
BArrLE CHESS Reterenee Card tor the Maeintosh

Gelling Slarted
Battle Chess requires at least a

Macintosh Plus with 1 megabyte cf
memory. More memory is preferred.
If your Mac has less then 2
megabytes cf memory, you may have
to conserve memory before running
Battle Chess:
• Run without Multifinder
• Turn off the disk cache (in lhe

General Contral Panel)
• Remove your INITs and cdevs thai

take up memory
Before you begin, make a backup

(Opy of the Battle Chess diskettes.
The diskettes are not copy-protected
and can be copied using lhe Finder.
If you da not know how to use the
Finder to copy diskettes, please refer
to your Macintosh reference
manuals. Always play using your
backup diskettes, not the originals.
We I'ttommend you (Opy Battle
Chess to your hard disk for fasler
performance.

Inslalling Ballie Chess
on your hard disk

1. From the Finder. make a new
folder on lhe hard disk with the
-New Folder" menu option. Name it
"Battle Chess".

2. Copy all files from your Battle
Chess disks into the new folder.

Loading lnstructions
For Hard Disk

Turn on your hard disk and Macin­
tosh. When the System finishes load­
ing, open the folder that contains
Battle Chess, and double-dick on the
Battle Chess icon.

Loading lnstructions
For Floppy Disks

Turn on your Macintosh and insert
your System disk in a disk drive.
When the System finishes loading,
eject the System disk and insert Bat­
tle Chess disk #1. Double-dick on
the Battle Chess icon. Vou will be
asked severaJ limes to switch disks
while loading the game; if you have
more than one disk drive, you can in­
sert the requested disks into your
second or third disk drives.

Copy Protection
The first time you play Battle

Chess, you will have to answer a
question about one of the chess
moves printed in the back of the
manual. Here's how:

1. Vou will be given agame number,
player's names, move number and
color moving.

2. Refer to pages 26 to 34 in the Bat­
t1e Chess manual. These pages are
the location of the twenty chess
games used for copy protection.

3. Find the page with the proper
game using the game number and
the player's names.

4. Under that game title, you will
find a list of chess moves. Find the
move asked by lhe dialog window.
Look under the White or Black
column depending on what color the
dialog is asking for.

5. Enter the chess move exactly as
you see it in lhe manual. Example:
Game (3) Spassky--Ghitescu, Bever­
wijk 1967, Move #24 White. Refer­
ring to page 27, you would type
"NxPIN4!" (without the quotes) and



press return. Capitalization does not
matter, but all punctuation does.

Movement
To move yOUT chess pieces, use the

mouse to select a piece by dicking
once on that piece's square -- NOT
on the piece itself. Let go of the
mouse button and move the arrow
pointer to the square you want to
move to. The square will flash if it is
a legal move. Click again in that
square to move there.
If you change your mind and

decide to move a different chess
piece, dick again in the piece's
square to un-select it and start over.

Battle Chess Menus

Applemenu
About BatUe Chess: Shows credits,

version number and any additional
information.

File menu
New Game: This option lets you

start a new game at any time.
Save Game: Saves a game in

progress. This option will open a
standard save file window. You can
name the games whatever you wish.

Open Game: To resume agame you
previously saved at a earlier date,
use this option. You can open a
game by double-clicking on its name
when it appears in the standard
open file window.

Selup Board: This option lets you
mOdify games for lesting strategies
or for playing dassic chess problems.
Setup uses the 2D board with addi­
tional chess pieces arranged vertical­
lyon each side of the board. To
move pieces around on the board or
to add a new piece, dick on the piece

you want to move, let go of the
mouse button, then move the piece
where you want it to go and click the
mouse button again. To remove a
piece from the board, dick on it,
move it off the side of the board, and
dick again to drop it. Three menu
options are available while in Setup:

Clear Board: Removes all pieces
from the board.
Restore Board: Returns the
board to the previous setup.
Done: Ends the Setup Board ses­
sion and returns to regular play.

Quit: When you are finished with
Battle Chess, seleet this option.

Editmenu
lindo: See Take Back, below.
Cut, Copy, Paste, Clear: These op­

tions are present in case any desk ac­
cessories have to use them. BatUe
Chess does not llse any of these op­
tions.

Movemenu
Force Move: This will cause the

Mac to stop thinking and take its
best move so far when yOll are play­
ing the Mac. This is llsed when the
cursor is a thinking Mac and you
don't want 10 wait for it 10 finish its
turn.
Take Back: lf you make amistake,

use this option to rewind one move.
YOll can Take Back up to 60 moves.

Replay: If you decide that you
liked a senes of moves that yOll just
Took Back, then llse this option to
undo the series of Take Backs. You
can Replay as many moves as you
have Taken Back.

Suggest Move: This option asks
Battle Chess for a hint. Baltle Chess
will flash two squares, one for the
piece 10 move and the other for the



destination. Be warned that Battle
Chess suggests the move it would
make if playing at Level 1 and it may
not be the best move possible for
your strategy.

Settings menu
Sound Off/Sound On: Selecting

this option will turn the sound on or
off. You can also use the Control
Panel to turn the volume down.

20 Board/3D Board: This option is
used to switch between the two
boards, a 2D board with f1at pieces
and no animation, or the 3D board
where the pieces move and fight
with animation.

Human, Mac, Modem White: You
can select only one of these options
at a time. The selected option teils
the computer who plays the White
pieces.

Human, Mac, Modem Black: You
can select only one of these options
at a time. The selected option teils
the computer who plays the Black
pieces. To watch Battle Chess play it­
self, set the both colors to ftMacft . To
play against a friend using the same
Mac, set both calors to "Human". Ta
playa friend at another computer,
see Modem play (below).

Level menu
Only one of these options may be

selected at a time:
Novice: When selected, the Mac is

at Hs easiest to beat. Novice mode
will take the shortest amount of time
to think and will occasionally make
same critical mistakes.

Levels 1 to 9: The higher the level,
the more time the Mac will take to
think.. More time means that Battle
Chess will find a better move and

will correspondingly playa better
game.

Set TIme: If you wish, you can set
the maximum time Battle Chess takes
to think using this option. You can
set the time from 1 minute to 10,000
minutes. Battle Chess will move
before this time limit is up.

Modem menu
These options are used when play­

ing over the modem; see the next
page.

Pawn Promotion
When a pawn reaches the eighth

rank, a window will appear in the
middle of the screen. Click on one of
the pieces in this window to promote
your pawn.

Castling
If it is legal to do so (as discussed in

the manual on page 9-10), you may
castle by moving your King two
spaces to his destination square. The
rook will know wh at to da on Hs
own.

En Passant
Ta perform this uncommon move

(as discussed in the manual on page
7-8), move your pawn to the square
directly behind the enemy pawn.
The pawns will know what to da
after that.

Check
When your King is in check, the

cursor will change to a "check" kon.
It will change back to normal when
the King escapes check.

Checkmate
When the King is in check and can­

not escape, checkmate occurs, as dis­
cussed on pages 11-12 of the manual.



When this happens, the piece that
forced the King into checkmate will
automatically move and capture the
king.

Modem Play
You can play BatUe Chess against 01

distant opponent if each of you has 01

Hayes-compatible modem. You can
even play against a computer that
isn't a Macintosh, as long as the
other computer is running Battle
Chess. If your modem is connected
to the MOles modem port, as shown
in your modem manual, follow these
steps;

1. Arrange with your opponent
who will play Black, who will play
White, who will call and who will
receive. Then, both of you should
run Battle Chess. Use the -Modem
plays White" or "Modem plays Black­
menu option to set your opponent's
color. Hang up the phone on both
ends before continuing.

2. One player must set his modem
to answer the phone by picking the
-Set Auto-Answer" option from the
"Modem- menu.

3. The other player must call the
player whose modem is set to -Auto­
Answer". Ta da this, pick the -Dial
Number" option from the Modem
menu, then type in the phone num­
ber you want to dialand dick "OK".
If all goes weil, the Mac will pick up
the phone, dial the number, and con­
ned with the answering computer.

At lhis point you can start your
chess game. When you move 01 piece,
the same piece will move on the com­
puter on the other end. Note that
after the two players are connected,
the menu options New Game, Setup
Board aod Open Game will send an
entire new chess board to both sides,

discarding the current game. The
menu options Take Back aod Replay
are disabled.

When you set one player to Modem
you can send text to your opponent
by typing Command-T or choosing
the Ulk... option from the Modem
menu and typing the text you want
to send. When you press return, Bat·
tle Chess sends that text. When you
receive text from your opponent, it
will appear in a window in the mid·
die of the screen. Pressing return
dears this window.

When you are finished playing,
you can break the connection and
hang up the phone by choosing the
-Hang Up" option from the -Modem"
menu.

Playing over a senal cable
If both computers are at the same

location, you can set up a dired con·
necl..ion between the two computers
by plugging an Imagewriter printer
cable or null-modem cable into the
modem port of each computer. In
this case, each player must pick
"Modem plays White- or -Modem
plays Black-. You can then start play·
ing immediately without having to
use the Modem menu.
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Welcome to Battle Chess from Interplay Productions.
You may have heard of some of our other products, such
as Wasteland. Tass Times in Tonclown, and The Bard's
Tale series, all ofwhich were published byothercompanies.
Baule Chess and euromancer are our very first games 10
be published under lhe Inlerplay name. We would love 10
hear any comments you have conceming the products we
make, Most of all. we hope you have fun!

Thanks.

From the crew at Inlerplay

Please wrile lIS al: Interplay Produclions
3710 S. Susan, Ste. 100
Santa Ana, CA 92704

Should you have any problems you can reach us at
(714) 549-2411.

The Bard"s Tale and Waslcland arc lmdcmarks of EICClronic AllS. Ta~~ Time~ in TOJW:lOwn i~ a lmdcmark of AClivision. Ine.
B.m1c Chess is a 1rademark of lmerplay Prodoc1ions. Ncuromanccr is a 1nwcr11ark of Calxma Boy !'roduClions.
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Battle Chess

ThefC i~ a darknc ..~ Qvcr thc ballieficid. Thc wind ~igh~ gCllIly and lhere. illlhc dl.\[;lI1c('. (,ollle.\ thc IhlSh 01'
lightning and thc rurnblc or lIlUllder. \Vi,h a sudden gU:-.1 01' wind. your .... aTriar, appear-lhc King. the Queen.
[WO cach 01' ßi!-hop.., Knighh and Roob. and bcforc thcm all. a rov. 01' JXIV.Il". Wailing. }OUf King turn:. 10
)OU. ready 10 order hi~ ;,crvanh for.... ard 10 their dC:llh.. in your oollic [0 rule lhe l1eld. VCI you he,i';lIe. In that
moment. yoo hcar the dank 01' amlor a:- the .... ind gro\.\,\ 'lrongcr. imd ..omcwhcrc nC;lrby. Ihere ('Dille, the
"ollnd 01' metal upon meta] 3' one 01' yOUT .... arrior. dm.... ' hi, bladc. impmicOl for .he coming \l:lUghlcr.
Suddcnly. the thundcr crad.k, ovcrhcad ;Imllightning 11 ..,hc:» ,h:ldow, UI>OI1 lhe chcd..cred bo:lrd. Thc time i."
cmllC. Thcrc can bc no more delay. The ~torrn i~ upon you. ,md ~o too the battk. YOlllllal..e YOllrehoiee-a
pawll marehes forward again~t the darkncs~ oppo~illg YOll. Ami here. the game bcgin.~....

1'he purpoM: or thi!<> manual i~ 10 !>ho" you how to pl:.y Ihe ~ame or ehe~~. 1'h;~ will illcludc Ihe ba~ic rulö or
thc ~alTle. the 1Il00emellt paltern!> or each piece. 'Ollle ~imple "u~~e.. tion!> 10 help you win. and an explan:uion of
Ihc dirrerelll phase... or the game.

Basics of Chess

ehe"!> is a sea in whieh ;\ gnat rnay drink and an dephantlllay bathe.
-Proverb from Ind;a

The goal or playing a ~allle or ehe!>!> i... idelllieal to Ihat or many othcr game...-spccifieally. dereating )our
opponent. In ehe"!>. thi~ ;... done by plating your opponenl'!> King in ehecl..matc.

The Basic Basics

Here are the mies or chess in 'I nutshell:

• 1'wo opponent:. play again!>1 each olher. One player I!> u!>ually Wh;lc. and lhe othcr. Blaek. (In the Amiga
\'cn.ion or Battle Ches!>. Ihe colors are Magenta and Blue.)

• Eaeh player h:IS one King. one Queen. two Rooh. IwO Bishop". two Knights. and e;~hl Pawns.

• The objecl of the garne is 10 put the opponent's King in "checkmatc" (sec bclow).



• Th~ While pl;l)Cr Illo\'e~ fir-.I :md Ihen Ihe 1\\0 pl;l)er~ allern:"e 1Il0\e... You mU'lllloye \\hcn iI i.. )our lum.

• You ma) onl) mO\C one piece per Ium (" ilh Ihe exccplioll or l·:l!'.tllll~: '>C~ the ..eclion of Ih(' rnanuallillcd
"Ca!'.llin~.··J A 111O\C i, \\hcn a piece mo\c.. from one -.quarc 10 :lllOlhcr -.quarc. F"'ICh kind ofpiecc 1ll0\e, in il'>
0" n indl\ idual \\:1). dc'>Cribcd in thc '>Cclion or lhe manuallilled. -'The Indi\ idu:II Piece... ·'

• No pic<.·c (C.~CCpl thc Knighl) ma) JUIllP o\cr or pa!'... Ihrough an) olhcr picc~ on the board \\hcn il mow'>.
Onl) one piece can bc Oll a "4uarc-;u a lime.

• Any piel.'e Ill:t) caplUre an) of Ihc opponen.... piece.. b) l:tnding on Ihe ..:une -.qu:lrc \\ ilh il. The c:lplUrcd
piecc i, rClllo\cd frorn Ihe board :md i.. OUI orlh~ gamc. You m'l) onl) c:lplure one piece per lum.

• Whcn an 0PI)()ncnt', piece thrc:l1en, lhe Kil1~ :md Ih:l! piece could capillre Ihe King on lhc neXl1l10vc. lhc
King i, ,:lid IU bc in "dl('(:"'"

• Ir your King is in ched. yuu IllU'l eilher lllUV~ lh~ King 0111 nfch~c". bhx:" lhe aHack wilh allUlher piece. ur
caplure lhe piece pUlling )'our King in ch~l,:", Ir )'OU c.mnal e..cape ched. in une or lhe,e W'l)". lhe King i.. in
"dlCck1Jlal~'" )'OU lo..e. anti the game i, (JV~r.

The Picces

Il'-
2 IWOKS2 K;'Iro'U;lITSz IIISI10l>s1QUEENI KIN(;..-
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In Battlc Chö~. your piecc, \.\, ill appcar a!l follo\'\',;

The Board

A, )OU ('an '-'=c b) loo"ing al )our -.crccll. Ihl.' dll:,~board COlbi'h of 64 ahemaling Dar" :lI1d Llghl -.qu:tre,-32
WhilC :tod 32 Blac". For Ihc purpo,c of Ihi, manual. Ihe lighl '4uOIn:, and piece, \.\, ill bc rdcrrcd 10 a!l "\.\,hll('"
:lI1d Ihc d:lr" a, "blac"".10 lll:IICh lr:ldilional chc" nOlalion. Ballk Che,,', piecc, (in Ihe Allliga \ cr-.ion) :m..
Mageni:' :md BllIc. The 'quare, are arr:lI1gcd in S TO\\' or K~qu:trc, each. When )OU bnOi up Ballk ehe". all
lhc piecc' arc in lheir 'larting IXJ,ilion,. All chI,''' gamc' 'l:trt from lhi, inilial pO,iliol1.

MnvclIlcnt

In Ihe gall1e ofChe~,. While al\.\,a), move, fir,t. Thi, rne:lIl, lhallhc pla)creolllrolling Ihe While piet·c, tllmc,
une While piccc for hi, or her fir'llum. The ßl:ld. pl:l)cr Illme, nexl. al-.o limiled 10 one mme forone piecc.
The aelUal g:ulle i"c1f. Ihcll. ('olhi,,, of lhe PI;I)Cr-. ma"illg a ,cric, or :lllcmaling 1ll0\C'. one piecc al :1 limc­
'J'Ccificall), While fiN. lhen ßlack. Ihl'll Whilc. lhen Blad.. and -.0 on unlillhc end or Ihc gamc. 1'he onl) lunc
lhal a pl:l)cr ma) 11\O\C murt'lhan une rie('C per lum i, during ca'lling (-.ce Ca'llingJ. :llKI thl' ma) oceuronl)
allee per pla)cr in an) gamc.

Movement Restric1ions

Wilh lhc exception or Ihe Knight. all ehe" piece, rnU'1 lTlO\'l' in ~Ir;lighl lim:,. Some dlC'~ piecc, rnay 1ll0\ c
"ol1lhe ran"".lhal k ill any 'Iraiglnline acro~, Ihe board bel,' Figure 2). 01111,'1' piece, ll1ay mo\'c "on lhe tile·'.
lhal i,. in any 'lraighlline up :llld down lhe hoard (,ce Figurc 3). Alld lhere are 01 her piece:>. whieh movc "011
lhe diagonaJ'·-'pccifically. in :111Y 'lraighl line or 'quarc, lh;I!1l1eel al one corner only (,ce Figurc ol). Same or
Ihe piece, may e\'ell mo\'e u,ing a ('ombillalion or lhe,e--on !he ran". on lhc filc ;llld/or Oll lhe diagonal.

FiJ:llre 2. FiJ:un·J.

3



The only re'lriclion on Ihi ... movemenl i~ Ih:11 you c:lIlnot mo\'e )our piece... lhrough or inlo a -.quare al ready
occupied by anolher one or )our pit."(:e (again. Ihc only exceplion 10 lhi .. i~ Ihe Knight-it can move through or
over any p1t.-ce.... bUl it cannol land in :1 quarc :Ilrc:ldy occupicd bY:1 piece unlc~~ il intend~ 10 caplure Ihal
piecet Vou call movc a piece inlO a ~quarc alrc;ldy occupicd by one or your oPl>onenfs picce~. however.
pro... idcd you have a clcar linc or allad:-thi~ i~ your primary 1lle1hod für capluring an opponell1· ... picce~
(.... pedfic rnelhoth 01' all:lck wi II Ix: eo"ercd umlcr eaeh individu;ll piece tlC ...cripl ion).

The Individual Pieces

The King

The King is )'our n1O...1 impon:Ult piece. A~ noled abO\e. once he i... nchedmaled:' the game i... over. The 1"0
primary goah of)our game.lhen. will be to prolcel )'our King from being ehed.mated and 10 put )'our
opponcnt'~ King in check mate inMead. You will dn Ihi~ by u.... ing a combin:llion of dcfen~l> and a\lacb by your
various piece~, WilllOullhem. your King i~ praclically helple~~.

\Vilh 1hc exccp1ion nfca~1ling (~cc Casiling). your King call only movc one ..quarc al a 1ime in any olle
dirCClion (~ee Figurc 5). Under no circumSHlllCC Illay your King rnove inlO check-Ihal i~. your King I1my nOI
move direcily into a clear linc or altack from an oppo~ing pl:l)"er· ... picce. Thi, docl> nOt mean. however. Ih:11
your King is complelcly deren~lc~~-if Ihere i<::ln cnem) piece direcll)' :ldjacenllo your King. you can u~

hll1110 lake Ihal piecc. provided Ih:ll )ou're nOl mO\'ing him imo chcd.. Thh i~ Ihe onl)' wa) you can uSt: your
King 10 direclly :lIwd. anOlher piece. Obvioul>ly. lhen. Ihc King i... not .. piece imcnded 10 be hcavily uscd in
offen'\(. In facl. 11· ... fairi)' :.afe 10 ~ay Ihal if )ou're reduced 10 rel)'ing heavily on the King', offcnl>ivc capability
c:lrly in agame. Ihing;, are getting prell)' grilll, Toward Ihe end or:l gamc. however. oolh sidcl> have usually
been reduced 10 a handrul ofpiece". :md at lhis lime.lhe King's alt:lcking powercan be very uscful. Gencrally
spcaking. howc ...cr. you should ~trivc loward sucees.... fully dcfcnding lhe King whilc carrying 011 your offcnse
wilh 1hc olhcr pieces. ;lI1d, wÜh lhis balance ofpower. you'll h:lve a much bcllcrchancc al victory,

Hgure 5.
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The Queen

Li"e )our King. )our Queen can mo,e or allad,. III an) 'lr.lighllinc in an) dirttllon. Unli"c )our King.
ho.....c'er. )our Queen can mm'c a~ lTlan) ~uare, il!> }OU "ant. pro' idcd Ihere j, a c1car p:llh (Sec Movcmcnl
Re'lriclion:-). Figure 6. bclow. illu'tr:Jle~ a Queen', ITlQ"Cmenl from a ~arnple 'olJuarc near the midd1c of Ihe
che~~board. No olher piece ha' ,ueh a wide range of mO'lemCI1l. whieh make, the Queen your mO:-l powcrful
piece. Evcn .'0. don'l bc lemplcd 10 overuse or rcly 100 hcavily upon your Quccn-as you will ,ce. a good
game 01' c1les, j.. won u.. jng il combln:nion or piece,. illld oyer-rel iance on any one piece i., an almml guaralllecd
path 10 defea!.

The Rook

Vour IWO Rooks (each side hil' lWO) ilre re..tricted 10 mn" and file movemenh onlY-Ihat k movemenl ilCro,S
Ihe board or movemcnt up and down the boilrd. Like Ihe QUt."CIl. eilher Roo" Cilll mme (rom one ,ide of the
board 10 Ihe olller during a lum. 1lg:lin provided Ihlllihe respecl!ve rank an<Vor file I' c1ear or Ob:-lrucling piece,.
Becausc 01' thi~ movemenl cilpabililY. your Rooh are considered second only 10 your Queen in lerm:- of Ixmer.
Sec Figure 7 for a more graphie represelllalion 01' Iheir movelllcnl.

Figure 7.
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The Bishop

YOllr t\HI ßi~hop~ are re~lrich=d 10 diagonal mO\elllcnt only. FOT in~lance. providcd Ihat yOll ha"c a de;lr palh.
)OU can II1me a Bi~hop from lhc 10\\ er !cfl corner oflhe lxmnllo Ihe lIpper right corTl(:r. The thing to "eep in
mind here i~ th;11 holh ßi~hop~ ~tan on a color---one on ß];ll'''. one on White-and that cach ßi~hop n1U~1

remain on Ihc ~;lrne colored <,{Iu;lre~ for lhe emire g:lllle. If )00 pla) the Whll(" piccc~. for e\all1ple. Ihe ßi~hop

on the righl hand ~ide uf Ihe board ~t:In~ (lll a \\ hite ~qll:lre. alld \\ ill ah\il) ~ 1110"C 011 \\ hit<.· ~qu;lrö only. Sce
Figurc XfOT eX<lIl1plc:- of ßi~hop rnu\'emCI11~,

The Knight

The Knight i~ )oor mo~1 UlHhu;11 piece. Rather than 1ll0\;ng in a ~traight lin(" h"c alllhe othcr piccc~. il mO\e~
in an "L"-~hapcd p;ltlem tSo.:."C Figure 9a. bclowj. 1\1-.0. unlil.e all the tllher picce~. ill,::nl ~"ip mcr an) piccc~ in
II~ W;I). Unli"c chcd.er~. ho\\-c\er. thi~ doc~ not llle:mlhat it capwre~ :111) 01' lho~e pi('ce~-if there i~:111

opponcm':- piecc on Ihc ~qllarc \\Illere thc Knight land:-. only lhen i~ lilal piecc caplufcd, Allhough il ~hould Ix:
rairly ()hviou~, "eep in mi nd thaI ncithcr 01' your IWO Knight~ l':m land on :L ~l\uare :drc<tdy ou.:upicd by one 01'
)our pi,-'(·c~. FiguTe ':,b. Ildo\\. ~ho\l'~ hO\\ lhe Knighl mo\e~: Figure \)11 ~hO\\~ lhe Knight moving through
olher plece~: FiguTe 9c ~ho\\~ the Knight capwring:m oppll"ng piece.
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The Pawn

Thc pawn i... your wC~lköt picc..:: ;ll1d. :L ... a rc ... ult. Ihe 1ll0~1 expcll(lablc. P~lwn ... act ;I ... thc fOOl ...oldjer~ of YOllr
army. advancing ... Iowly :Icro...... thc board. pcrforming your inili~11 allack .... They :Ire aho Ihe 11 .....1 \Cl defcnd your
... idc :lg:Lin... t your opponenl· ... ~lltad. Ulllil..c any of your olhc.. piCl·Ö. the pawn... do 1101 11<Ive the option 01'

rClreal-lhcy (,."an only 1ll0\'C fOI"\\ard. olle "'qll:lrc :Lt a time. The oilly exccpliolll0 thi ... i... on cach p:lwn· fir"'l
rnovc: illllay-bul i... not rcquircd to-move forward two ...quare~ at thattimc. Sl'C Figure 10 für an dlu tration
of pawn 1l1OVCIllcnl.

Fi!lllr~ 10,

Unlikc thc olher piccö, howcver. the pawn~' altacl.. patlc1"11 dOl..·.... nol malch lheir 1ll0VC1l1Clll pallern-rmhcr. lhc
p:lwn ... alway... allack;11 a (Iiagonal (...ce Figurc 11.1~lüw).

Figur~ 11.

The pawn may ncvcr movc illlo a ~quarc dircctly ahcad if il'S occupicd by anolhcr picl'c. Thcrc i~ anothcr
rnclhod or pawn anack that occurs in oilly one ~iluatiol1: whell an cllcmy pawn tnOVC~ two M.luarc~ forward.
bypas~illg Olle or your unucking pawlls in an allcmpl to avoid bcing capwfcd (lhis can only üccur on lhe cncmy

7



rawn'~ fir~llllovc). Al Ihallirne. your pawn h""lhc oplion or c:lpwring lhe oppo"i1lg pawn even lhough il i:-.
1101 Oll a diagonal frorn your~, Vour p,lwn Illcrcly advallce.~ diagonally by one '4uare. mo\'ing i1110 lhe square
dircelly bchilld Ihc enerny pawn. ami your opponen(~ pawn i.' caplurcd. Thi:-- mo\'e i~ called i'lI /1a.\'.I'(III{ (a
Frcllch ler111 meaning uin pa~.,ingU). [I i~ 1101" requirc{1 move-lhere will bc many limes whell you will 1101

wanllo lal-.e your opponcnl', pawn in lhi~ .,illlalion-bul il i, an optional olle. Ir you da nOl choose 10 lake your
opponenl':-- pawn althallime. lhere will bc no 0PI>OMUllllY 10 repeall'll passal/t wilh lhal.'I>ccific enemy p:lwn in
lhe flllure-rernernber. one of lhe condilion~ for eil P(/.l.WIII i~ Ihm il can occur only whclI an enerny pawn
advaIKc.~ lwO '4uare~. an c\'em wh ich can occur oilly once I>cr l"lwn in any game. Figurc 12a. below, ~how~ a
,.eelle before an /'11 !'(/.I,WIII': Figure 12b ~how" lhe 1'1I!,l/.H0I1/ lllove ibelf: Figllre 12c ,how~ lhe re:-.uh.

Fil:llre I!a. Figur" I!h. Figur" l!l'.

Finally. if :lI1Y Or your pawn.' manage 10 L'fo.~" lhe cnlire board. UpOIl reaching lhe oppo~ile si<tc 01' lhe bO<lfd.
your P;lwll mU,,1 bccome anolher pieCe-lha! i~. Oll reaching thc Olher .~ide. your Pawll change., imo a Queen. a
Rool-..a Bi:--hop or 'I Knighl Ul'~ yuur chuiec a"lo whieh piece il beeorne~. bLil illT1l1~1 change imo :-,olllelhing).
Your p;lwn may nOI remain 01 pawn. 1Ior rnay il becollle a King. Whal thi:-- lTlean" i~ thaI. should yOLi somehow
manage 10 1110\'e all eighl pawns 10 lhe olher siele of Ihe board. you could Iheon.:lieally have Iline Queen:-- on lhe
boarcl-your original Queen. plus cighl lransfonncd pawns. Thi" is ealled "pawll promolion" (Sec Figure 13.
below).

Figurt l.1.
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The Individu.1I Imporlance of Each Piece

By 110W. you should bc gcnillg a sen~e of lhe power of each piece. The Queen. for in~lilnce. i.~ obviou~ly thc
mosl powerfuL The Rook I!> considered neXI in I>ower, :l11d lhe Bi~hop :l11d Knight are bolh in lhird pl:lce-lh..::
reason for lhis it>. although Ihe Knighl is limiled in how 1l1;l11Y squares it can rnove in one turn, il can ~lill u~c al1
64 ~(luarcs oflhe board. ABishop. on Ihe olher hand. C<ln u>.e only:n s4uarcs maximum (rernember. a Bi~h()p

always stays on ils slarting color). and il is lhis trade-off belween mobililY :lIld lhe 1>Olel1li:ll number 01' !>qu.jrc~
lhal can bc :Lllacked ,hat lies the"e two piece>. at Ihird in power. Las!. of course. is the P:lwn with ih very
limiled mobilily. ßut don't forgellhe Pawn's ability to change iuta lhe rno!>t powcrful ofpiece~ ir ill'all bc
moved cornplclcly ;ICro~>. the hoard. As tor thc King. it i~ adrnilledly limited in power through mOSI 01' lhe
g:lme. but ;l~ both >.ide>. lo>.e more pic(·e~. the King'>. limiled I>ower will bccollle more u~cful.

A W:1Y 01' rernembering all of Ihi.~ is lO think in terms of points: a Queen I>. worlh aboul 9 point~. a Rook about 5.
a ßishop or Kilighl abouI]. and a Pawn abuul I. Keepillg thi~ in !Tlilld. you can sec lhal you would come out
weil ahcild in power if you were :lhle 10 Irade a Knighl t"ur a Queen. On the olher hand. the exchange of a
Knighl for a ßishop is ordinarily a f:lir tra(!c. Keep in mind. however. Ih:l1lhere will be limes when you may
want 10 lradc a high value piece for one of rnuch lower power-ir. for in~tance. by Irading a Queen for a pawn.
you can sei up for check mate in the nexI 1l10ve. Ihcll it doc!>Il'1 really maller how many I>oinl~ you have lo~1. All
lhat ultim:l1ely malters illihe g;lll1e 01' chcss is whether or not you will the g;tlne. Everylhillg else. illcluding
points. is sccolld.

Caslling

This 1ll0VC ean occur oilly onee per player per game, It is the only lime Ihal a player may mo\'e 'wo picces
during Olle lurn. alld the only lime Ihm a King may 1110ve more Ih:lll one square during one turn. It is a I>owerful
defensivc move and. as :!malter 01' gooel strategy, it is rec01lll1lcnded that you "castle" fairly early in the game.
Spccifically. castling carl only occur whel1there is a cleared palh between your King ;md either orlhe IWO
Rooks. Ir that condition is met. and provided you rncet a couplc of olher reslriclions. you may mo\'e your King
two squares 10 the righl or Ich. depcnding on wh ich Rook you :lre using. while thc Rook is moved 10 the
OPI>o~i.e side or the King. When you arc finished wilh c:lstling. Ihc Rook cnds up doser 10 the center or lhe
board. Figure 14:1. on the nex. page. shows Ihc board before eastling. Figure 14b shows caslJing on Ihe King's
side, and Figurc 14c shows caslling on the Queen's side.
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F;eurr 14b.

Castling Rcslriclions

NOI ...urpri ... ingly. Ihere arc rc'lrklioll' ol1lhe U"'C 01' Cil\lling. You alread) I..n\J\\ Oll\,.' of Illern-Illere rnu,l bc:1
dear p:llh oclweenlhc King ,md Ihe Rool.. which will hc u,ed 10 c:I'lk. The Olher lW() are: 1) the lw(J piece..
invnl\'cd-lhe Rook :md King-mU\lllOI have beeil mo\'ed al :Lny time during tlll' game prcccding lhe ea"lling.
:lIld 2) lhe King IllU'lliOI be in checL ClrlllOI rno\'c inlO dled. :lIld cannO( 1110\C throu!,!h (.'hcel.. (lhal i\. iflherc
i"';1 ele,lr lil1c Of:11I:II,:1.. b) an oppo.. il11! piccc on ,llI) "lIu,m: m-hcll\eCn Ihe King ,md thc Rool...lhe King. rna)
nOI (',I'-Ile in Ihal dircetiOIl. elcn if lhc palh i.. c!car of olh\"'r pic(,.'c\j. Figurc\ 1501. 15b. and 15c ,00\\ ... iluation..
in \\hich While IIl:lY 1101 ca'lle. In Figurc 15a.lhc King i.. in t:hcrl... -.0 ca"lllll!,! I'" illegal. In Figurc ISb. the
King. .... ould ha\e to mo\e Ihrough chccl.. .... hile (,·a'lling. \~hich I'- :11-.0 illc1!al. In Figurc ISC.lhc King \\ould
end up l1l ched afterca"lling. and lhc King. Ill:l) nc\er mo\e intochcrl...

Fil:urt I:;:... t-';I:urr 1511.
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Check ami Checkl11~lte

ßOlh Ihe lenn....(,..h«·I...·· and ··t"he<.-I..mall·" ha\l" :llread~ been U"L'd ~\er..lltlme .. In Ihi .. manual. Ilere."l" "111 g.o

InIO more <1(..tail.

"11'..1. Ihe lenn....cht'Cl.... ;md "ChL'(.. l..m;IlC" ;ll\\a~ .. im ol\e Ihe King. Wh~ '! ßeeau-.c Ihe King ... Ihe onl~ plL'ce
.... hich can bc placcd in a condilion 01' checl.. 01' checl..malt.'. h i.. aho lhe onl~ pit'Cc .... hich cannOI pUl anOlht.'r
King inlo check ur cheel..m;lIe.

Anti "1)Ccillcall~ .... hat i.. t·hct·l..? Ched i.. when ~ollr King i.. under direct attat·1.. b~ an oppo.. ing pict·c. In the
CI">C 01' thc Quct.'ll. Roul... Bi~hop ;111<1 Pawn.lhi .. allad. will cOllle in a .. tr:.Light. unblod,ed tine (ranI... lilc. 01'

diagollal) 10 yOllr King. 111 thc ca..e orlhe Knigh1. lhe direct allad will Ix: 1Il an "L" pauem. po.... ibly direell~

ovcr Mlrtle ()f YOllr dcICmting. piece... Keep in l1lirl(lthat a Queen. Rool.. 01' Bi ..hop can pl;lee YOllr King in check
from lhc (lppo~ilC ~idc (Jflhc board. pnwidcd thallherc is a ckar p:llh 1X'lwcelJ lht.' all:lding piccc amt YOlll'
King. A.. for lhc pawn. il can plaCl.~ your King in ('hcck only if il i.. at an adjaccnt diagonal from yOllr King.
Thc only cxception tu this i~ whell a pa\\ n aClually rcachc.. the O1hcr ..ide 01' lhe bo;lrd-al Ihal timc. a.. the P:1\\11
i.. promuled. a King in thaI ..amt.' ranl.. l1la~ ..uddenly fall imo cbt"'k a" tht.' pawn i.. replaccd \\ ith. fur cxarnplc. a
Roo" or Queen (bul again. lhe King ('an onJ~ bc in chee" al Ih;1I momenl if thcre i.. ;. c1car palh bcmecn Iht.'
King :lmllhc at1:lc"ing picce: once more. the only cU'cplion 10 Ihi .. i.. lhe Knighl. whit'h doc.. nOI requirc:l dC:lr

p..11h bct"ccn il :md any piecc it i.. :In;K:"ing).

1llcrc :lre Ihrcc \\:l~ .. 10 e:.c;lpe ehec": (I) thc King Illa~ mO\c out of Ihe line 01' " ....cL: (2) ..nothcr piL'CC ma~

mo\c :md bloc" thc line of alt:lC": (3) the au,le"ing picee may bc caplurcd. Vou mu..1e'>Cape chcd in OIiC of
the..e "ay.. a.. "0011 .... the King i.. in cilee". If ~ou c,m't e'>Cape chee".lhcll the King i.. in eht'C"m..lc ;md Ihc
g,lOlC i.. 0\ CI'. A .. implc definition of chcc"m;lle: "An ..nac" Olllhc King "hich ..110""''' no po....iblc c">Cape.··

Rcmcmbcr thm }OU c;m nc\cr mo\"c Ihe King into chee". nor lTlO\C another of ~our pieee~ "0 thm :t "rcvealcd"
linc 01' allad pl:lee.. your King in dle,·I.... Thc.'oC rulc .. llJay lx- fat'IOf"> in blocking the King'~ c ..capc frOllJ check.
~o "aldl out far thcm. A~ ~talcd car!ier. olle of your primc objccli\'cs i.. to avoid bcing placed in ehcd,malc.
whilc ~illlull;ll1eou~ly Irying 10 placc your OppoIlCIlt'~ King in chec"male in~tcad.

Thc Ilex I page illuslralc~ scvcral cxarnplc.. or check :md chcckllliHC posilion~.
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Figufc 16a ~hO\~~ the While Queen checkin!) Ihe ßlack King. Thc Blad. King can rnoye one sljuafe 10 the kfl
Of fight 10 l'~cape check, or 1110\'C ib Bishop oclwecll thc King anel QucenlO block lhe 'lllaek.

Figufc 16h ~how:- the Whilc Bi.~hop chccking the Black King. The Killg C'1Il e~cape ehed by moving Olll'
~l[uafC 10 the !crt Of fight.

Figllfe I(K ~hO\~" lhc Whitc ßi:-hop checking lhe ßlack Kin!,;. Tlll' ßlack King call cscape by Illoving 10 quile a
fc\\ diffefenl .~qu;,rc:-. Uf lhc Black Rook ean l1love to block lhc <!tlack.

'-:igllfe 16d ~how:- a "di~covcrcd ehcek"-when lhe While Knigillmovc~. [hc Black King "di~cover.~u lhal hc
ha~ Ix.'en dlecl..l·d hy lhe While Rool... (The BI;ICk King can öcapt..' by moving 10 either ~ide.)

Figure 16e ~ho\\~ a dlet'kmalc ofthc ßlack King by lhe White Quecn-thc Whilc Quccn ha:-ju:-I rnovcd ;lCro~~

lO QR7. dK'l'king the BI'lck King. Sinn: Ihere i~ no pl<lce Ihe Bl<ld; King call mon: where he WOIl'1 be in
checl... il"" l'hecl..rnalc.

Figure IM .~hll\V~ a dK'l'kmalc orlhe Black King by thc Whitc Bi~hop. Again. Ihe ßlad King callnol C."Glpc
from t'hecl.., "0 hc b in chccl..nKlll'.

1';1(1"'" Il'>d.

Fillure 16h.



If )'ou ~ i..h 10 review Ihe ~pecific .. Oll each piece before \\e cOIllinue. rcfer 10 Ihe previou:- ..cclion:.. The neXI
pan of Ihi.. manual deab wilh ehe,:- ,mlleg)'.

Chess Noltltjon

For lhe purpo:.c of :-hov. ing )OU -.ome ba:-ic opening mo\e~. and '>0 )OU can 'lUd} and under..tand other bool....
on che~s 'Ir.lle~D. }oU ,hould I..now ba..ic che~~ 1l00alion. So...ome ..irnple Ihing.. 10 remember before v.e bcgin:

If }ou dlvide lhe ches~ board \enicall)' riglll dov.n lhe middle. }OU v.ill nOlicc Ihill bolh Queen .. are 10 olle ~ide

of lhe line. v.hilc lhe King.. are on Ihe othcr. Thi~ il> importanl for ehe.... nOlation. ,ince e\er} piece on the
King,· ..ide of Ihe board il> referred to a.. ··King· .. (piece)". Le.. King·:- Roo". King', Bi~hop. etc.. '" hile every
piece on Ihe Queen,· ,ide i:- referred 10 ;I~ ··Queen·, (piece)"·. Lc.. Queen·, Rool... Qm.-en·, Knighl. elc. See
Figure 17. below. für an illu~lr:llion or Ihi, and Ihe :-Iandard :lbbrcvialion for caeh piece.

• •" "'" '"0" 0"e
~•• e

c :<'='

//\~
Quecll·s QUl'Cn·s Quecn's King's King's Kill).:·s

Rook Knighl Hishup QUl'Cll King IJishup Knight Rook

QR QN QII Q K KU KN KR

Fillur~ 17.
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Thi, al~o applic, 10 Pawn, (~cc Figur... IH. bclow). 11 i." imponanllo note. howe"eLlhal il i~ nOI neccS;';lry 10
conlillllally refcr 10 pawn, u... ing lhcir full tlallle... i.c.. King' ... Runk Pawn canju~t Ix' rcfcrreel lu a~ a Pawll
du ring a lllo"e ullk..~ il i.. um:lcar prel'i~dy whal pawn you are u.. ing,

[lecn Ruok 1';1\\'11

Ileen Kni 'hl 1',Iwn

Ileen Uislw P:lwn

[leen )'awn

Kin' Rook I'awn

Kin' Kni 'hl P:IWI1

Kin' Bishu ) Puwn

Kin' )'awn

A~ for Ihc fik~ {lhe IIp alld down eolurnn .. of~quare~ Oll lhe bo;lrd), keep in l1lind llwi lhey are named jU~llikc

Ihe piece~. i.c..lhl' King',.. fik i,,, lhe fik Ihe Killg i~ lucaled on, whilc the Queen'~ Knighl file i;.lhc file lhallhe
QlIccn'~ Knighl i~ Incalcd on, Sec Figurc 19. on lhe Ilext page, lor an illll~lr;l1ion oflhi ..,

The rank .. (lhe row~ of ..tjuare, acrn~~ lhe board) each have lwO names. depending on whelher you are looking
al lhern from Ihe Black ur Whilc ~ide, Sec Figure 19 for ~l~cific rank names,

Now you ,hould be able 10 ,ce lhal evcry 10caliOll on lhe board ean be idenlilied by a eombill:llion ofrank anel
Ille. SilKe lhere are IWO name" foreaeh rallk 10caliOIl.llwre are eon~equl'111ly lwo llallle~ for every SljU:lrc.
Using abbreviation:., e:ll'h ~quarc on lhe board is idel1\ified a.' ~hown in Figure 20. on thc neXl page. The IOP
name in e:lch ~quarc is lhe Blm:k player'~ name lor lhal square: lhe 10wcr name is Ihe While pl:lyer"~ name for
lhe same ,"ljU:lre,

Keep in mi nd lhal when lhe Whilc player l11ove~. you mUSI use Ihe While player's namcs for Ihe squares he ur
she is playing. Likewise. whcn the BI:K'k playcr rnovcs, u;.c thc Black player';. llamcs for Ihe squares he or she
i;. playing.
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Black's Ist rank

ßbck's 2nd rank

ßla(Xs 3rd r:.mk
Black's 4th rank

ßlack's 5th rank
Blad'~ 6th rank

BI:lCk's 7th rank
BI<lck's Hlh rank

.'! .'!
.'! '"''= ~

~ -0, -"8 = .-~ .'!

" '" '" '"< < , <

5 5 5 5
0 0 0 0, , , ,

0 0 00

'" .'" :" /'
CI> ~ Ci> :Il
.: .:: .:: .::

Whi[c's 8th rank
Whitc's 7th rank

Whitc's 6th r:ll1k
Whitc's 51h rank
WhilC'S 41h rank

Whitc's 3rd Tank
Whilc'~ 2nd rank

Whitc's Ist rank

OR11~ OBl 1 1\1 Kat KN\ K 1
CR8 ONS 066 Oll 1(8 KB8 KNB KfI8
I~ ON21QB2 02 K2 K82 1KH2 KA2
I~ t@WlnRl 07 K K87"'''7 KR?
ORll':'"' OS31l:.n" 1(3 K8: KN31KR:1
9A6!ÖHl 0861 ö&_ 1\6 ~=N6 K-~
QR4 ON41~ Q4 K KB4 I'"
1'?!J!l0~"~~1~ ~KB5 t.!1IKR5
ORS"jONi 085i 0$ 1\5:KB: KN5~
OR410N0 0841l'l1. 1<4 l"'I>.<~fffil'i

I~ ON61~ 061";1 K861".... KRS
~1~ON3 ~ 03 K3 KBlim KRl
aAl 001!,,,, K7 I''''", KNl i ,_ ..
OR2 002!f'\') K2 I".., 1<"121"''''''
ON QN'IQlll ca Q KB8 KNI KAB
OOION,lnA; 01 1(1 l<Bl KNI KR1

Figurc 20.

Now thai YOLl know thc namcs of elleh piece ;lIld each squilre. the only other thing 10 undersland is the shorthand
10 record each move. i.e." P-K4. P-K4 is the most eOllllllon first rnove in most chcss garnes-it means thatlhe
King"s Pilwn 1ll0ves outtwo ranks to rank four. TIle Pawn"s starting position of King's Two is given ilS obvious
(on a first rnove. wherc else would it be'!) as is the filcltllalthe Pawn being uscd is thc King"s Pawn.
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See Figurc 21, below, for SQmc of thc more common chcss abbrevialions.

x
0-0

0-0-0

.p
eh (or+)

"
?

??

'·0
0·'

Sampie Chcss Game Walk-Thcough

mo~'es lo
caplures
eastles King-side
castles Queen-side
tn passant
check
good mO~'e

~'ery good mO~'e

bad mo\'e
~'ery bad move
ch«kmate, While wins
check mate, 81ack wins

Figurt 21.

To pUl il alllogclher. lel"s playa quick ~ample game over the neXI few pages, wilh nOlalion and illuSIr:llions.
Thi~ p:micular garne i... called Ihe "Scholar's Male:'

The chc...s nOlation for this enlirc game is as follow~:

I.
2.
3.
4.

WHITE (Vou)

P·K4
B·B4
Q·R5
QxBP mate

BLACK (The Enemy)

P-K4
B-B4
N·QB3??

Whal dOC"'lhi!\ rnean? Lct's scc:

For Whitc's fir... ll11ovc, P-K4.thc board loob likc Figurc 22, on lhe nexi page.
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Figuror 22.

Blad. rc'l)(}mh b) doillg l'XaCII} the ,arn\.' thing iP-K4) in Figure 23:

Figur.. lJ,

In Figure 24. White mO\l~' ib Kmg', Bi,hop 10 the 41h mnl.. orthe Queen', BI\hop l'ile (8-84):
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ßlack'!'o response 10 lhi!'o;s 10 rnove Ü!'o Killg's Bishop 10 lhe 41h rank 01' Ü, Quecn'~ Bishop filc (ß-B4) in
Figure 25:

The ncxllhing lhal While docs i:-.lo movc 11:-. Quccnlo lhc 5th rank 01" lhe King'~ Rook file, This is an
importanl 1ll0VC bccause thc Queen is now Ihrealening lWO of ßI~lCk's pieces-by allacking al a diagonal.lhc
Queen can lake ßlack'~ Bishop'~ Pawn on Ihe ncxlmovc (sec Figurc 26, below) or Ihe Queen can I;lkc ßlack '"
King's Pawn (~ee Figure 27, below), One 01" Ihe:-.e allacb, Ihe allack againsllhe Black Bishop's Pawn. will
lead 10 checkmalc anel Ihc cnd of lhe garne if Black l'ails 10 re~polld propcrly. The olher allack wililcad only to
check because, after lhc Queen caplures lhe King's Pawn.lhe Queen's line of allack ag.ainsllhe King cOlild be
blocked by any ol' !'oevcral Black pieccs-Ihe Sbck Queen, lhe King';, Si~hop, 01' (he Klng's Knighl,

Figure 2". Figure n.

Slack responds to lhese lWO pOiemial allaCks by guarding lhe Killg'S Pawn, As you can see by lhe nOlalion.lhe
"?T c1cnoles a very bild move, The reason? Ahhough Ihe Kllighl IS llOW guarding lhe King's Pawn­
guarall1eeing (hat lhe Whilc Qucen would bc cuplLlrcd if il wert; 10 caplure Ihe Pilwn-Black has failcd (0 guard
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again~l lhe Illorc tkadly allad.. : Ilw Whil..: Queen' ~ allad. ;lg;,in~t lhe ßi,hop', P;I'.',n. The bO;lrd 110W 1001.., lil..c
Figurc 1R. bclow.

Figure lX.

White filli~hc~ the game hy llloving the Quecn 10 the 7111 r;lIll.. inlhc Killg'., ßi,hop filc alllllal..ing the ßi~hop'~

Pawn (,ce Figurc 29, belnw). Thi~ placö lhe King. in thcc\..male. RCl11ernbcr our defillititm 01' chedmale: lhe
King i., in ehed. {',Ulnalla"e Ihe Qucen Wilhoul cll1crillg inlO dlCt'" (nolit'c lhatlhc Quecn i~ guarded hy il.'
Bi~hop al 134), ;lIld c;lI1l101 c.,c.lpe 10 any olher unoccupied ~t]uarc Ih,ll i~ not alrcady undcr allac" by Ihe Queen.
AI,o. the a!lacking Queen call1lot bc eliminaled by ,my olher piece. nor have ih line 01' a!lad blockcd.

Thcrc are scvcral simple way~ in wh ich Bbd: could have avoidcd check male. Olle i~ a~ ~implc a~ l1loving the
Blaek Queen 10 Killg"S Two (wrillen:ls Q-K2) wh ich would have sirnultaneou~ly guarded both pawm. undcr
allack and wh ich would have ended the lhreal 0" ched or checkmate by the WhilC Queen (Ihe rea'OIl, 01" COIlf\e.
is because thc While Queen could lhen bc: laken by Ihe ßl:tck Queen). Figure 30. olllhc Ilext page. ~hows thi~

~il11ple defcllsc.
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I'igurt 30.

Thc other defenses again!>llhis allack should also be obvious. Try a few variations on this game. and you
'ihould~ (he altcrnatives.

And, with Iha1. )'ou now ~hould havc a basic underslanding of the game of chess a~ weil as a basic
undel"'>landing of chess notation.

Now for some more detail:

Thc Three Phascs Oe» Chcss Game

A chcs~ gamc C:ll1 bc ~aid 10 have three pha...cs: an opcning garne. amiddIe game, and an end g:uTIe. Lcl'~ talk
aboul each one of Ihclll.

The Opening Game

The opcning game can be defined as Ihal ponion of Ihe game Ihm occurs generally bclween Ihe first movc and
Ihe eighlh 10 the fifteemh move. The poinl of Ihe opcning game is 10 organi7..e and coordinme your pie<:es as
quidJy a.\o possible in order 10 lake maximum advanlage of lheir power. If )'ou're a beginner. Ihis is where you
are going 10 make most of your miSlake:'>. The mislake made in the &lmple game abovc, for instance, i.. fairly
common, An even 'iimpler variation of Ihal game-which can be jUlol a~ easily lo~t by a bad move-is called.
approprialcl)', lhe "Fool'lo Male." This game i... piclured in Figure 31. on lhe IleXI page.

A.. you can sec. Ihe :lIlack again relies hcavily on earl)' dcvclopmenl of the Queen :md on While's poor
rc~pon'>Cs 10 th3\ dcvclopmcm. Keep in mi nd Ihat Ihe Foor." M;lle ;md thc Scholar"s Mate are regardcd as very
amateur g:llnes--ordinarily. cvcn a poor playcr will spot your allempt to play olle of these games and will
re ...pond with an :Ippropriatc dcfcnsc.
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Fil:urc .11.

WlliTE
P-KBJ'!

2 P-KN4'!?

IlLi\CK

P-K4
Q-R5 I1Hlh.~

The F()or~ Male ami Scholar'.' M;lle.lhell, are IWO gan1l"~ 10 <lvoid, Thcre are plenly 01' beller way~ In ,Ian your
d1C~~ g:mll.'. In fae!. lIll.'re are 169.51 X.K:!lJ,1 00544.nOO,tKKI.OOO.OOO.OOO po~~ible l.:omhinalion.' 01' lhe fir.'l 10
IIlOVCS. Tu avoid making lhe wrong opening 1l10Vl"~. "Cl'p lhe following lhillg.~ ill1l1ind:

• Your first1l10ve .,hould bc a center Pawn (Ihe Qucen', Pawn or King', Pawll). Olherwise, elo nOllllove 100
many 01' lhe olher pawn~ and never forgel thaI a Pawn l':llH10I relrC<!1 OIl<'"C il goö forward.

• Avoid rnoving Ihe ~alllC picce Iwice dllring thc opclling game. Rcmernber. If the poinl oflhe opening game i,
lO organlze :lnd coonJinate yOllr piccc, a~ quickly a~ po~~iblc In onJ~r 10 lake maximum adv;lI11agc 01' lheir
Ix)wer, Ihell wa~ling ,ever;,1 moves on olle piece i'll'l ti"ely 10 a,~isllhi,. On Ihe olher hand, ifhy moving lhe
,ame piece lWlce you havc a chance 10 make a ll~cflll {:aplurc, or if you c;II1I;lke adValll:lge of an oPPoTlunily
crealed by a blllilder on your opponent":-- pan.lhcll do il. The key lhing 10 alw;lys rernembcr i:--Ih;ll winlling i:-­
aillhal maller:-- in ches:---if. by brea"ing :--ome ofthe.'c general gllideline" YOll Clll "lill win. lhell by all rnean:--.
break lhese rule:--. Kecp illlllim!. however. lhallhese gllidelinc_~ will gellerally help YOll 10 win,

• Move OUI YOllr Knighls and ßi~hop:-- befure YOll1ll0Ve oullhe Roob anel Queen. For bc~ll.:(mlrul01' lhc board.
Iry 10 Illove IhelH lOward the cenler 01' lhe board-from lhe cell1cr. eaeh piece willihen have grealer contrul 01'
Ihe board around il. From thc edge of thc board, Ihe area conlrolled by each piece i!> obviou.,ly dlmini,hed.

• Inili'llly. you :--hould ~Iay on your side oflhe board. Thi~ ~Iralegy wa!> violaled hy lhe Whilc Queen inlhe
roor:-- Male imd by lhe BI:II.:k Qucen in tlw Scholar':-- Male-ir YOll Iry the~c gaIHe~ again;,l a11 experienH'd
player. you wililcarn lhc hard way why it':-- nOI;\ good idca 10 viol;uc Ihl., pal"ticulal" rulc.

21



• Ca..lk early ill the game. Thi .. will give you.] ..Ironger dden ..c. Illove Olle of yOllr Ron" .. 10.] beller a11ad.
PO~ilioll .•md allo\\ ynur olher picce"l0 nmcenlrate on lhe oITen.. ive. lI i.. aho a good ide'l In c.l... llc on lhe
King' .....ide-Ihi... way you havc te:.~ area to dctclld.

·00 nol rHove your Queen out 100 early. 11 i.. ullli"dy you will be ahte 10 .]ccompli:..h a Foul' .. M.lIe or
SdlOl"r" ... Male. alld it i~ rar more li"dy lha! YOllr opponell1 wirt COIICClllrall:: all <I11<lcb on your Queen.

• Movc YOllr Roob 10 K I or Q I. 11" YOli havc c:t ...llcd early. ami if YOll npcncd wilh a cenler pawll 1110ve. Ihi ..
will atlow }'ollr Roo" .. a gre.tlcr range 01" power lhall Icaving Ihelll in eilher COfllCr.

• 00 nOI prematurdy 1Il0VC YOllr 1l10..1 IlOwerl"lll piece:.. inlO lhe center of the lxxlrd. 1'0 do:..o invile:.. .tllack
agaifhllhc1l1 hy olher piccö-for il1'>lal1Ce.lO Illove your Queen OllllOO early invile ... <l11ac" hy we:lkcr pie<.·e~,

evcn I'awll:... Li"cwi ..c. if YOll1l10VC onc nf ynur Rook .. OLit inltJ the center ol"lhe board prelllalurely. you ris"
Ithing il 10 a Knigh1. Bi ..hnp ur Pawn.

If YOll "cep lhc..c lhing~ in milld dllring your upcning game. you will havc :1 beller dlancc al willning.

The Middle Game

Thi:.. j~ Ihe pan of the game lhal rollow~ Jour opening dcvclopmenl (yollr opcning allem pb In maxillliLC your
power ()vcr lhe board) alld lhal preccdc:.. lhe lin:ll halile 10 finish oll your opponcnl. Thi .. i:.. lhe phase of Ihe
gilllll' whcre lhe allac" i:.. crilical-you WilllllO Ix:: 011 the offcn~ive here. A:. in lhe opcning gilme, however.
lhere are ..ome gencrallhillg:.. 10 "cep in milld during lhi ... ph<l~e:

• Try to gel ahcild in IXlwer 01" po~ilion. Thi:. i~ lhe IlOr1ion of Ihe game whcrc you will\.'OIKelllrale on capltlfing
piecc",-pilfli<.'ularly powerful picn':.. Conccnlrale on all;u:king. gaining lerrilOry :md poilll~, dccirnaling your
encmy. and thcrchy advancing loward c1wckrnalc. Allack. bllt be cer!aill you are nOI Icaving. holc~ in YOllr
deICn..e:.. (relTlernhcr. you should have already ca~llC'd). Keep in mind lhat whocver i:.. Oll Ihe allilek allhis time
is le~~ likely \0 milke an crror Ihan whoc\'er i~ on lhe defell~ivc. Allac"!

• Be e~pecialty careful whcre you pul your piecc:... Thi.' ll1ay sound Iikc ridiculou.. ly simple advice. but keep in
mi nd Ihal. durillg Ihc opcning game. lhe irnporlallt cenler 01" lhe board is fairly open, ~lill subjecl 10 control by
dlhcr player, Ouring thc middk garne. Ihe cenler is gCllerally c1ulIered with tllany of lhe :.quarö guarded by
one or more picces. tll<lking each lll()VC more dangcrou:'lhan in the opening gilll1e.

• Walch your opponcnI's movc:.. Ourillg lhe middlc g<lrnc. his mo\'e1>-like YOllrs-witl bc uscd 10 both
decreasc your number.. ami incrcasc his power. RClllcl11ocr: your 0ppollClll is sClling up ror chcckmalc
(hopcfully. hc or :..he i:..n'llhe unly one).
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\11 of lh,.. \\ 111 -.cl )OU Up fur th~ ('ml gam~,

The End Game

Thl' i, lh~ ponioo 01' Ih~ g:Ull~ .... h~rc, all thing' hcing ('4ual. I~Jth ..,d~, \1111 ha\ l" r~lat'\ ~I) Ic .... PII."~~' kfl on
lhi.' hoard, Ih~ King ma) al'luall) hc pan of ,111 ()11~n ... \~ 'tmll"g). ;.lIld .... hl'r~ a Pa .... n ur 1\\0 ma~ C\l'n h;'I~

t:rn,-.cd Ihe board 10 bcl:orn~ a QUCl'n or ,um~ olh~r I)(J\\~rful PI~l'~, ßl.'GIlI'~ )OU \\ 111 ha\~ fc\\l.'r pil'l'~' l)1llh~

hoard. th~ PI~('~' that r~lllain \\ I11 incr~;h~ In 1111pOnann:-lhcrclur~. nml more Ihan e,",cr. lN~ 1:\ ~r) pil'CC to It ..
tull potenlial.

Somc Simplc Rules 10 Kcep in Mind:

Allhe end oflhc gam~. )olJr !ca'l ('K}\'l:rful pil'l'l:' ;lTl' gOlng In a....unle a ne.... imJXlnarll'c. Ju,tthe ditferenl'C ur
a p:mn or 1\\0 lTla) dCl'idc lhe uulcom.... of a g;1II1l'-;,1II:r all. R'llll."lIllx'r Ihal Onl"e a pa.... 11 cw..,c.. thc hoard. 11
(J.n bc promOled 10 a QUl:l:o. 111l' u'C of pa\1 '" 'I~xifil"all) during Ih~ I:ml gaml:. thl:ll. i.. a m;'Jor I:nd game
..tr.tlcg). Wilh Ihal 10 mind:

Some Importanl Pawn-Rclatcd. End Game Rule... :

If )OU are 1.... 0 pa\ll1' ahcad ur )our opl)On....nl. 11 inning th~ garnI: i, cOIhilkred ca..)' ....... ummg )OU rnaJ..1: 1\0
major 111' .. t:,\..c .. , Thi .. can ~\cn bc: 'aid (lfthe pla)er who i.. on I) onc p:mn ah~ad, hut. ofcou,..~. lhl: 0PIJll..mg
1)la)'~r williargl:t th;lI pawn oncc it lrie.. In run ror a pa\\ n promotion.

T .... o ofyour P:I\\IIl" in a row (on..: dir..:elly in front 01' lhe Dlhcr) i.. a \\cal-. po.. itioll. Lil-.~\\Ii ....:, a pa\\11 hy il ..c1f j.,

~ \\cal-. or. for thalmaller. "0 i.. a pa\\n Ihat i.. blncl-.cd from forward lllO\,ClllCnl.

11' onc or \C\er.tl of )our pa.....n.. are ablc 10 pa.... Ihrough )our opJXlnent'.. line.. 01' dcfcn ..c. ad\ 'II1(."C Ihern a.. fa'l
a, }OU c:mIO\I:lTd Iho:: othcr .. ide oflhe txx,rd (\\ Ilh thc intent. ob\ lOu,I). of promollng Ihcm 10 Queen..).

11' }OU :,re olle or 1""0 pa.... n.. ahcad 01' }our opponent. :md if }OU mu .. t mal-.e a choic~ bcl .... cen ..po."'Cific I}PC" of
picc~.. to Imde.lhcn lmde }our po.... cr piece.. fiN (}our Queen. Roo"... Knighh. and Bi..hol"). bul nOl }our
p:l .... n...

If}ou are one or IWO pa.... 11' bchind your "PI)Ollcnl. ;md if )OU IllU,t rna\..c a (:hoiee bcl""ccn 'rJCcifil· I)PC" of
piecc.. 10 Irade. thell Irade your pa.... n". nol your Ix}w('r piccc,.
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Ir )OU are dO\l.n 10 onc ßi,hop. avoid puning. )our p:;l\\n' on '4uan:, lhalan: Ihe ,ame color :1' )our ßi,hop (Ihal
I'. If)ou hal.C a ßi,hop Ihal mO\e, onl) one \\hilc '4u3re'. don'l blod.. Ihe "hile '4uare' "ilh )our pa"n').

If)oo and )our opponCllllr.tde a"a) ,tll )our ro"er piece'. don'l "o")'-"hel1 pa\l.l1' are Ihe onl) piece,!crt
(ewcpl for Ihc King. orcour-c). )OU 'Iill ha\e the rotemial Oflr.ldlllg caeh pa"n for a Queen. 111 Wille "al'.
lherero!\'. lh" i, acwal1) Ihe ea,ie,1 !..ind or gan1l..' 10 "in.

A Fcw Other End Rulc:. Wilh Other Picces:

ßy Ihe cnd nfthc garnc. your King will occome a more I}(l\\-crful pit'ce. Take advantage ofthat power: if YOll
are gning 10 ll'C YOllr King ofren,ivcly. now i, the lime.

It )OU ha\(' 1\\0 ßi,hop'. and )our opponent ha:- only a Bi,hop :md Knighl.tI1l..'n you ha\c the advanl;lge.
Folio" mg Ihat line of Ihoughl. Ihen. Bi,hop' an: general!) beller Ihan Knighh during Ih(.> end garn(>. '0 ir )OU
1110'1 trade po"er piecc,. Imde lhe Knighh fir, ..

Drawn Games: The Other Ending

A, ,aid carlier. the emire poim of che" i, "inning. Unlue!..II). there i, anOlher po"ibilil)-a' in real life. if
there i, a chance of lotal viclOry or 100ai ddeal. Ihere mu,t aho Ix' a chance of a no win/no ddeat for bolh ,ide~

,irnultaneou,ly. In ehe". Ihat ,ilUation i:- called a "dm"," or "'lale1l1ale:'

Thcre an: ,cl.'eral di flerent Iypc~ 01' "drawn game.,." Thöe include:

Dral.l. by PerfX'lUal ehet!..: 111i, oceur, whel1 olle player eontillually PUI~ Ihe other playcr':- King in ehec!.. (nol
chedmale) and Ihe cheded pl:lyer h:l:- no :lliernative bUI 10 endlc"ly n:peallhc 'Olme move, to avoid ehee!...

Dm", by 5Ialem:lle: For Ihe purpo~ of explaining Ihi:-. kl', loo!.. al il 'tricII) from your point of vie",.
51;llem:lle OCCIIf', when I) it i, your lum 10 tTlO\'e. 2) )our King i, not in chec!... and 3) )our onl)' remaining
mo\c i, 10 rno\c lhe King onto a Miliare which "ould place hirn in check (" hich. of COUf:.e. i.. illegal). If Ihel'>C
Ihree condilion~ have been IllCl.lhen Ihb i, ,t:tlemate and Ihe game i, mer. No one can claim viclory. bUllhcn.
no can claim dcfcal cilhcr.

Dr.lw by In,uflicienl CheÜm:lling Maleria1: Simply. neither ,idc ha~ cnough piece~ 1cft ollihe board 10 ;Ichieve
checkmalc.

Draw by Mutual Agreement: This is whell bolh playcrs agree lhal agame is drawll.
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!-in) MO\c Dra\\.: If fift) 1ll0\C~ h:l\e bc\-n made on c:u:h ... tde \\.ilhoUI:t ... ing1c c;lpture or a ... ingk pawn lIlU\C.

ehen Ihe game ~hOllld bc con... idercd drawlI (for ob\ iou~ rea ...on,. Ihi~ rarely happen... ).

Repcal Mo\c Dm\\.: If a pl:l)CT rcpeat... the C"tCl ...ame mmc... for Ihrce continuou ... g:lI11e turn.... Ihen the garne
can bc con... idered dr..l\\.n.

Closing Comments

1'hi ... manu;ll cover... onl)' Ihe ba~il' move... ami ba:-.ic ... Iralcgic... ufche...... a ... \\.ell ;, ... ha_,ie l·he ...... nOI;llioll. With
Ihc'>C ... I..ill .... )OU C:ln nO\\ go 10 }our locallibral) 01' bool.. ... tore and find bool.., Ihat \\.111 go inlO Illuch more
octaillhan thi ... m:mual-and almo... t al1 of Ihcm \\. BI Illdudc fl.-cord uf lhc game... uf p:",t :md pre ...cnll·he......
ma...ler-.. Sincc )OU no\\. I..no\\. ho\\. tu read chö... nOiatlon. }OU l':tn tudy and leam fmm lhc",-' t'KXII.. ... :md from
lhe g:IITlC' in:-.idl.' Ihern. Bul. 01' cour'\C. all of 11 i~ lIo1hlflg \\ ilhout playing lhe g:nne-;ttld '0. hen::. in fronl ur
}OU. i:-. [he battlclicld: )'01l1" che lmard. Your warrior... 'land ready. YOllr training i fini ...hed. :lnd therc.llw
~Ionl1 dra\\' ... near. ßaltk Che :malb )OU. Lellhe h:1Il1e. :md lhe kgcnd.lx:glll .

Your mOH'.
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APPENDIX A: COMPLETE CHESS GAMES

Wha! follow.~ here 'Ire lwellly g:UllCS playcd bctwccn chcss ",,"leTS. Thc:-.c g:unes bring logclhcr evcrylhing
Ihal ha~ beeil discus:-.cd in the m:mu:ll...:md llluch more. In each ca:.c. lhe player:;; are identificd wiln the
WhilC pl'l)Cr li\!cd fiT"!. follo.....cd by lhc localion ami date 01' the match. aod thc Iype or opcning uscd.

For help on undc..... tanding ehe.... nmarinn, "tt Ihe "CClion of lhe manualll11cd. "ehe.,\ 'ot:llion".

(J) Fisdu!r -- OI<lf'l~3l>I1. Sied 19t.l, Sicillan Defense

WH· ...E BLACK WH I n: BLACK • WHITF. BLACK

1. P-j(4
L. t>-KA,

p-\..;

4. f>xP
N-Ok3

f,. B-K j

B-.iH4
B. 0-0
;. :1-:n

1 • E-K2
P-P,4

1,. P-"IP4
13. R-B2!
14. B-BJ

P-'JB4

P-K"3
p",
B-NL
N-'JHl
N-R]
',,1-R4
p-,~ 1

0-8.

P-.?4
t;-~N"

P-K4?
B-Q2

.. .,. R-Q2
16. K-Rl
1 Q-Kf".

18. P-B'
19. RI-·.. l
20. N-N5!
21. NxQP
t.2. I'xN
t.:. QxN

"4. B-K2
2". p- ..rn
26. B-B4
27. B-05
28. BxR

KP-O.
B-83
:-1-02
F-N3
N-B4
Q-K2
NxBP
;o.IxB

PxN
BxPP
8-K'
P-R5
R.N
R-05

29. BPx?
30. ?xP

R-RI
3•. B-Q5!!
33. RxR
34. R4xB
~ R-KBI
36. p-N3
J R4-RI
JB. R-R8'
J9. Rx?~

40. R-RS·

KRPxP
B,P
Q-Bl
B-R3
B'
Q-R3
B-B5
Q-R6
B",
!<-I\1
K-RJ
1-0

f21 Pelr .an chm1d. Zl.'rich 1961. .~ dt'r:'. Ren "i De!er:se

• WiilTE • WH:TE WHITE BLACK

1. P-'.'4
2. P-O'>
1. P-UB4
/I. ~-.)B3

~. P-K4

f. B-!',

!>I-B3

8. C-,
q. BPxP

10. N-Q2
1'. P-B3!

P-084
P-Ol
I'-Kt, J
B-N"
~l-KB3

p-;r3

",
R-Kl
N-RJ
N-B2",

12. P-QR4
11. N-B4
14. B-;o.I~

15. BxB
di. K-Rl
t 1. :i-K2!
e. B-ß.4

19. üR-NI
20. B-02
21. P-KN4!
22. NPx?

26

p-N1

B-OR3
B,N
P-~R3

P-NI
0-81
8-81
f"-P4

P-B4 ?

N-AJ
p",

23. R-Nl'
24. R-N3
25. RI-Nl
26. ?-1(5
2. Qx?
28. RxR
29. RxB!
30. c.~K?;

31. P-Q6!
32. Q-K3!

K-Rl
R-K2
R-KN2
,"p
N2-1(1
B,R
!<xR
K-NJ
Q-Nl
1-0



"' Spassky -- Ghitescu. Beverwi jk 1967. Old Senoni Oefense

WHITE BLACK WHJ':'E BLACK WHr7E BLACK

I. ?-Q4 N-KB] 13. RQ1-N: 8-:.2 ,5. L -~ll Nxfl
2. P-QB4 P-QB4 14. tl-Q2 K-fll ". P-K5 R-B2
J. P-Q5 P-K4 : 5. P-KR4 N-NI ". ',.IxN R-KR2

•• N-OB) P-Q3 16. 8-K3 P-KR4 2B. P-K6 8-KN4
5. P-K4 8-K2 P. P-N5 8-Kl 29. O-K4 SxB',. N-83 0-0 18. P-B4 P-ß4 " J,B Q-1':2

'. 8-03 Q~-Q2 19. N?xPE'p NxP ,
~l-K~ R,P

•• -'2 N-I<: 20. p" p,p ,. !;K4-Bb ,,-,,8
•• P-KN4 ! P-KNJ 21. N-83 N-K5 B. ß-l(4 ..rR4

I 8-1'16 I'>-N2 22. R,N P.- ,. 0-/(N3 P-KN4
11. 0-0-0 N-53 23- N,P N-R4 );. N,' RRlxN
12. P-KflJ P-R3 24. NxP!N4! tl-N6 ". Q-K:·f 1-0

141 Burn -- Ot;ras, Br-e::s.au .912 • Oueen's Garr.bit Declined

WHITE BLACK WHI7~ BLACK • WHITE BLAn~

I. P-04 P-Q4 13. 8-K1 P-B5 ! 25. 1'1-1'12 "p
2. P-QB4 P-K3 14. 8-82 P-NS 26. P-K5 N-",4

tl-QB) P-QR3 .5. N-r;l L -1'.:4 L' . 1'-1(4 B-B5,. P-Kl N-KB) 16. \i:-l-\l KR-BI d' . f<xB R,'
N-BJ 8-;<2 P. I"-Bl P-",R4 2'1. t>-"b ;I-El2,. B-03 p" 18. N-N3 EI-RJ 30. ~l-KN' B-C~,. BxBP ?-QN4 19. P-K4 P-R5 1I. R-KI ',B

•• B-N) B-N2 20. B-Q2 P-N6~ 32. N-IJ5 R-RB,. 0-0 Ol\-q2 2l. PxP 6PxP ," !lxl< 6-84
0-1(2 ?-B4 "- ," 6"',", ". t;x!; "'" ..
R-QI Q-!.lJ 2' . 6-Nl P-R6! l5. ,R ?-:...

2. B-Q2 1-0 24. p,p P-N , ". :1-1(- ,-,
Reslgn

'" Ben ... , Petro51an. Bled • '159. Re: i 0r*ning

• WH':-!:; flLACK • WHITE BLA:K • wH -, LA .jI

I. N-1<63 N-KB3 !'-RJ ?-QN4 '. .... -N3 -, '
2. P-KN3 P-Q4 ,. P-Q3 p" ,0. R-Ql I,)-B2
J. 8-N2 P-B3 7- N-K~' P-QR3! 11. OxQP' ',;lN-,.I2,. P-B4 p,p •• 0-' B-N.l 'hr; ",xN
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13. Q-82 0-82 21. N-06 0-83 29. R-K5 P-NG! !
14 . B-K3 P-B4! 22. NxN O.N 30. R.P eh K-Bl
l' . 0.0 0.0 23. R-Q4 R-B7! )1. R-KR5 P-R3!
16. O.P R-BI 24. R.O R.O 32. R.P K-N2
:7. P-ON4 N-KS 25. P-QR4 R-:n )J. R.P R-RI
10. Q-N2 BxS! 26. P.P P.P 34 . R-B7 P-Nl
1,. P.B 0-0 "- R-R7 P-N4! Resigns
20. N-B4 R.P 2B. P-R4 P-ONS

(6) Fl arnbe ["9 n Alekhine. Mannheim 1914. R,y Lape,

I WHrTE eUeK I WHITE BLACK WHITE BLACK

I. P-K4 P-K4 1•. R-K3 N-S5 27. Q-R5 P-N6
2. N-RB) N-QB3 15. 8-82 P-QB4! 2B. hP BPxP
). B-N5 P-QR3 16. N-N3 P-85! 29. 8-03 P-R6!

•• 6-R4 N-BJ 17. N-Q2 P-B4 30. RxRP R.R,. 0-0 N.P 10. N-Bl R-B2 )1. P.R P-N7
6. ?-Q4 P-QN4 l'. R-KN3 N-H3 32. Q-Ql R-Bl!,. B-NJ P-Q4 20. P-B4 P-QR4 )J. R-N3 R-Rl
O. P.? B-K3 21. B-K3 P-N5 )4. B-QNl R.P,. P-B3 B-K2 22. N-Q2 Q-N) 35. B-Nl R-R8

10. R-Kl 0-0 23- N-53 8-02 36. R-QB3 B-R5
11. ON-Q2 N-54 24. N-NS B.N ". Q-03 B-N4
12. N-04 NxN 25. R.B P-RS )ß. 0-Q1 Q-R3
1). P.N N-Q6 26. K-Rl N-K2 Resi9"1l

PI Benko Tai:nanov. Buenos A. res 1960, English Opening

I WlitTE eueR I WH!TE eLAeK I WHITE OLACK

I. ?-QB4 P-K3 14. P-N5! R-Kl ". KR-NI N-K2
2. P-KN) P-04 15. PxBP P.P lO. B-BI I-I-Bl
). B-1-I2 I-I-KB3 16. P-K) P-KR4 29. RxRP R.R

•• I-I-KB) N-B3 17. I-I-K2 - ) JO. B.R -01,. 0-0 B-K2 10. I-I-B4 P-R5 31. BxKT .B
6. P-04 0-0 l' . P-1-I4! P-N4 32. P-R6 8-K2,. P.P hP 20. P-R3 N-N3 )J. R-N7 0-01
8. 8-1-15 P-KR3 21. P-R3 N-1-I3 34. P-R7 B-81,. B.' B.B 22. 0-B2 B-Q2 35. Q-B5! B-K2

10. N-83 N-K2 23- N-85 KR-QBl 36. NxNP! ! BxKN
11. R-Bl ?-B3 24. R-Nl B-Kl 37. N-K6! ! O-B3
12. P-ON4! P-R3 25. P-R5 R-B2 38. 0.0 ..0
13. ?-QR4 ! N-B4 26. R-N6 RfB2)-R2 39. N-B7 Resiqn5
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(8) Anderssen n Kieseritzky. London 1851, Bishop's GaMbi.t

WHITE BLACK • WHITE BLACK • WHITE BLACK

1. P-K4 P-K4 9. N-55 P-QBJ " . N- " O<P
2. P-KB4 P<P 10. P-KN4 N-BJ 18. B-Q6! ' B<R
3. 8-84 Q-R5 eh 11. R-NI! P<B 19. P-K5! ! O<R eh

•• I\-Bl ?-QN4 12. P-KR4 Q-N3 2C. K-K2 N-QR)
5. B<P N-RB) 13. P-R5 Q-N4 21. N<P eh R-Ol
6. N-KB3 Q-R) 14 . -B3 N-Nt 22. Q-86 eh N<O
7. P-Q3 N-R4 15. B<P 0-83 23- 8-1\7 1-.
8. N-R4! Q-N4 1,. N-53 8-84

191 Paulsen n Morphy, New York 1857. four Knights' G.~

WHITE BLACK I WHITE BLACK WHITE aUCK

1. P-K4 P-K4 'l. 8-a3 R-KJ 2l. K-Rl B-R6
2. N-RB) N-QBJ 12. P-B3? 0- .! 22. K-Bl B-N? eh
3. !'I-53 N-53 13. P-QN4 B-N3 23. K-NI B-R6 eh

•• B-N5 8-84 14. P-QR4 P<P 24 . K-Rl B<P
5. 0-0 0-0 15. O<P B- 2 25. Q-81 B<O,. N<P R-Kl 16. R-R2? QR-K} 26. R<B R-K7
7. 1'Ixl\1' QPxN 17. Q-R6 QxB! ! 27. R-Rl R-R3
8. 8-84 P-QN4 lB. P<O R-NJ eh 28. P-Q4 B-K6!
9. 8-1\2 ",P 19. K-Rl B-R6 Resiqns

10. N<N R<N 20. R-QI B-N? eh

001 Sied Morphy. London 1858. Philidor Oefense

• WHITE BLACK I WHITE BLACK • WHITE BLACK

1. P-K4 P-K4 11. P-KN4 NxP 21. K-B2 O-R~ eh
2. N-KBJ P-03 12. N<N OxN 22. K-N2'? BxNP~

3. P-04 P-KB4 13. N-K~ N-BJ 23. PxB R<P eh

•• N-B3 BPxP 14. B-K2 Q-R6 24. O<R xQ eh
5. ONxP P-Q4 15. NxN P<N 25. K-B2 P-K6~

G. N-N3 P-K~ 16. B-KJ R-N! 26. B<P B-B4 eh
7. N-K~ N-KB3 17. 0-0-0 RxBP ~ ! 27. R-OJ Q-B~ eh
B. B-KN~ B-O) 18. B<R -R6! 28. K-02 Q-R? eh
9. N-R~ 0-0 19. P-B) O<P 29. K-Ql Q-N8 eh

10. 0-02 Q-Kl 20. P-N4 Q-R8 eh Resigns
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Oll Zimmer -- Thaimann. S'" Diego Freeway 1966. English Opening

WHITE BLAC"K • WHITE BLACK • WHITE BLACK

, . P-'.,B4 P-K3 12. N-02 ON-B3 23. !"-BS! N-K5
2. !"-K3 N-KB3 13. P-B3 N><N 24. BxN Pd

•• N-KB) P- ..N3 1<. QxN PxP 25. P><NP! R-81
4. B-K2 B-K2 : 5 • BxP ?-04? 26. PxP eh K-Rl

,-( 1"-04 ". B-03 KR-BI 21. P-OS eh P-M

•• ?-v4 B-~1 . '. ::R-K: R-32 28. 0-N4! ! R(81)-84
).1-83 -0 ,B. p-Kt; QR-OBI 29. R-B6 eh! KxP

8. 1"-,,'13 • ~;-.J2 ,9. ?-K5 N-Kl 3C. QxP eh X-N2
9. B-I:2 . -K2 ZC. 1"-84 P-N3 31. BxP eh! KxR

11:-' 0" N-K' 2l. R-I<J! ?-84 32. 8-1'11 eh! QxB."
.L Nxb PxN 22. PxP t'><P 33. Q-1(8 1-.

( .. 2) B g y ..t )V -- Alelth.ne. Ha~:inqs _922, D_lch Defense

• "'HITE BLACK • W'ii.7E aUCK WHITE StACK

l. P- .. 4 -1<8t; 19. N-RJ P-Q4 ! n. RxB QxR
2. P-;;'B4 !1-l(B3 2 :'I-BI N-K2 ... P-Nt; N-B6 eh!
J. P-K~; , -10 21. ?-Rt; 1'1-83 39. BxN PxB,. 8-r;2 B-N' ,h 22. R-Q2 N-Q"S 4C. PxP 0-K1! !

8-;'2 RxB h 2J. B-Rl Q-KI! 4L 1"-05 K-~H !

•• Nx8 1'-8, 24 . R-K"'2 PxP 42. p-R5 K-R2
I(~,-ld '-0 25. hP BxP 43. 1"-1(4 N><X?

8. P-'. l 26. "'-82 8-02 44 . t'xN QxN
"l. ,,-'0 K-R~ 2, . N-Q2 P-ON4! 4', . P-Q6 PxP

Q-8) P-K4' 28. :<-Ql 1'1-06 ... 1"-86 PXP
11. P-K] P-Qi<4' 29. RxP P-N5! 4 . R-Q2 0-1<1 !
12. P-t'J Q-Kl ' 30. RxR PxQ! ... RxQ PxR
13. ?-\iR Q-R4 ! 3l. RxQ ?-B7! ! 49. K-82 K-B2
14. P-KR4 N-KN5 32. RxR eh K-R2 5.,; . "Q X-N2
15. N-~'., 8-Q2 33. N-B2 ?-BlB)Q eh 51. K-82 K-B2
1•. P-83 N-83 34. N-Bl N-K6! 52. X-KJ K-K3
17. 1"-84 P-K') 35. R-R2 OxBP 53. K-K4 P-Q4 eh
18. KR-Cll P-R3 36. R-QN8 B-N4 Resigns
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(13) S<le:nisch n NimzQvich, Cupellhagell 1923, Queells Indian Defense

I WHITE SLACK WHlTE BLACK I WHIT~ BLACK

1. P-Q4 N-KB3 10. B-84 P-QR3 ! 19. R-Nt 8-03! ~

Z. P-QB4 P-K3 11. R-Bl P-QIH ZO. P-K4 8PxP!
3. N-KB3 P-ON3 12. Q-:O N-83 2 •. 0" ,.,
•• P-KIO B-N2 13. 1\'11\ Bx'" 22. Q-!'I'5 QR-KBt,. B-N2 B-K2 14 . P-KR3 Q-Q2 23. K-RI R(8Ij-B4
6. N-B3 0-0 1>. K-R2 N-R4~ 24. Q-K3 8-Q6!
1. 0-0 P-Q4 16. B-Q2 P-B4! ". QR-KI P-R3! ! !,. N-K5 P-B3 11. Q-QI P-N5' Resign.s
9. ,., 6PxP IB. N-Nl 6-QN4

04) Chekhover -- Elolvillnik, Leningrad 19:31, Ret1 Openillg

WfHTE 6t.ACK WHITE BLACK • WHlTE BLA....K

I. P-Q4 N-KB3 IS. N-R2 B-QR3 3>. R-B2 R-R2
2. N-KB3 P-QN3 19. P-B4 N-R4 36. QR-KBt R-B5
3. P-KN3 B-N2 ZO. B-X8I P-BS 31. N-B6 R-B2
4. B-:-I2 P-N3 21. K-N2 KR-BI 38. P-K~ ,.,,. 0-0 B-N2 22. B-K3 N-B4 39. NxKP P-B7
6. P-B4 0-0 23. P-!Il4 N-B3 <0. N.R tlxN

'. ON-02 P-64 24. .., R•• 41. RxKBP P-B8-Q,. P-QS P-KJ ". P-N5 N-R4 42. R-B8 eh X-N2
9. P-X4 ,., 26. P-ß5 0-Q1 O. R(B8l-B7 K-R3

10. BPxP P-Q3 21. P-B6 "" <4. R.O ,.R
11. R-Xt R-XI 28. PxN Q., ". N-N4 eh X-N4
12. ~1-R4 Q-K2 29. N(R4)-B3 Q., <6. P-Q6 P-N6
13. 0"-83 Q:I-02 30. 0.0 "0 .-. P-O- R-Oa
1<. B-Q2 P-QN4 31. (lR-Nt P-B6 <S. K-N< P-Rl
1 O-B1 Q-Bl 32. ••• ,.. 49. R-BJ ,.,
16. Q-82 P-QR4 33. N-Q4 P-RS Reslglls
11. P-KRJ P-N5 34. R-KBl P-R6

(15) Ret .. Alekhine, 8ao1en-B,1,den 1925, King's fi<lnchet<;:o

• WHITE BLACX WHI-E BLACK • WH:TE B{.ACK

1. P-XNJ P-K4 •• P-OJ ,., 1. B-QL ••• eh
2. N-KB3 P-K5 5. Q" N-KB3 ,. N•• 0-0
3. N-Q4 P-Q4 6. B-N2 B-N5 eh 9. P-QB1 N-R3 !
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10. p,p N-QN5 21. P-lIi4 P-Rl 32. R-B4 '-xB?
11. 0-84 Nl51xQP 22. R-QB: ?-R5 JJ. 8-N2 B-K3~

l<. NI2)-NJ P-Bl 23. P-R4 p,p 34. R (841-82 N-N5 eh
ll. ,-, R-Kl 24. RPxP C-82 35. K-R3 1'-1(4 eh
:4. KR-:;Il B-N5 25. P-N5 RPxP 36. K-R2 R,.;N!
15. R-Q2 ':I-BI 26. p,p R-K6! ! 37. R'N N-N5 eh!
16. N-QB5 B-R6! ! 2"- 1'-83 p,p 38. K-R3 N-K6 eh
11. 8-83 B-N'i 28. Q", N-B6! 39. K-R2 N,R
IB. 8-:>12 B-R.6 29. Q", Q,Q 40. B,R N-Q'i! !
19. B-B3 B-N'> 30. N,O N", eh Resigns
20. B-Rl P-KR4 ! 31. K-R2 N-K5!

116) Spielmann n Ell$kases, Match 1932. Queen' s Gambit Declined

WHITE BLACJ( • WHITE BUCK • WHITE !H.ACK

I. P-Q4 P-~4 12. P-B5 ! KPxP' 23. 1(-82 KR-Kl
2. S-KB3 P-J(' 13. P-K6 p,p 24. N-85 8-81, P-B4 ?-QBJ 14. NxKP Q-N) 25. P-QN4 K-NI
4. 1'-83 p,p 15. P-OR4 PxN! 26. 8-N2 RIKBI-K6,. p-J<4 P-OS4 .6. p-R.5 O-R) 23. -QI P-B6
6. P-J<'i B-N2 I· . Q-82 NIQ21-B3 28. 8-81 P-B7! !
7. 8-1<2 N-K2 IB. R'N B,R 29. Q'P R-K7 eh
a. N-K4 N-Q4 19. QxKP J(-52! 30. Q,R B,P eh
9. 0-0 N-Q2 20. N-55 QR-Kl 3l. 8-1(3 R,B

10. N-N5 8-K2 21. O-B3 RxB! 32. Q-Bl R-OR6 eh
II . P-B4 P-N3 22. N,O R-K8 eh Resigns

(11) Mannheir::er -- N~:TIzovitch. Frankfurt 1930, F'rench Oefense

• WHITE 3LA::-K , WHITE BLACK , WHITE BLACK

I. P-K4 P-K3 .2. N-N5 P-KN3 23- N-K5 -<3
2. 1'-04 1'-04 13. B-54 0-B3 24. R-NI P-N3
3. N-QB3 B-N5 14. B-02 P-KR3 25. K-R2 N-55,. p,p p,p ". N-83 K-R2 26. 5-K3 P-KN4 !,. N-B3 N-K2 16. N-R2 O-Rl 27. I'-N3 R-53
6. B-Q3 Q:>I-33 17. 0-K3 0-N2 28. R-Kl R-KNI
7. P-KR3 8-KB4 18. 0-83 N-K5 29. B-Bl P-N4!
8. B,B NxB 19. B-Bl P-B4 30. N-83 P-KN5
9. 0-0 B,N 20. 0-03 N-R4 31. p", R,'

10. p,p 0-0 21. P-KB4 0-02 32. N-Nl R(53)-N3
11. 0-Q3 N-03 22. N-B3 0-83 33. R-B3 O-Nl
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l4. I1-K2 P-KR4! 38. 8-1<.3 ?-R): : 42. N-Ni P-RS
l5. K-N2 P-R5 H. B-a2 0"' 43_ K-K2 P-R6
36_ R-Rl R-KR3 40_ 8-Kl P-R4! " -

R-Bl P-R-

". R-RJ Q-NJ! 41- !(-Bl Q-N8l Resigns

(lB) Laboucdonnais -- M6cDonnell. Lendon 183-4. Bishop's Opening

WHITE BLACK • WHiTE BLACK WHITE B!..ACK

1- P-K4 P-K4 14_ K-NI '"' "- Q-83 N:<B,- 8-84 6-84 ,,- 'x, P-QR4 28_ P-Os NxQP
3_ Q-K2 N-KB3 16_ KN-B3 B- , ,,_ KR-NI N-B6 oh.- P-Q) N-83 1 P-KN4 P-R3 30_ K-RI Bx'
5- P-QBJ N-K2 !S_ aR-NI P-R5 31- Rx, eh ,,-RI
6_ P-B4 'x, 19_ P-N5 'x, 32_ 0-1'13 B-NJ,- P-Q4 B-NJ 2C_ Bx, P-R6 33_ 'xB :-K8 eh.- Bx' P-03 21- P-NJ 8-83 34_ RxO RxR eh,- 8-Q3 N-N3 22_ R-N4 8-R4 35- OxR NxQ

10 _ 8-K3 0-0 "- P-RII 8xN 36_ R-R7 eh K-NI
11- P-KRl R-Kl 24_ tJxB R-R4 37_ 'x, eh KxR
12_ N-Q2 -., 25- P-R5 RxB 38_ P-B8-Q N-81
.3_ 0-0-0 P-84 26_ "R N-B5 0-1

1191 Gag! idze -- Smorodsky. Ti fl j s 1928, Oueen's Gambit Declined

• WHITE aUeK WHITE BLACK • WHITE BI..ACK

I. P-Q4 P-Q4 14. P-QN4: P-Rl 27_ P-RJ R-Q2,- N-XB) !'I-KB) 15_ P-OR4! N-Bl 28_ Q-Nl! O-KBl
3_ P-B4 P-K3 16_ Q-N2 ! N-K' ,,- O-N6 R-K2
4 _ N-B3 QN-Q2 ; P-N~ ~ RPKP 3C_ R-R5 ~-Bl

5. B-N~ B-K2 18_ ,,p ,,p 31. R-B5 - ,
6_ P-K3 0-0 19. NKNP N-Q3 32_ O-R5~ K-Rl,- R-Bl P-B3 '0_ R-5S NKN 33_ O-R8 eh B-N1.- 'x, KPKP 21. QKN B-K3 34. Q-KB8 ~ P-B5,. B-03 R-Kl 22_ N-K5 P-93 35- R-B8 O-Kl

10_ 0-B2 P-KR3 23- N-N6 NxN 36_ B-BS Q-B2
11. B-R4 N-R4 24. ,.N R-Bl 31_ Q'O "0
12_ BxB ". 25_ KR-BI RxR 38_ B-K6 1-0
13_ 0-0 KN-B3 26_ RxR P-B4
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(2 EJwe -- K",r" , M(I~ h 194:" • ..u"er.' , tndia:"! D1!!!ef'lse

l'iilI"'E BLA~K • i'i;H7E BLAc:'K • WHITE BLACK

I- P-.4 t;-K83 : 3. P-;,l'> BPxl' 2S, R-B2 RxB
1'-,.,84 P-!O 14. QxP :1-84 26. K-81 QR-i<: !
;;-KB) P-Q~J IS. Q-K.l B-KB) ! 21, P-BS R-K4

•• P-!'t:l 8-:<2 16. B-R3 R-K: 28. P-86 Pxp
8-1;2 8-1<2 1 8-1<3 0-Q1 ! 29, R-Q2 8-81 !

6. 0- 0-0 18. ßxh PxP! 30, N-54 R-K6!- N-B3 N-K5 l' . 8-K6 eh I(-Rl 31, Q-Nl R-B6 eh
a. ';'-82 h<R 20. R-Ql QPxB 32. K-N2 RxN! !,. Oxh P-03 21. N-N2 P-05 33. P," R-Nl eh

1 Q-82 P-KB4 22. 1'-84 P-Q6! ! 34, K-83 B-N5 eh
11, 1'-1<1 ~-Bl 23. RxP QxR! ! Resigns
1 I'-K4 N-Q2 24. QxC 8-Q5 eh
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MICHAEL QUARLES

[)o >,Oll hayc :my idea wha! it's like 10 have an artist hand you eight disks' worth of animation dala
:md >,our oo:-~ lells you thai yOll have 10 pack it down 10 one'! Weil. Ihal'S what hapPCI1(~d 10 me.
Brian also lnformcd me Ihal J would have 10 pUl my prograrn and 200k of digitized sound on (he
"':Ulll.: di:-k. Nccdlcss [0 say. I kncw Ihere wcre going 10 bc hard limes ahead for all of us working on
Ballte Chcsl'>.

1I "ould havc been much casier on me if wc could have given away a hard disk and a 2MB RAM
card wilh c\'cry game! I can rcmembcr Todd. Jay. Broce and myself working weekends and lang
hom... \\ itholll such luxuries as slccp. 10 mcci deadlines like consumer shows and demos for
ovcr,c:.... bu)'crs. and (hell having 10 go horne and promisc our wives Ihat il would bc: aver soon. )es
beeil onc lough hau I hut wc'rc vcry proud of Baltle Chess. Through all of Ihis we kepl one thcme in
mim!. "Ncver ever lelthe quatity slip." I have 10 admit we had a 101 of fun slory~boarding the
comb:lb CVCIl though most of thai crcdil gocs 10 Todd.

\VC workcd thi .. hard becausc of Inlerplay. We have a 101 of lalenled people here-we know if wc
\...orlo. hard cllough we can pUl out greal games Ihat we all can enjoy and be proud or.

From Ihr.' Ii'ft: Jay PaI~/. Brut:r Schlickbmld. Miu Qw.lfl~s. TixJd Cmnasla
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