatest powers of any piece 
on the chessboard! 

In Diagrams 11 and 12, the Queen has a choice 
of no less than 27 possible moves! Powerful as the 

Queen is, her freedom is hampered, as we have 

seen, by the presence of friendly or enemy pieces. 

Thus in Diagram 13 we have a dramatic object- 

lesson in how the Queen’s mobility can be reduced by 

a careless player. In effect, Black is playing with- 

out the Queen. The moral of Diagram 13 is one 

which can be applied to good effect in the opening 

position (see Diagram 14); for we realize how im- 

portant it is to create open lines for the Queen. 

nee core 
W hite 
ample 

In the opening posi- 

tion the Queens have 
1 W = = 

Queen has 

mobility, Black’s Queen is re- 
duced to a pitiably restricted 

range. 

no move at all, as they can- 
not displace or leap over 

friendly pieces. 
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THE Rook can move horizontally (on 
ranks) and vertically (on files)—in 
one direction at a time. 

The Rook cannot move diagonally | 
and is therefore not quite so strong as 
the Queen. 

The Rook moves in only one direc- 
tion at a time. It cannot displace or 
leap over friendly pieces. 

The Rook captures by displacement (occupying 
the square of the captured piece). Its capturing moves 
follow the general pattern of its moves: vertical or 
horizontal. 

Y a 

21 7 Weck can move 
to any of the squares 

marked by an arrow. Com- 

pare this Diagram with Dia- 

gram 11. You will note that 

the Rook cannot make the 

diagonal moves which are 

available to the Queen. The 

Rook has 14 possible moves; 

the Queen had 27! 

Ve 

1 7 a V), 
2 The Rook can move 

(horizontally) “East” 
along the fourth rank to 

04, K4, KB4, KN4, KR4; or 
“West” along the same rank 

to ON4, QR4. In the Queen 

Bishop file the Rook can 

move (vertically) “North” to 
QB5, QB6, QB7, QB8 or 
“South” to QB3, QB2, QB. 
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29 Rook can now 

play RxB (horizontal 

or RxN _ (vertical 
move) but not RxP (diag- 

The 

onal move). 
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(diagonal 

The cc can now 

play QxB (horizontal 

move) or QxN_ (vertical 

move) or QxP 
move). 



LikE the Queen, the Bishop can 

tion. 

move and capture diagonally. 
Unlike the Queen and Rook, the 

Bishop cannot move on ranks and files. - 
On any one move, the Bishop is 

limited in the following ways (we 
have already seen these limitations 
operating on King, Queen and Rook): 

The move can be in only one direc- 

The Bishop cannot leap over friendly or hostile 
pieces. He can capture hostile pieces by displace- 
ment. His own pieces act as complete stumbling 
blocks. 

no a —— can move 
to any one of the thir- 

teen squares marked with an 

arrow. Note that one Bishop 

always travels on white 

squares, while his colleague 
always travels on _ black 
squares. Thus, each Bishop 

controls only 32 squares. 

16 © FIRST BOOK OF CHESS 

nten = -_—s on — 
can move “North- 

east” to K5, KB6, KWN7, 

KR8; “Southeast” to K3, 

KB2, KN1; “Southwest” to 

QB3, QN2, QRI1; “North- 

west” to QB5, QN6, QR7. All 

these are of course black 

squares. 



The Bishop 

A a 
_\ 

“yy “y aes 

| a 

ae : “ 
I O70 7 
3 The Bishop on K4 

travels on white 

squares, to wit: KB5, KN6, 

KR7; KB3, KN2, KR1; Q3, 

QB2, QN1; Q5, QB6, QN7, 
~ QR8. Can you point out all 

these squares? Hint: these 

are all white squares. 

A 2. A 
B28 2 
Se. 

2... A 
eae 0 
_s. 

fn 8 
mm 

The Bishop can move 

3 > “Northeast” and cap- 

ture the King Rook Pawn; 

or move “Northwest” and 

capture the Queen Knight 

Pawn. 

aft 

wn 
“oN 

mee 
Me 

a 

we 

a, \ 

an 
— a. A. 

a a 
: XY 

aa 77 
3 Here the Bishop’s 

mobility is greatly 

hampered by his own Pawns. 

The Bishop can move only 

to KB5, KN6, KR7, or Q3, 

QB2, QN1. “Southeast” and 
“Northwest” moves are im- 
nas 

‘a a a oe 
Oo 
36 “Again the Bishop is 

at K4. He can still 

move “Northeast” and cap- 

ture the King Rook Pawn; 

but he cannot capture the 

Queen Knight Pawn. Why? 
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Villa, 

a 

8 If it is White’s move, 
he can play BxR. If 

3 7 If it is White’s move, 
he can play Bx@Q. If 

it is Black’s move, he can it is Black’s move, he can- 
play... QxB. not play... RxB. 

Gs 

We place three dots in front of any Black move so that it 
will not be confuséd with a White move. 

For purposes of review, return to Diagram 2. 
In the opening position, the Bishops are placed on 
the first rank. The Bishop next to the King is on KB1. 
The Bishop next to the Queen is on QB1. 

The Bishop near the King is always called the 
King Bishop. The Bishop near the Queen is always 
called the Queen Bishop. 

We have observed, in our discussion of Diagram 
31, that each Bishop covers only 32 squares. In 
other words, each Bishop gets around quite a bit, but 
he can’t be everywhere. Insofar as this is a weak- 
ness of the Bishop, it points up the great strength 
which is exerted by both Bishops. Together, your 
Bishops cover all 64 squares of the chessboard. For 
this reason, experienced players try hard to preserve 
the two Bishops, or Bishop-pair, against capture or 
exchange. There are players who will go to the 
greatest trouble to preserve these favorite pieces in the 
course of a game! 



THE Knight can be described as the 
clown, the practical joker, the Peck’s 
bad boy or the secret weapon of the 
chessboard. The Knight seems to de- | 
light in doing things differently, and 
in flouting the rules which are good 
enough for the other, orthodox, law- 

abiding chessmen. 
For example, none of the other 

chessmen can leap over other pieces. The Knight can, 

and does, leap over all the other forces, be they 

friendly or hostile. 

The other pieces have powers which are based on 

the dimensions of the chessboard (vertical, horizontal 

or diagonal moves). The Knight’s move is unrelated 

to any of these moves. 

The Queen, Rook and Bishop have moves of in- 

determinate length, depending on the number of 

squares available to them. Thus, if a Bishop is on a 

diagonal having seven empty squares, he can be 

moved one, two, three, four, five, six or seven squares, 

depending on the player’s whim or plan. The Knight, 

on the other hand, has a move which is always of the 

same length. 

“The old one-two” is the phrase that aptly de- 

scribes the Knight’s move. Each Knight move is a 

combination of one square and two squares: 

(a) one square “North” or “South”; then two 

squares “East” or “West.” 
(b) one square “East” or “West”; then two 

squares “North” or “South.” 
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ght 
p- ; but as for ca 

y on the terminal square 
of his move. If we think of the Kni 
squares, he can capture only on th 

we see that the Kni 

ght as moving three 
e final square. 

Studying Diagrams 43-50, 
can leap over friendly or hostile men 
turing, he can take pieces onl 
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sible.) 
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QN1 between 

nt about the Knight: at the beginning 

see Diagram 2) the King Knight is 
A final poi 

of the game ( 
laced at KN1 between the King Rook an 

Bishop. The Queen Knight is placed on 
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QUEEN-PAWN (QP) KING-PAWN (KP) 

Queen-Bishop-Pawn (QBP) King-Bishop-Pawn (KBP) 

Queen-Knight-Pawn (QNP) 

Queen-Rook-Pawn (QRP) 

King-Knight-Pawn (KNP) 

King-Rook-Pawn (KRP) 

Queen-Rook-Pawn (QRP) | 

Queen-Knight-Pawn (QNP) 

a 

Queen-Bishop-Pawn (QBP) 

QUEEN-PAWN (QP) 

\ King-Rook-Pawn (KRP) 

King-Knight-Pawn (KNP) 

King-Bishop-Pawn (KBP) 

KING-PAWN (KP) 

The Pawn 

THE Pawn has a number of interesting 
differences from the other chessmen. 

in only one direction: forward. 

MOvV€s. 

The Pawn, for example, can move 

The Pawn is the only one of the 
chessmen which captures in a manner 
different from the way in which it 

There are several other peculiarities in the Pawn’s 
powers which we shall encounter later on. 
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The first time any Pawn moves, at any stage of the 
game, it has the option of advancing one or two 
squares. On any subsequent moves of that Pawn, it 
can oy move one square. 
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\ Y/ 

S ~ 

Vs Z A 
A, 

71 
To review: White's 64 Starting from Dia- 

\ 
\X 

WY N 

Pawn is on the third gram 63, White’s 

rank; hence it has made its King Bishop Pawn has 

first move. It can now ad- moved “North.” This would 

vance only one square. be written: P-KB4. 

Y Vag Wy Uy 

“Le 

ZY 

6 5 More review: Black’s 66 Starting from Dia- 

Pawn is on the fourth gram 65, Black has 

rank.* It can only advance moved “South.” This move is 

one square. . »« P-QBS.* 

* Remember that Black’s ranks (and moves) are counted 

from his side of the board. Thus, White’s fourth rank is 

Black’s fifth rank. More about this on pages 38-39. See 

also Diagrams 57-58. 
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ce 

or Pawn which is diagonally forward on adjoining 
squares, not the piece on the square directly ahead 

We come now to the Pawn’s capturing powers. 

of it. 

We have seen that the Pawn moves vertically along 
the files. But in capturing, the Pawn takes the pie 
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To put it another way: the Pawn moves like a 
miniature Rook; it captures like a miniature Bishop! 

Still another way: White Pawns move “North.” 
They capture “Northwest” or “Northeast.” Black 
Pawns move “South.” They capture “Southeast” or 
“Southwest.” 

The photograph illustrates the Pawn’s capturing 
powers. White, to move, has the choice of PxN or 
PxR. 

The White Pawn can capture the Rook or Knight 
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HOW TO WIN 
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| a 
A 7 7 a 

Here Black has “in- 
terposed” his Rook. 

7 3 Here Black has mov- 
ed his King, getting 

out of check. His King is out of check. 

Thus we see that there are three ways to answer 
a check: 

Capture the checking piece (Diagram 72). 
Move the King out of attacking range (Diagram 

73). 
Interpose between the King and the checking 

piece (Diagram 74). 
But suppose none of these three methods are avail- 

able? In that case, the King is checkmated. 

Checkmate 

BEFORE we go on, we must learn two important 

facts which have a bearing on checkmate positions: 

(1) The King is never actually captured. Merely 
trapping the King without leaving him any chance of 
escape ends the game at once. 
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(2) The King must never play to a square which 
is within the capturing range of enemy forces. - 
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7 © Again the Black King 
is in check, but this 

time he has no escape. (In 
the event of...K-RI1 or... 
K-B1 the King would still be 

in check.) This is check- 
mate! This pattern is fre- 
quently encountered. 

80 Another example of 
checkmate. ... K-R1 

or...K-Bl wili not do: 

while... K-R2  or...K-N2 

or... K-B2 is ruled out by 
the presence of White’s King, 

which commands _ those 
squares.* 

Basically, games are decided by checkmate. How- 
ever, a player may surrender (resign is the technical 
term) long before checkmate arrives. Why is this? 

As we have seen from Diagrams 80 and 81, King 
and Queen or King and Rook can enforce checkmate. 
Consequently, if you are a Rook or Queen ahead, your 
opponent may prefer to resign rather than play out 
glumly to checkmate. 

Generally a player who has gained material in 
this way will try to exchange as many forces as possi- 
ble (i.e engage in reciprocal captures) until a simpli- 

* Always bear in mind that a King cannot expose himself to 

attack by hostile forces. In this case, the Black King cannot 

move to squares commanded by the White King. 
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fied position is reached where checkmate can be 

forced. 

In many a game, however, it becomes possible to 

attack the hostile King at a fairly early stage by 
means of a highly concentrated assault. 

Y 

Vi 

2 om Eh 
81 This is also check- 

mate. The Queen, 

possessing the horizontal 

moving powers of the Rook, 
can give checkmate in the 

same way. We come now to 

an important idea: The 
King cannot capture a hos- 
tile piece if he thereby 
exposes himself to capture 
by another enemy piece. 

8 2. Here is the method of 
checkmate just al- 

luded to... . K-Ri ores. k= 
BI cannot be played, as the 

Queen attacks those squares. 

...KxQ is impossible, be- 

cause that would subject 

Black’s King to the attack of 

White’s King. ... K-B2 and 

...K-R2 are also unplayable. 

Why? 

At this stage, these are the two important points 
to bear in mind: 

(1) You win by checkmating your opponent’s 
King. (See pages 77-82 for examples of the elemen- 
tary checkmates. ) 

(2) You win by achieving so great a superiority 
of force that your opponent resigns. 
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VALUES OF THE CHESSMEN 

You have seen that the Queen is much the strongest 
piece on the chessboard. The Rook is next in power; 
then comes the Bishop. 

How shall we assess the Knight? His move is 
a short one, not to be compared in range with that of 
the Bishop; yet a Bishop can cover only 32 squares 
of the chessboard, while the Knight, who plays to a 
square of opposite color on each move, can sooner 
or later reach every square on the board.* 

Experience has shown that the Bishop and Knight 
are of approximately equal value. 

The Pawn is the weakest of the chessmen, as we 
might expect from its short-range moves. (Later on, 
however, we shall find that the Pawn has remarkable 

powers! ) 
We cannot measure the King’s value, which is 

infinite. 

* If the Knight is on a white square, his next move will land 

him on a black square. If the Knight is on a black square, 

his next move will land him on a white square. Try this out: 

put a White Knight at KN1 (black square). Play him to KB3 

(white square) and then to K5 (black square) ete. 
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The following table of values is accepted as 
standard: 

Queen Wy 9 points 

Rook 3 5 points 

Bishop & 3 points 

Knight 4) 3 points 

Pawn £ 1 point 

In actual practice, most games are decided by 
superiority of force. For this reason, it is essential 
to maintain equality of material. 

The value: of this table is at once apparent. It 
shows, for example, that you can readily give up a 
Knight to get a Bishop in return (or vice versa). To 
give up the Queen for a Pawn would, however, be 
idiotic, unless a very important return (such as check- 
mate) were immediately available. 

Similarly, to give up a Rook for a Bishop would 
not be good, unless one picked up several Pawns to 
make the transaction a fairly even one. 
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CHESS NOTATION 

ae ND. 198d ¢ a oy . ; 

N2| QB2| Q2 KE 
Bend | eae) 20 | an 

| QI} «1 

WHITE 

B EFORE we go on to playing over games, we want 
to familiarize ourselves thoroughly with the chess nota- 
tion—the art of recording chess moves. 

We have already learned quite a bit about the no- 
tation in an informal way. We know, for example, 
how the pieces are named from the positions they 
have at the beginning of the game. For review pur- 
poses, see the chart above, in which the names of all 
the squares are set forth clearly. 
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The names of the Pawns, systematically presented 
in the chart on page 24, likewise offer no difficulty. 
(Remember, however, that a Pawn changes its name 
every time it captures! ) 

For a quick review of files and ranks, take the 
following two diagrams: 

fA Y 

83 The Queen file. 84 A Rank. 

As for ranks, we know that each player numbers 
them from his side of the board: 

8 WHITE’S EIGHTH RANK 1 BLACK’S FIRST RANK 

Ti 

6 

5 

4 

3 

2 

1 WHITE’S FIRST RANK 8 BLACK’S 8TH RANK 

8 5 The ranks numbered 86 The ranks numbered 
from White’s side of from Black's side of 

the board. the board. 
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4 for a White is Q 
move, or Q5_ for a Black 
move. 

The eight files (same ae The core square 
names for White and 87 

Black pieces). 

22 “Chess Movies We are now ready for some 
(games presented in diagram style) which will enable 
you to become more expert in reading chess notation 
and which will give you impressive examples of 

Game 1: Mer iaain ye, 
checkmate.* 
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* Each diagram shows the position existing before the moves 

which appear below that diagram. 
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Note that Black’s third move is followed by ques- 
the customary device to indicate a bad 

Good moves. are indicated by exclamation 
tion marks, 
Move. 

. N-QB3?? Black was guarding 
his King Pawn from attack. He failed to realize, 
however, that White was also menacing the King Bish- 

fam) CG & = 
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i n a es) Qu fa ES te 2 rg 2 

o 

jor 

g 

° 

e FIRST BOOK OF CHESS 40 



a
0
 
a
 0
 

a
e
 e
e
 

“ S
G
I
 

B
i
 
B
e
s
i
 1 

A
a
 

c
a
s
 
a
 

S
o
g
o
 <a 

r
a
e
 “ =
 

m
e
 

A
 

a Za 

5 8 Black is checkmated! 

ant 

A
o
n
e
 
0
 

i
 

<
a
 

oi os 
cs 

a
u
 o
c
 

e
g
 

I
S
 

\
 

N
C
 

“
(
4
 C
a
c
i
 

15 
o
n
 
=
 

m
e
 

0
 
s
n
 

White plays 4 “OxBP 
mate. 

Ano 
97 

(See 

Black 

he White 

B-B4 

Black cannot interpose 

P-K4 

N-QB3?? 

8 is checkmate because 

ainst the diagrams to make 
the powers of the pieces and 
h 
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elr moves. 

1 P-K4 

2 B-B4 

4. QxBP mate 

which is defended by the White Bishop. 

3 Q-R5 

Diagram 82.) 

If the score of this game is recorded in the 

orthodox manner, we get: 

Now let us try a second “Chess Movie,” giving the 

The position in Diagram 9 

game a bit more detailed attention. 

Black’s King cannot escape; 

Check all moves ag 
sure that you understand 

the method of recording t 

White 

Queen, 

(Mate is the usual shortened term for checkmate. ) 

against the check; nor can he capture t 





Here the play is more complex than in the previ- 
ous game. Black wins by an amazing Queen “sac- 
rifice” which completely baffles his opponent. “‘Sac- 
rificing” is an important device which is explained | 
during the course of the game. . 

EZ, AWOA ce 

Ait 

Al hE wea TR Y 

103 5eP-O3 B-QB4 
White protects his 

King Pawn* and Black de- 

velops still another piece. 

Note this: Black has two 
pieces out, White has none. 

Black is ready for action. 

E Ae ae? 

Aida 
= 

RY 
Wi 

ae 
NxP!! 

\S 

Queen Bishop and Black 

“sacrifices’** his Queen. 

White can now win the 

Queen, obtaining a great ad- 

vantage in material. 

* We say that the King Pawn is protected because if Black 

plays . _. NxP then White can reply PxN. Thus White 

would win a Knight in return for a Pawn. From the table 

of relative values (p. 36) we know that this transaction 

is good for White, bad for Black. 

** Creater material is often lost in return for lesser material 

through oversights. When the loss is intentional, it is termed 

a “sacrifice.” The player who sacrifices, hopes, of course, 

to gain back more than he has lost. 
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one of them! White is check- 

Q2—impossible moves every 

mated. 
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ture either Bishop or the 

Bishop check. He cannot cap- 

Knight. 

W hite cannot interpose to the 
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MORE ABOUT THE KING 

ly view of the King’s all-important character, you’ 
will not be surprised that there are more things to be 
learned about this vital piece. These details are 
easy to grasp and fit usefully into the pattern of an 
ordinary game. 

First we encounter some methods of attack which 
may be extremely dangerous; then, by way of com- 
pensation, we discover a most effective way of en- 
suring the King’s safety. 

V0 
Y 

lt, 2) 

109 First, by way of re- 11 The Queen has 

view, we give an moved from K2 to 

orthodox check. See Diagram K5 to give a _ diagonal 

110. check. 

This type of check, where a piece moves to a 

square from which it can give check, is quite familiar 

by now. 
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in which a piece 
, can attack the King with- 

But there are other positions, 
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5 hite has played 

P-B7ch—a discov- 
112 The White Queen 

on K5 is not giving 
check, as its action is blocked 

by the White Pawn on KBo6. 

But suppose that Pawn ad- 
vances? 

ered check. By advancing, the 

Pawn opens up the line of 

attack against Black’s King. 

, you 
y possibilities inhe 

ppose that as the line of at- 
for a check, the piece which is 

Now, if you are of an inventive turn of mind 
can envisage some of the nast 
in a discovered check: su 
tack is “discovered” 

rent 

cks another piece at the same opening the line atta 
time? 
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3 W ae =o R- 
Q7ch. His Bishop 

attacks the Black King; his 

Rook 

Queen! 

attacks the Black 

- wt aaa 

2s 4. a 
aan a _ 5 move 

his King or inter- 

pose his Queen, to get out 

of check. Either way, his 

Queen is lost! 

se 

2 as 

... SS 
WL 

Sometimes there is a defense to such dastardly 

discovered checks. If the piece which is secondarily 

attacked, can run away to interpose against the check, 

all is well: 

wm ee 3 

oe om 
a8 OS 

White pl P-B6 
11 ) ch eee to win 

the Queen. But this time 

Black can escape by inter- 

posing! 

% * we a , ea E | 
os oat Te 
Wa a 

Va. UX 7. a i 
Ta a a a 
Qo a. 

lack has avoided 
116 oe by playing 
...Q-N3. The King is out 

of check, the Queen is safe. 

A narrow escape. 
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If either 
»* or even both, neither can 

_" _ 

, for then the other piece would still be 

= = must move 

his King; he can- 

not capture Queen or Bishop. 

check. Hence the term do 

giving 

a 

Double Check 

THIS is an even more venomous form of discover- 

Ae 
wut 
Zs 

Here White plays 
B-Boch, 

Note these points about double check. 

-s 

117 
check with the Queen and 

a line, also gives 

Bishop. 
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, In Diagram 118, neither... 
.. PxB is possible. By the same line of 
interposition is impossible, for there is no 
erposing against both checks. 
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, It is said to be en prise (on * When a piece is under attack 
preez). 
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Suppose a King move is impossible? Then we get 
a situation like the following: 

“io 7s 
TZ t” 

W hite gives a dou- 

ble check with B- 119 
Boch. 

a. 
Y 4x 24 

Y 

WY 
— 

a "Bey 
as 
e/a 

Checkmate! The 

King has no es- 12 
cape. 

Very often a double check can be quite profitable. 

Here is an same 8 

= “a “a 
aaa — - 

Vi. ee aa . 
a a a a 
GG a 

QxQch would get 
121 W hite nowhere, as 

Black simply replies ...PxQ. 
But B-B6ch wins the Black 
Queen. 

as PYG 

oe 

ae 

‘= 
PV 

WL 

a 
Ua 

oe 
Y/ 

aan a 

” gay mae 

eee 

a 
a 
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Yc 

122 MEH 
upon W ae wie Bx. Black 

was helpless against the 

double check. 
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Forking Checks 
One of the most dreaded powers of the Knight is 
his ability to “fork” two pieces—that is, attack them 
simultaneously. When one of the attacked pieces is 
the King, the Knight often does considerable damage. 

Diagrams 123 and 124 illustrate a forking check. 
This is the most effective kind of fork, if you are ad- 
ministering it; and the worst kind of fork, if you are 
on the receiving end. The power of this type of fork 
lies in the attack on the King: the King must get out 
of check, and the other piece under attack has to be 
left to its fate. In Diagram 123 the “other piece” 
happens to be the Queen, and to lose this valuable 
piece under such‘circumstances is equivalent to losing 
the game. 

SS 

cen La 
fo om sy 

The Knight has a 123 124 Black would like 
deadly fork by 

going to K5 with check. The 

King will have to move, and 

the Queen will be lost, with 
ruinous loss of material by 
White. 
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to save his Queen, 

but he has no choice: he 

MUST move his King, allow- 

ing White to play NxQ. A 
very profitable transaction 

for White. 



Castling 

Now that we have learned so many new ways of 
badgering the King, it will be soothing to acquaint 
ourselves with an excellent method of making the 
King’s life healthier and longer. 

This method is known as castling, and it has many 
curious features. The most important one is that it 
is the only move in the game in which you are allowed 
to move two pieces. This double move counts for 
only one move! Now let us see how this unique 
move is made. 

The two pieces which execute castling are the 
King (of course) and either Rook.* Castling with 
the King Rook (on the King-side) is known as King- 
side castling. Castling with the Queen Rook (on the 
Queen-side) is known as Queen-side aba 

a 

m 

12 W a is Shae to 12 White has ag | 

castle King-side. on the King-side. 

* In the old days, the piece we now call a Rook was generally 

called a “Castle.” This term still prevails in whodunits and 

in historical novels. 
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ple enough: 
move the King next to the Rook. 

(b) move the King Rook from the King’ 
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Black l 139 Fie" 
Now for the special rules about castling. You 

cannot castle when: 

(a) Your King is in check. 
(b) Your King has moved previously. 
(c) The Rook which you wish to use for castling has 

or QB1) to which the King is to move in 
castling. 

(e) A hostile’ piece commands the square (KB1 

moved previously. 
(d) A hostile piece commands the square (KN1 

or Ql) over which the King has to pass in 
castling. 

(f) A hostile piece stands between the King and 

between the King 
and the castling Rook. 

the castling Rook. 
(g) A friendly piece stands 

141- grams are pictured in Dia These exceptions 
148, on the next two pages. 
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Later on it may be possible 

to castle, if none of the ex- 

ceptions apply. See Rule (a). 

but King-side castling is still 
feasible, and can be played 
in this situation. See Rule 
(oR 

W eee 

check 
cannot castle at this point. 

An 

143 

g is 
rac- are the ones seen most frequently in p 9 

The four cases shown above in which castlin 
impossible 
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tical play. Nevertheless, every player should be 
familiar with the remaining exceptions. 
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You would now expect 7 
NxN in reply, but White 
scents the possibility of ac- 
tion against Black’ 
King! 

152 5 R-K1 
Black captures the King 

Pawn, and the King Rook 
wheels into action, threaten- 
ing 6 RxN. Hence Black re- 
treats the Knight. 
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DRAWN GAMES 

U P to this point you have been left with the impres- 
sion that all games have a decisive result, either 
by enforced checkmate or by resignation. It is true 

that the majority of games of chess wind up in a de- 

cisive manner. But another kind of result is pos- 

sible: the draw. A drawn game is one in which 
there is no decision: no victory, no defeat. 

Now there are various ways in which a drawn 
result may be arrived at. The most frequent one is 

by agreement of both players. The position may 

lack interest, the hour may be late, a cautious player 

may be too timid to continue, a reckless player may 

have overreached himself. Whatever the cause, a 

draw can always be declared when both players agree 

to it. 
Then there are two provisions in the official laws 

of chess which make a draw possible. 

One of these provisions is the “50-move” rule, 

which states that if, within the past 50 moves, no cap- 

ture has been made and no Pawn moved, either side 

may claim a draw. The object of this rule is to 

penalize players who are incapable of realizing an 

advantage, and to protect players from opponents who 

refuse to agree to a draw when there is no real basis 

for winning. 
The other rule is that when a position is repeated 

three times, a draw may be claimed by the player who 

is about to make the move which will bring about the 

threefold repetition. 
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In actual play among average players, the 50- 
move rule and the repetition rule play a very small 
role. More important are the three drawing methods 
known as perpetual check, stalemate, and insufficient 
mating material. 

Perpetual Check 

Tuts is a self-explanatory term, applicable to po- 
sitions in which a player makes it obvious that he can 
check his opponent’s King indefinitely—“perpetual- 
ly.” Perpetual check is a particularly useful device 
in situations where a player would be hopelessly lost 
without this resource. 

sf ag A bo 

161 White is os Hoek 1 62 Can the checks be 
a ordi- down, l stopped? 

narily his game would be Pa RO ie K-N1 
quite hopeless. But there fol- 3 Q-K8ch K-R2 
lows: 

1 Q-K8ch K-R2 
2 Q-R5ch 
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4 Q-R5ch 
And Black must agree to a 

draw, as his King can never 
escape the checks! 



It follows that perpetual check is a drawing device 
which should be watched for early when you have a 
bad game, for this may be the only way to ward off 
disaster. Conversely, when you have the advantage, 
you must be on the alert lest a perpetual check by 
your opponent rob you of the fruits of victory. Posi- 
tions where a King is exposed to attack are partic- 
ularly conducive to perpetual check. Incidentally, 
most perpetual checks are given by the Queen—nat- 
ural enough, because of the enormous cruising range 
at the disposal of this powerful piece. 

Stalemate 

THE difference between checkmate (which wins) 
and stalemate (which only draws), is slight. But 
slight as that difference is, it is vital. 

Your King is in check; it is your turn to move; 
you have no legal move;* you are checkmated. 

But, if your King is not in check; it is your turn 
to move; and you have no legal move available, then 
you are stalemated, and the game is drawn. 

Checkmate and stalemate are alike in that they 
both apply to a player who is on the move, and who 
has no legal move left. Checkmate and stalemate 

differ in this: if the King is already in check, then 

checkmate results; if the King is not in check, then 

stalemate results. 

* The laws of chess do not permit the King to move to a square 

controlled by enemy forces. In answer to a check, the laws 

of chess permit only moves that, in one way or another, do 

away with the check. 
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= to move, is 

ia it is Black’s 

stalemated! 

move. Is he stale- 

- 2 

mated? Yes! His Pawn is 

blocked, and his King has no 

legal move. 

168 Again it is Black’s 

move. Is he stale- 

VW ae to move, 

stalemated! 

a 

...P-B5—a perfectly legal 
move, 

mated? No! For he can play 

167 

169 
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Mating Material 

THE minimum forces needed to checkmate a lone 
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There are also times when King and Pawn can 
win against a lone King (see page 68). 

Checkmate by force is impossible if you have 
only a Bishop, or a Knight, or even two Knights, 
against a lone King. 
potas 
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can never win the game. This 

172 With only a Bish- 
op ahead, White 

is a clear draw. 
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a clear draw. 
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It is only at the very end of the game that the ad- 
vantage of a Bishop or a Knight ahead will not win. 
King and Bishop vs. King or King and Knight vs. 
King is a draw; but in the earlier stages of the game, 
when there is plenty of material on the board, the — 
advantage of the piece ahead will be decisive in 99% 
of all the possible cases you may encounter. The 
extra piece almost always allows you to win easily 
in one of two ways: 

(a) The extra piece enables you to mount an at- 
tack against the King which your opponent cannot 
parry. 

(b) The extra piece enables you to concentrate 
your forces to win more material. 
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MORE ABOUT THE PAWN 

Nor long ago we said that there are positions in 
which King and Pawn can force a win against a lone 
King. On the face of it, this statement seems absurd: 
the Pawn is much weaker than the Bishop or Knight, 
neither of which can force checkmate. How then can 
the Pawn force: checkmate? 

Pawn Promotion 

To answer this question, we must describe a power 
of the Pawn which has not been mentioned up to this 
point: 

When a Pawn reaches the eighth rank, it can be 
promoted to a Queen or Rook or Bishop or Knight. 
The Pawn is simply removed from the board, to be 
replaced by a piece of your own choosing. As a 
rule, the Queen is the piece selected—in, say 99% 
of all instances. The Queen being the strongest 
piece on the board, this choice is as natural as it is 
logical. 

The fact that you may still have your original 
Queen does not prevent you from acquiring a second 
Queen—or even a third or fourth! The fact that 
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you may still have both Rooks does not prevent you 
from acquiring a third Rook. It is theoretically pos- 
sible (but practically very rare indeed) to acquire a 
third Bishop or third Knight. 

Now you see how King and Pawn often win 
against the King. If your Pawn can be promoted to 
Queen, you have the ending King and Queen vs. King, 
in which it is possible to force checkmate. 

There is such a disparity between the powers of 
the Pawn and Queen that the sudden change, once a 
Pawn has been Queened, must strike the beginner 
with dramatic force. The contrast is effectively 
brought out in Diagrams 173-176, where a “lowly” 
Pawn becomes a rampaging Queen. The Black 
Rook, which seems so powerful, becomes a wretched 
victim. 

\ Soom | 2 mee 
1 az at Rook 1 aan an. a the 

wins against Pawn, Pawn to the eighth 

but not here. White plays 1 rank, removed the Pawn and 

P-K8(Q)ch. Black MUST replaced it with a Queen. 

move his King. 

\ \ 
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easy one. It will repay care- 

own Pawn. The process is an 

ful study. 

K-K3 
2 KxP 
Le re 
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Where the Pawn succeeds in Queening, or threat- 
ens to Queen, by means of capture, the process is apt 
to be painfully expensive for the other player. The 
gain of material is often so great, with or without 
ae ee that ueiguote victory pecomes ogre. 

This was a@ case in 

which a Pawn be- 
This time it is 

179 Black who is doing 
the Queening: 

180 
came a Queen by making a 

capture on the last rank. 

oe ao 
a. 

Soe ene 
(a 

= Queen- 

ing will not do, as 

Rx«Q. Black simply replies... 
So White plays 1 R-Q8! 
leaving Black helpless. 

18 White threatens 2 
P-B8(Q) or 2 Rx 

Rech, KxR; 3 P-B8(Q)ch. 
Black has no defense: (if) 1 
..RxR; 2 PxR(Q)ch ete. 

FIRST BOOK OF CHESS ® 71 



Sometimes Queening fails of its immediate pur- 
pose: the newly-Queened Pawn is at once captured. 
However, such gains of the Queen are apt to be costly. 

7 y, : 

i VG 

18 Material is even, 18 4 Material is no 
but White can win longer even. W hite’s 

a Rook: attempt to get a new Queen 

1 P-B8(Q) RxQ has “failed,” but he is now 

2 RxRch Say a Rook to the good. 

Game 3: Caro-Kann Defense * 

With this drastic and impressive example of the 
dynamic values of Pawn promotion, we conclude this 
section. One important facet of the Pawn’s promo- 
tional powers is the realization that the Pawn cannot 
be treated with contempt. Every Pawn is a potential 
Queen. The win of a Pawn carries with it the 

* This opening is named after two nineteenth century players, 
Horatio Caro and Marcus Kann, who popularized this line of 
play. 
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promise that the player who has obtained the material 
her advantage may very likely be able to acquire anot 

Queen. 
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sib rattan An 

N-K4 is impossible, while 6 

N(N3)-K2 blocks his pieces. 

move for White, as N-B5 or 
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Capturing En Passant 

CAPTURING en passant (in passing) is a special power 
a Pawn gains, when it reaches fifth rank, which 
allows it to capture an opposing Pawn if the oppos- 
ing Pawn should pass it by on its first move (when, 
ordinarily, it can be advanced two squares). The use 
of this power is not common in actual play, but it is 
sometimes threatened, and an understanding of its 
mechanism is essential. 

Capturing en passant is an option which must be 
exercised as soon as the hostile Pawn advances from 
the second to the fourth rank. If the capture is not 
made in reply, it cannot be made at all. 

The capturing Pawn must be on its fifth rank. 
A Pawn located on any other rank cannot capture en 
passant. 

Capturing en passant is impossible where it would 
expose your own King to check; for then capturing en 
passant becomes an illegal move. 

It is interesting to note how the en passant rule 

came into being. Five or six centuries ago, Pawns 

could move only one square on the first move, thus 

leading to a game full of blockaded files. Players 

in that era thought the game would be improved if 

they were given the option of moving Pawns two 

squares at the start so that the major pieces could 

be developed faster and files and diagonals opened. 

Since it was obviously unfair to allow a Pawn, 

by use of this privilege, to escape capture from an 

opposing Pawn that had reached fifth rank, the en 

passant power was agreed upon. 
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the position shown in 
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gram 196. 



ELEMENTARY CHECKMATES 

Tue study of the elementary checkmates is useful 
to the beginner, partly because they illustrate the 
basic technique for bringing a game to a successful 
conclusion, partly because they give valuable insights 
into the power of the chess forces. 

The mate with the Queen is by far the easiest, as 
we would expect from the enormous power of this 
piece. _ The only (occasional) difficulty is that stale- 
mate possibilities must be avoided! 

‘a a 
ome 

L Ul 
ti Wi G IO 7 

197 1 K-B2 K-04 a 0-K7 K-B3 
2K-Q3  K-B4 198 5 K-B4 _K-N3 
3 0-B6 K-04 : Q-07  K-R3 

White has already limited the 

mobility of Black’s King to a 

considerable extent. 

At last the Black King has 

been forced to the side of the 
board. 
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Queen. 
proach 

The mate with the Rook is slower—just what we 
would expect, as the Rook is weaker than the 

of the stronger side’s King, followed by a strategic 
move with the Rook to cut off the lone King’s com- 

The overall process is the same: the gradual ap 

mand of a large segment of the board. 
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As the Rook cannot attack dia 

forces the mate by an effectiv 
But the skillful maneuverin 

deserves careful study. 

weaker side 
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[a 
K-05 
K-K5 

3 K-B3. _K-K4 
4 K-B4  K-K5 
5 R-Kich! K-B4 

The Black King is cut off 
from five files. The process 

is now repeated. 

SNem eet ae a 

*. E 

ae 

IO 70 
11 K-B4 K-R3 

203 12 0K—B5 K-R2 
13 K-B6 K-RI1 

14 K-B7 K-R2 

15 R-R1 mate 

Ca 

a ve K-Q4 a 
7 R-Blch! K-N4 
8 K-K4 K-N3 
9 K-K5 K-N4 

10 R-Nich! K-R4 
The Black King has been 

forced to the side of the 

board. 

— a i" m 

a =" 
"oon 
aaad —- me =— a 

checkmating posi- 

tion: Black’s King is in check 

and has no legal move for 
escape purposes. 

a. 
s a : a \ 

a = as as N 

__ at = ms 
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The mate with two Bishops is a bit more difficult; 
but the cooperation of the two Bishops is a thing of 
—— 
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13 B-N4 
14 K-B7 
1S B= 

K-R1 
17 B-K4 mate 

16 B-B5ch 

The mate with the two Bish- 
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corner. 
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Vd 
2110 21 4-85 EG! 212 Mis is a check 

22 N-N7ch mate position, as 
23 K-B6 K-N1 the Black King is in check 
24 K-N6 K-B1 and has no legal escape move. 
25 B-N4ch K-N1 The checkmate process has 
26 B-BS K-R1 two stages: driving the King 
2 AN=BS K-N1 to the edge of the board, and 
28 N-R6ch K-RI1 then to the corner where 
29 B-K4 mate checkmate is administered. 

The mate must be executed with the weaker side’s 
King in a corner of the same color as those on which 
the Bishop travels. The mating process here is real- 
ly quite taxing even for a strong player; but luckily, 
this type of mate is rare. 

Despite, or perhaps because of, its difficulty, the 
mate with Bishop and Knight deserves attentive study. 
Many great masters and teachers have strongly rec- 
ommended repeated drill with this type of mate be- 
cause of its instructive revelation of the cooperative 
power of the pieces. Hunting down the lone King 
has all the attraction of a suspense thriller! 

When you first attempt to work out this mate, you 
will probably find your prey escaping you; exacti- 
tude will come with practice. About 30 moves is 
par for this mate; 50 moves is the limit! 
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It is essential that you obtain 

Exchanges 

It is important, therefore, to have a 

ga game. 

TACTICAL FINE POINTS | 

good value for every bit of material you part with. 

SUPERIORITY in material is one of the basic devices 

Here are some useful a 

good understanding of exchanges, threats and tactical 

for winnin 

Cuess is a game in which mastery of attack and 

methods. 

defense is vital. 
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Now White wins a 

Pawn with 3 NxP. (If 2. 

KxQ; 3 BxBP wins a Pain ) 
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fit 

even. Each and has won 

(and lost) a Pawn. 

is 



The improper way (Diagram 215) and the proper 
way (Diagram 216) to exchange: 

Y 
Arty 

215 aera 21 QPxB 
White has won a White has parted 

Pawn, but lost a Knight, with a Bishop, but won a 

which is of much greater Knight (even exchange). 
value. 

Threats 

THREATS are the means by which tactical ideas are 
executed. The strongest threats are those which hit 
two objectives simultaneously, or those which muster 
more force for attack than your opponent has for 
defense. 

There is great variety in the techniques which 
may be used in setting up and executing threats. One 
of the most common is the pin, shown in Diagrams 
217-222. The Skewer is shown in Diagram 220. 
Forks (double attacks) are also immersely useful as 
threats. These are illustrated in Diagrams 223-232 in 
fairly simple form. 
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219 This wins a whole 

Rook after the Black King 

walks out of check. 

then it would be illegal to move 
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the pinned piece (see Diagram 221). 

portant piece to attack. If the 

¥*As the Rook is more valuable than a Bishop or Knight, win- 

B when piece B cannot move for 

pins This 

g is the screened piece, 

ning the exchange is a profitable transaction. 

Kin 

wins) the Black Queen in 

return for only a Bishop. 

* Piece A is said to pin piece 

fear of exposing a more im 
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+ Black cannot afford to lose his Queen for only a Bishop. 
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White’s Queen at K4 threatens mate at KR7 and 
also threatens Black’s Rook at QR1 (White’s QR8). 
Black must stop the mate 
of his Rook. 

thereby permitting the loss ? 
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cannot guard each other. 

-K3, a White plays Q 

attacking 

which are unprotect- 

a 
Rooks, 

ed. 
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aii 

Black’s King protects Black’s Queen. But White 
plays BxPch! forcing Black’s King to give up the pro- 
tection of his Queen. After 1... KxB there follows 
2 QxQ and White has won the Queen in return for 
only a Bishop. 

titi, YEG, 

A 6 Yi, Wr 

Wi), 
“a 

227 Black cannot play 
. .. BxN because 

his Bishop is pinned. Instead, 

he plays . . . Q-B8ch. 

Y 

228 Whi must move 
is J after 

QxN, winning a piece. 
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even more amazing 

point of Black’s remarkable 
Are Queen sacrifice: 2 . 

check (see the Black Bishop 
K7 mate! This is a double 

at KR3?) and White’s King 
is trapped. 
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astonishing move: 

. Q-N3!!! threatening 
. QxP mate and also at- 

jacking White’s Bishop. Both 

White plays 2 BxQ. What 

threats cannot be parried, so 

now? 



The examples in Diagrams 217-232 give us a 
good idea of what can be accomplished by pins and 
double attacks. We shall now proceed to more com- 
plex forms of tactical play, which sometimes require 
as many as four diagrams for adequate explanation. 
Careful study of these examples will improve your 
play enormously and also enable you to get a great 
deal of fun out of chess. 

Attack and Defense 

Ir is always fascinating to observe the interplay of 
attack and defense in chess. Alertness, foresight, 
accuracy all play their appointed roles. In Diagram 
233 the Black pieces were played by the U. S. Cham- 
pion, who nevertheless succumbed to an elementary 
stalemate stratagem. We may say “Elementary, 
my dear Watson” all we like, but the fact remains 
that nothing in chess is elementary in the sense that 
nothing can be taken for granted. True, principles 
and general rules must be accepted, but the impor- 
tant thing is to pierce to the heart of every position 
to find the very best move, be it ever so surprising. 
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that 

which has 

sorrow 

modestly retired to QRI?). 

Black now realizes 

capture 

stonishing 

Y 
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cannot 

Queen (see 

y the one that concludes the 

White Bishop 
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.K-N1; 3 QxP mate. 

238. 
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staves off mate by 3... 

Knight down at QR7. 

B3. 
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else?) ; 3 PxN wins a piece! 
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and yet 

B-R4 and 

itself 
winning a piece is 

many players would overlook 

simplicity 

eran Bae 

now 2 P-KB4!! 

ibe 



ata . 
Bo» fo AM a | fo yyy, 

a sew 7% mee) 
259 White spurns Px 260 Black must ae 2 

N : 

ho 

and finds a PN, where- 

much more forcing line: 1 upon 3 RPxNch (a discover- 

N-K7ch! (a double check!), ed check!) leads to quick 
K-R1; 2 N-N6ch! mate! 

The range of difficulty in these positions is really 
amazing. For example, the fork in Diagram 261 is 
easy to see and anticipate; the fork in Diagram 255 
was very hard to foresee. In other words, the 
themes, the methods repeat themselves endlessly; it 
is the application that differs, and here practice in- 
deed makes perfect. As you progress, you will find 
that new positions echo old ones, that ideas you once 
used are susceptible of repeated use—always subject 
to caution: “does it still work?” 
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26 See how White 

operates here with 

“windmill” checks: 1 R- 

N7ch, K-B1; 2 RxQPch (a 

discovered check), K-N1; 3 
R-N7ch, K-B1. Poor Black’s 

King has no choice but to 

wobble back and forth. 

WY) 
ZZ 

266 White has con- 
structed the mat- 

ing net: 4 R-QN7ch, K-NI 
(he can’t protect the Rook, 
as he must get out of 
check); 5 RxRch, N-B1l; 6 
RxN mate! Black's King 
was caught in a revolving 
door! 

In Diagram 267 and Diagram 269 we have de- 
lightful studies of a fascinating idea: 
check to win the hostile Queen. 

discovered 
When the idea of 

discovered check was first presented in simple form, 
it was not easy to see that the idea could take on 
such delightfully refined forms. 
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4 Rx 
PxR; 5 N-K8ch (dis- 

Now an aca 

covered check with attack on 

point is added to 
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Queen sacrifice: 
Pch!! 

the Queen), K-R2; 6 NxQ 

and with a Bishop, Knight 

and Pawn for a Rook, White 

wins without much trouble. 

A brilliant conception! 

So Black plays 

2 EDI RS 14 

combination WV hite’s 

“ee 

this “safe” move really work- 
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K-R1. But 3 R-R4! keeps up 

the surprise attack. (If 3... 

PxN; 4 BxPch, K-N1; 5 R- 

N4 mate). 
safe with 3... 

would be faulty. 
ed, 
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intensely interest- 
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2 TN (B3)\aBy (OxN 

(threatens to win a Rook), 

(forced) ; 3 NxB, RxN. 

ing because of the way that 

he forces the pace: 1 N-N6 
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Q-B5 lays him low. Now win a piece! He begins with 

1 NxN, BxN; 2 O-Q4! The 

drawback of Black’s jumbled 

position is clear. 

three Black pieces are at- 

tacked! Loss of material is 

inevitable. 
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SURVEY OF 

THE CHESS OPENINGS | 

bay INCE about the beginning of the sixteenth century, 
chess theory has been the subject of intensive in- 
vestigation. The bulk of this study has been de- 
voted to the chess openings. 

It is easy to see why this is so. A chess opening 
is a standardized series of moves for both sides at 
the beginning of the game. There is a great variety 
of openings and in the course of centuries their char- 
acteristics, merits and defects have become pretty 
familiar to students of chess theory. Despite the 
multiplicity of openings, their purpose is always the 
same: to assure one side, or the other, or both, that 

the best moves are being made at the beginning of 

the game. Since these opening moves will largely 

determine the trend of the coming play, it is clear 

that the first moves are of the greatest importance. 

To attempt a study of the details at this stage, 

however, would be premature. Before you can 

know what to expect from the opening, you must 

know what you can expect from the rest of the game; 

you must know your preferences and tastes. 

Hence all that is attempted here is to give you a 

nodding acquaintance with most of the openings that 
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are still in use today. Some of them, like the Cen- 
ter Game, are hardly ever played. . The Ruy Lopez, 
on the other hand, has enjoyed great popularity for a 
long time. 

All the openings have variations—alternative 
possibilities which take on a sharply defined char- 
acter differentiating them from other variations of 
the same opening. To give all these variations is 
beyond the scope of this book, and would in any 
event only confuse you. Hence one outstanding 
variation has generally been selected to give the 
“feel” of that line of play. Basic opening moves 
which give the opening its name appear in italics; 
the moves of the variation are given in regular type. 

Center Game 
Tuts is rarely played nowadays because the early 
development of White’s Queen involves loss of time. 

WHITE BLACK 

1 P-K4 P-K4 
2 P-Q4 PxP 
3 QxP N-QB3 
4 Q-K3 N-B3 
5 N-OB3 B-N5 
6 B-Q2 0-0 
7 0-0-0 R-K1 

Black has an excellent de- 
velopment and a fine all- 

round position. It is therefore 1S on! 

easy to understand why this 2 81° Position “fies 7 
opening is in disfavor. dE 
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Danish Gambit 
HERE White offers the sacrifice of two Pawns in 
order to get a big lead in peueeens - 
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Obviously the opening lacks 

sting. 





Evans Gambit * 
An offshoot of the Giuoco Piano, this opening has 
produced some of the most brilliant games on record, 

H Y/ ae 

po K ae Foal a = yy bes an 
2 .N-KB3  —-N-QB3 ALTEz 
3 B-B4 B-B4 WS, bp 
4 P-QN4 BuP 
5 P-B3 B-R4 
6 P-Q4 PxP 
7 0-0 P-Q3 
8 PxP B-N3 
9 N-B3 aa 

W hite’s splendid development 2 

gives him good attacking 2 8 Position after 9 
chances. N=Bes 

In the two variations of the Giuoco Piano given 
above, White either refrains from P-Q4, contenting 
himself with the more modest P-Q3—or else he pre- 
pares for P-Q4 by first playing P-QB3. Why do 
we say “prepares”? Because, in the event of a 
Pawn exchange in the center, White gets the “clas- 
sical center’”—two Pawns standing abreast on the 
fourth rank. This gives White a fine open game 
with good possibilities of development, and corre- 
spondingly takes away squares from Black’s pieces 
in the center. 

The Evans Gambit is an even more radical ex- 
ample of the same idea. White gives up a Pawn at 

an early stage in order to gain time to establish the 

“classical center.” 

* Openings which feature speculative sacrifices of material 

are known as gambits. 
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Two Knights’ Defense 
Ir you want to avoid the Giuoco Piano or Evans 

Gambit, try the Two Knights’ Defense: 

WHITE BLACK Y 

1 P-K4 P-K4 a 
2 N-KB3 —_—N-QB3 
3 B-B4 N-B3 
4 N-N5 P-Q4 
5 PxP N-OR4* 
6 B-N5ch —- P-BB 
7 PxP PxP 
8 B-K2 P-KR3 Pepe 
9 N-KB3 P-K5 £ Ba ay He eT 

Black has a good initiative —_ IV 

in return for the‘ sacrificed 287’ Pasion. - zl 

Pawn. EAE 

By adopting the Max Lange Attack, White indi- 
cates at once that he seeks a vigorous attacking game. 
The Four Knights’, on the other hand, is a slow- 
moving opening in which White refrains from an im- 
mediate P-Q4. The usual consequence is a heavy 
maneuvering game which requires a considerable 
store of patience. 

* 5... NxP; 6 NxBP?!, KxN; 7 Q-B3ch, K-K3 is the famous 

“Fried Liver” Attack. It is unsound but very troublesome 
to play against. 
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Max Lange Attack 
Tricky and full of traps, this opening has puzzled the 
experts for decades! 

WHITE BLACK 

1 P-K4 P--K4 
2 N-KB3 N-QB3 
3 B-B4 B-B4 
4 O-O N-B3 
5 P-04 PxP 
6 P-K5 P-Q4 y 
TOEXIN PxB y WY) 

8 R-Klch B-K3 Oe _ Wey, ; 
9 N-N5 Q-04 ARS La, Abs 

After 10 N-QB3, Q-B4; 11 ds CANA v=/ 

QN-K4, O-O-O the position 28 Position after 9 

is extremely complicated. ee O04: 

Four Knights’ Game 
PuLecmatic and solid, this opening appeals to the 

conservative-minded player. 

WHITE BLACK Yj Z KG Y= Y 

1 P-K4 P-K4 Hz SA. lard 
2 N-KB3 N-QB3 j g 
3 N-B3 N-B3 
4 B-N5 B-N5 yy 
5 0-0 0-0 ee 
6 P-Q3 BxN 
7 PxB P-Q3 
8 B-N5 Q-K2 
9 R-Kl N-Q1 

White has two active Bish- Z : iV 

ops, but Black’s position is Saae ia after 9 

compact and safe enough. aN Olle 
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Ruy Lopez 
For almost a century, the Ruy Lopez has been the 
favorite opening of those beginning with 1 P-K4. 
In most variations, it enables White to exert a pres- 
sure which is by no means easy to shake off. 
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BLACK 

O- 

.N-QR4 

P-K4 
N-QB3 
P-OR3 
N-B3 
B-K2 

P-QN4 
P-Q3 

P-B4 
Q-B2 

-B2 
-04 

1 P-K4 
2 N-KB3 
3 B-N5 
4 B-R4 

12 QN- 

2 0-O 

7 B-N3 
6 R-K1 

8 P-B3 
9 P-KR3 

10 B 
ahele 

WHITE 

man 

QxN. 

ae 

rT oie Bie 12 

BLACK 
P-K4 

N- QB3 
P-OR3 
N-B3 

Q2 

1 P-K4 
2 N-KB3 
3 B-N5 
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The first variation (see Diagram 290) leads to 
complex maneuvering. The second variation (Dia- 
gram 291) leads to a more open game, with a lively 
battle in prospect. 

In the first variation, the position will be con- 
gested for a long time and perhaps even for the whole 
duration of the game, leading'to a type of play which 
requires considerable patience on the part of both 
players. The second variation is certainly more 
enterprising, but it has the drawback for Black that 
he is frequently subjected to a powerful attack after 
castling. 

Petroff Defense 
IF imitation is the sincerest form of flattery, then the 
Petroff is often very flattering! 

WHITE BLACK 

1 P-K4 P-K4 
2 N-KB3 N-KB3 
3 NxP P-O3 
4 N-KB3 NxP 
5 Q-K2 Q-K2 
6 P-Q3 N-KB3 
7 B-N5 QxQch aX 
8 Bx B-K2 Boeke i. aoe gobrs ‘YY, 

9 ta P-KR3 peg LAY Be 
10 B-R4 B-Q2 oa ee Y)/ BR 

The position is fairly level. Position after 10 
White is more comfortable. 292 eo os 
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Black is concerned. 

Philidor Defense 
CONGESTED positions are usually the curse of this 
defense as far as 9 

9 
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Vienna Game 
PREPARING for the advance of his King Bishop Pawn 
is the keynote of White’s play in this —— 

velopment properly, 
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Black has a nice development 

and may expect to hold his 
oun. 



King's Gambit 
ComPLICATIONS generally come thick and fast in this 
the most volatile of all the chess openings. A sample 
is the Muzio Gambit: , 

WHITE BLACK Re, WY; 

1 P-K4 P-K4 a mae ? 
2 P-KB4 PxP Ata 
3 N-KB3 _— P-KN4 
4 B-B4 P-NS 
5 0-0 PxN 
6 QxP Q-B3 
i. P-KD QxP 

8 P-Q3 B-R3 
9 N-B3 N-K2 

White has enough attack to 
compensate for the missing Position 

piece. 29 ) 6a IN 

King’s Gambit Declined 
DiscrETION is the better part of valor: Black evades 
the complications of the gambit accepted. 

WHITE BLACK Y SKK WY) y ~y 

1 P-K4 P-K4 A. ee ee 

2 P-KB4 — B-B4 A 72441 
3 N-KB3* P-03 

= 

Y 4 N-B3 N-KB3 j ” yy 4 an 

5 B-B4 N-B3 a, ae J Jy 

6 P-Q3 B-K3 YZ 
7 B-N5 P-OR3 EX Y 
8 BxNch PxB YO ya yy We EY 
9 P-B5 B-Bl wR, 7 Ra 

‘4 YS ‘Lh, Y 

White will advance his King- eo, iS 
side Pawns; Black will aim Position after 9 

jon 2-04. 296 ... B=Bl. 

* Tf 3 PxP??, Q-R5dch is murderous. 
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Falkbeer Counter Gambit 
TuIs is another— livelier—way to decline the King’s 

Enterprising Payee favor the Falkbeer. Gambit. 
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Sicilian Defense 
By adopting this complex but fascinating defense, 
Black avoids many of the standard lines resulting 
from ] P-K4, P-K4. 
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French Defense 
More conservative than the Sicilian, the French is 
well-suited to the style of tenacious defensive a 
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In the three preceding diagrams, we have had ex- 
amples of alternative replies to 1 P-K4. To the in- 
experienced player, such moves as 1... P-QB4 or 
1...P-K3 or 1...P-QB3 may seem “evasive” or 
even “cowardly.” 

There are, however, several good reasons for 
sometimes varying from the tried and true 1... 
P-K4. For example, when your opponent makes a 
practice of playing 1 P-K4, he may be hankering to 
adopt a favorite line of play—one which he likes and 
one which makes you uncomfortable. To avoid such 
irksome variations, you may want to assert yourself 
by adopting a defense of your own choosing and 
liking. 

Alekhine Defense 
Tuis is as lively and risky as the Caro-Kann is placid 
and safe! 

WHITE BLACK 

1 P-K4 N-KB3 
2 P-K5 N-Q4 
3 P-QB4 N-N3 
4 P-Q4 P-Q3 
5 P-B4 PxP 
6 BPxP N-B3 
7 B-K3 B-B4 
8 N-QB3 P-K3 
9 N-B3 Q-Q2 mS eos penay 4 YYZ. Y“Jf 10 B-K2 0-0-0 oa 778 

iw] > 
White has somewhat the bet- 302 guilien after 10 

eC) ter of it. 
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We come now to openings in which | P-Q4 is 
answered by 1...P-Q4. As a rule, learners will 
find it advisable not to take up this opening too soon, 
as it requires some background of experience and 
familiarity with chess theory. The Queen Pawn 
Openings are generally thought of as involving only 
positional problems. But these openings can also 
lead to brilliant King-side attacks, and in fact have 
produced the vast majority of brilliancy prize games 
in master play of the past forty years. 

Queen’s Gambit Accepted 
BLAcK’s second move often allows White to get the 
whip hand in the center. 

WHITE BLACK 
1 P-Q4 P-O4 
2 P-QB4 [ade 

3 N-KB3 N-KB3 
4 P-K3 P-K3 
5 BxP P-B4 

6 O-O N-B3 
7 QO-K2 PxP 
8 R-Q1 B-K2 

9 PxP O-O 

Black’s game is cramped, Z 

but he has good defensive a ro thar 9 

possibilities. 
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Queen’s Gambit Declined 
w
e
 

WO 

.- OxB. 
Position = 10 

“4 “4 
x ey 

Z 

S opening that it is 
It is full of finesse. 

“e 

fe 
BLACK 

Q4 
P-K3 

N-KB3 
QN-Q2 

BLACK 

O-O 
P-B3o 

PxP 

N-Q4 

QxB 

Black must still work hard 
to free himself. 

P- 

B-K2 

Q4 
2 P-QB4 

3 N-QB3 
4 B-N5 

5 P-K3 
6 N-B3 
TR=BI 

8 B-Q3 

9 BxBP 
10 BxB 
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Black must be patient. 

White’s position 



WHITE BLACK 

1 P-04 P-04 
2 P-QB4 P-QB3 
3 N-KB3 N-B3 
4 N-B3 PxP 
5 P-OR4 B-B4 
6 P-K3 P-K3 
7 BxP B-QN5 
8 0-0 0-0 
9 Q-K2 B-N5 

10 R-Q1] QN-Q2 

White has more freedom. 

Black is on the defensive. 

WHITE BLACK 

1 P-Q4 P-Q4 

2 P-QOB4 P-QB3 

3 N-KB3 N-B3 
4 N-B3 P-K3 
5 P=k3 QN-Q2 
6 B-Q3 PxP 
7 BxBP P-QN4 

8 B-Q3 P-QR3 

9 P-K4 P-B4 

10 P-K5 PxP 

11 NxNP aes 

A very complicated position! 

ine ker 
i pate itis ea imaa. a nie 

z 

eRe ja ‘s 10 
.. QN-Q2. 

ae pt 

ate, ‘ss 

A ‘aes ane 
iy 1] 307 ae after 
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Colle System 
OnE of the best opening lines for inexperienced play- 
ers. White’s line of development is easy to master. 
WHITE BLACK 

1 P-Q4 P-Q4 

2 N-KB3 _ N-KB3 

3 P=K3 P=Kh3 
4 B-Q3 P-B4. 

Dab Bo N-B3 

6 QN-Q2 B-Q3 

7 O-O O-O 

8 PxP BxP 

9 P-K4 Q-B2 

10 Q-K2 : 

White’s remainihg problem 
is to develop the OB. 

This concludes our quick survey of the openings 
in which both sides play 1 P-Q4, P-Q4. One con- 
clusion which deserves careful study on your part is 
that Black generally has trouble developing his 
Queen Bishop because its movements are blocked by 
the Black King Pawn at K3. (Note that this is not 
true of the variation illustrated in Diagram 306. 
Here Black defends with 2... P-QB3, postponing... 
P-K3. This gives him a chance to play out the 
Queen Bishop and endow it with an active role. ) 

Aside from this point, you can appreciate from 
the last few diagrams how readily Black can get a 
terribly cramped position in this type of opening. 
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Nimzoindian Defense 
TuIs is a popular defense because it gives Black a 
chance to be enterprising as well as ent 

WHITE A yy 7 E 

1 P-Q4 N-KB3 a x7 Tin eer 

2P-QB4 —P-K3 Att 8141 
aoe os | 
rn oo 
Be een ae he ’ a 
8 P-KN3 Q-K2 a meee ny : opxe Fea | 

poy NY 4, 
White for choice because his = iS b=Z 77 

Bishops should have ample 309 Position ee 9 

scope later on. 

Queen’s Indian Bene 
By adopting this defense, inexperienced players get 

a chance to experiment with the “fianchetto” (see 

Black’s third and fourth moves and White’s fourth 

and fifth moves). 

WHITE BLACK 

1 P-O4 N-KB3 
2 P-QB4 P-K3 
3 N-KB3 —P-QN3 
4 P-KN3 B-N2 
5 B-N2 B-K2 
6 0-0 0-0 
7 N-B3 N-K5 
8 Q-B2 NxN 
9 QxN B-K5 

The position is about even. pond 

Note the great power of 310 Position after 9 

Black’s Bishop at K5. ... B-K5. 
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King’s Indian Defense 
STUBBORN and “hard-boiled,” this defense is one 
that taxes the abilities of the greatest ae a

e
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BLACK 

N-KB3 
P-KN3 
B-N2 
P-Q3 

0-O 
P-K4 
R-K1 

QN-Q2 

1 P-Q4 
2 P-QB4 
3 N-QB3 
4 P-K4 
5 P-KN3 
6 B-N2 
7 KN-K2 
8 O-O 

White has slightly better 

control of the vital center 

WHITE 

a ae ion 
R-K1. 

W
V
 "Rs 
311 rote but Black has ample es, soma 

maneuvering space. 

Gruenfeld Defense 
HERE again the fianchetto plays a big role as Black 
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BLACK 

N-KB3 
P-KN3 

NxP 

NxN 
P-QB4 

0-0 

P-Q4 

B-N2 

‘fianchettoed” Bish- 

1 P-Q4 

2 P-QB4 

3 N-QB3 
4 PxP 

5 P-K4 

7 B-QB4 

8 N-K2 

Black’s 

tries to exert pressure eee White’s center Pawns. 

6 PxN 

WHITE 

R=
 

Ga
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s
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de 

a = 8 
0-0. 
Sone 
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op plays a commanding role. 

posing center Pawns? 



A 

Budapest Defense 
“COUNTER-ATTACK” or “gambit” would be a more 
accurate term than “defense.” The Budabe is fav- 
ored by adventurous spirits. 

WHITE BLACK 

1 P-Q4 N-KB3 

2 P-QB4 P-K4 

3 PxP N-N5 

4 B-B4 N-QB3 

5 N-KB3 B-N5ch 
6 QN-Q2 Q-K2 

7 P-QR3 N(N5)xKP 

8 NxN NxN 

9 P-K3* BxNch 

10 QxB P-Q3 

White’s Bishops should have 3 3 Position after 10 
good play later on. soos dRy 

The positions shown in Diagrams 309-314. illus- 
trate some of the so-called “irregular” defenses 
against 1 P-Q4. These “irregular” moves serve the 
same purpose against 1 P-Q4 as the French, Sicilian 
and other defenses against 1 P-K4. Black is able 
to assert his own will, play the lines of his choice, 
steer the game into the channels he prefers. How- 
ever, such defenses as the King’s Indian or Budapest 
or Gruenfeld should not be ventured on without some 
previous preparation. 

* Tf 9 PxB??, N-Q6 mate! 
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aggressive in intent. 

WHITE BLACK 
1 P—O4 P-KB4 

2 P-KN3 P-K3 
3 B-N2 N-KB3 | 
4 N-R3 P-Q4 
5 P-QB4 P-B3 
6 O-O B-Q3 
7 N-B3 O-O 
8 Q-Q3 Q-K1 

White’s fianchettoed Bishop 

Strikes powerfully along 

the ong diagonal. Black has 

a “stonewall” formation. 

Dutch Defense 
_ ALTHOUGH this is called a “defense” it is definitely 

y 7, Yj Wy 7 

= Y jf 7) tm; N 

‘ ) ? \ 

\ 

> 
wie 

\\teE b> 
W\ NGG | lt QW @2e 

314 Position after 8 
.-. QN-Q2. 

Thus we conclude our brief survey of the open- 
ings. A few simple rules should be helpful: 

1. Play out a center Pawn for your first move. 
2. Unless some special point is involved, try 

to develop a piece on each of your early moves. 
3. If it can be helped, try to avoid moving an 

already developed piece instead of a new piece. 
4. Consider castling a developing move. Play 

it fairly early, to keep your King out of trouble. 
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INDEX ‘ 

Alekhine Defense, 118 

Bishop, the, 4; capturing powers, 
17-18; checkmate by Bishop and 

Knight, 81-82; checkmate by two 
Bishops, 80-81; checkmate by one 
Bishop impossible, 66; initial po- 
sition, 18; moving powers, 16-17; 

value, 35-36 

Bishop’s Opening, 39 

Budapest Defense, 125 

Caro-Kann Defense, 72, 117 

Castling, King-side, 51-53, 93; 

Queen-side, 53-55; value of, 58- 

60; when impossible, 55-57 

Center Game, 106 

Check, 44, 57, 64; defined, 30; dis- 

covered check, 45-47, 60, 95-98, 

100-102, 104; double check, 48- 

49, 98; forking check, 50; getting 

out of check, 50-52; perpetual 
check, 62-63 

Checkmate, 31-34, 41, 44, 49, 64, 68; 

by Bishop and Knight, 81-82; by 

the Rook, 33, 78-79; by the 

Queen, 34, 77-78; by the two 
Bishops, 80-81; defined, 30; dif- 

ference between checkmate and 

stalemate, 63-64 

Colle System, 122 

Danish Gambit, 107 

Diagonals, defined, 7 

Diagrams, how to use, 5 

Discovered check, 45-47, 60, 95-98, 
100-102, 104s 

Double attack, 85-89, 94, 97; 99, 
101, 103-104 

Double check, 48-49, 98 : 

Drawn games, 61-65; by agreement, — 

61; by the 50-move rule, 61; by 
perpetual check, 62-63; by repeti- 
tion of moves, 61; by stalemate, 
63-65, 91; defined, 61 

Dutch Defense, 126 

En passant capture, 75-76 

En prise, defined, 48 

Evans Gambit, 109 

Exchange, winning the defined, 85 

Exchanges, 83-84 

Falkbeer Counter Gambit, 116 

Files, defined, 6-7; notation, 38-39 

Forking checks, 50 

Forks, 85-87, 95, 97, 99 

Four Knights’ Game 111 

French Defense, 117 

Games, 39-44, 58-60, 72-74 

Giuoco Piano, 108 

Gruenfeld Defense, 124 

Illegal moves, 31, 64, 76 
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King’s et Declined, 115 

King’ s Indian Defense, 124 

Knight, the, 4; capturing powers, 22- 
23° checkmate by Knight and 
Miahep. 81-82; checkmate by one 
or both Kaiehits impossible, 66; 
forking checks, 50; initial posi- 
tion, 23; moving powers, ie yes 
value, 35- 300 

Mating material, inadequate, for 
checkmate, 66-67; minimum re- 
quired for checkmate, 66-67; 77- 
82 . ; 

Max Lange Attack, 111 

‘Nimzoindian Defense, 123 

Notation of ‘squares and moves, 37- 
39 

_ Opening position, 3, 5-6, 11, 24, 

“Openings, survey of, 105-126 

~ Pawn, the, 4; capturing powers, 28, 
75-76; en passant capture, 75-76; 
moving powers, 24-27; promotion, 
68-74 

Perpetual check, 62-63 

Petroff Defense, 42, 113 

Philidor Defense, 114 
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Pieces, defined, 4 

Pins, 84-88, 92-94 

Promotion, Pawn, 68-72 

Queen, the, 4; capturing powers, 
12; checkmate by the Queen, 34; 
initial position, 5-6; moving pow- 
ers, 10-11; Queen sacrifices, 74, 
91, 95, 101-103, value, 35-36 

Queening, 68-72 

Queen’s Gambit Accepted, 119 

Queen’s Gambit Declined, 120-121 . 

Queen’s Indian Defense, 123 

Ranks, defined, 7; notation, 38 

Resignation, defined, 33 

Rook, the, 4; capturing powers, 14- 
15; checkmate by the Rook, 33; 
moving powers, 13-14: value, 35- 
36 
See also: castling 

Ruy Lopez, 58, 112-113 . 

Sacrifices, defined, 43, 44, 74, 91-104 

Scotch Game, 107 

Sicilian Defense, 116 

Stalemate, 64-65, 91; defined, 63; 
difference between stalemate and 
checkmate, 63-64 

Threats, 84-89 

Two Knights’ Defense, 110 

Values of the chessmen, 35-36 

Vienna Game, 114 





“A very good book in the writers’ usual easy and 

clear-cut style, with the novelty that each page is com- 

plete in itself. It is very much to the point and one of 

the best.‘first’ books on chess seen. The final 20 pages 

give a good synopsis of openings for beginners.” — 

Sacramento, Chess News 

FIRST BOOK OF CHESS was chosen by The New 
York Times as one of the 100 Outstanding Books of 

the Year for younger readers, and the Milwaukee. 

Journal noted: that it offered “Concise instructions 

‘that make it possible to play in a few sittings.” 

THIS IS THE BOOK FROM WHICH BOBBY | 
FISCHER ONCE SAID HE FIRST LEARNED — 
THE GAME! 
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