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Instead of an introduction

This book is for everyone, the young and the old, hackers and computer buffs, chess
players and non-chess players, for all those who have computers - and are courageous
enough to challenge them. The reader of this book plays games from the position of the
winner. Without doubt, it creates self-confidence, as it has been aptly noted by my
excellent reviewer, Mr. Janusz Korwin-Mikke. The chess itself teaches also how to be
precise and efficient, how to consistently pursue a set goal, and also, from a broader
perspective, it develops planning, management and organization skills. In short: it forms
the man or woman of the 21" century.
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Dear Reader. Amongst really intelligent people there are none who
cannot play chess. And if there are any, they are just the exceptions
that prove the rule. This book, sort of pass into the world of
intellect, constitutes an indispensable tool for a young man or
woman, an important link in the chain of elements supporting
proper development.
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And thus we have reached the final point. Is it possible to learn how
to play chess in Poland? It’s not that simple! As you can see, first of
all one needs to be elected an MP. But let’s not exaggerate. There’s
another way out. All you need to do is to buy our book titled
CHECKMATE-ELITE or how to defeat a computer in a game of
chess. And here comes a question: Does going through this book
guarantee that one becomes an MP? Well, it would be a logical
sequence. However, I’m going to leave you in suspense. Even
though I know everything, I will not give you an answer to that
question. Just out of sheer capriciousness.

Author LK



PREFACE by Janusz Korwin-Mikke

In the movie titled Jumanji children found old pieces from a Hindu game and started
playing eagerly. If you are a person of that kind, buy an old plank at a marketplace and
aclassical guidebook, and play chess. Itis a wonderful, ancient game.

But if you perceive the game as a dynamic battlefield, if you are not afraid to stand up to a
computer, then learn from this book. It is for you. And play chess. It is a game for thinking
people, whereas the 21st century is a century where battles will be fought by intellects
interfaced with computers. Mr. [LK] has just interfaced with the K-Chess Elite, a software
developed in distant Australia. But the rules of thinking and the rules of chess are the same
everywhere. KCE plays chess very well (if you are able to frequently win against it, you
should immediately join a chess club saying: “I play on category 1 level”). However, it
really can be defeated.

How?

That question should be addressed to the Author. Which means: read this book.
A computer is not a living being. A computer never becomes aggravated or bored, and it
never yells. But you can yell at it, you may ask it silly questions or shake your fist at it.
It will not feel offended or surprised. You can reverse your moves or instruct the computer
to make a move and see how you would play thereafter (which is prohibited in games with
another human being).

Computer’s reasoning is never wrong, as a computer does not think the way people do.
A computer analyzes ALL the possible moves and selects the ones that lead to the best
position. However, the number of possible moves is enormous. It exceeds the number of
stars in the Universe or of sand grains in a desert. Except for very expensive applications
installed on Really Powerful Computers (Mr. Garry Kasparov, a World Champion, played
against the Deep Junior software, which used six powerful computers and only hardly
won!) those machines calculate two or three moves in advance. And if a computer
calculates that three moves will lead to a checkmate, it surely is right!

Ahuman being, on the other hand, uses its strategic sense and immediately rejects the vast
majority of such moves as absurd ones, and analyzes instead 5, 6, 7.. and sometimes 15
moves from the options which he or she finds out to be most sensible.

A computer wins in a situation where a man classifies a good move as one not worth
attention. There are such games: the computer makes a seemingly stupid move and
everyone says: “It has made a mistake!”, whereas later on it turns out that the computer
was right. A man wins when the computer tries to achieve an excellent position after three
moves... but it cannot see that there is a trap set for it by the man: two more moves and
acheckmate.

Atthe same time computer applications make characteristic errors. It’s hard to believe, but
until this year applications capable of defeating a World Champion could not assess
simple draw positions. It was necessary to prepare separate “extensions” for each of such
positions!!! And, of course, such extensions were prepared only for some of them.

For example, a man reasons like this: if White have three, four or even nine bishops, but all
of them move on the light squares, they CANNOT checkmate the lone Black King.
How could they? The King will move on the dark squares, it cannot be checked, and if the
Black King tries to block White, there will be a stalemate. And that means a draw.
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But a computer cannot think. It calculates 2, 3 or even 30 moves ahead for every option and
it always finds out that it will have an excellent situation after such 30 moves. An
advantage of 9 bishops! And the computer doesn’t “see” that it is unable to win the game.
After you train with the computer and follow the games played by Mr. [LK], you will
understand that he has given you some advice on how to utilize such minor weaknesses of
the computer. The computer covets pieces - unmindful of the fact that after four moves its
King will become jeopardized (but the computer calculates only three moves ahead). It
repeats errors, which can be utilized against it. That’s how you can become The World’s
Best Specialist in Defeating Computers! It is not unlikely that you will lose games to any
human Grandmaster, but you may defeat a successor of Deep Blue instead?!

Who knows?

And what if some Aliens from other planets decide to attack us but, in order not to expose
themselves to unnecessary risk, they send some of their computers to do the job?

You will be the man!

Butdon’t waste any more time! Turn on your computer and read!

Janusz KORWIN-MIKKE



Review for publisher of a book titled
“Checkmate Elite” or how to defeat a
computer in a game of chess

The book is most certainly innovative. It contains descriptions of the Author’s experience
from battles against the K-Chess Elite software, as well as the Author’s own reflections.
The idea is absolutely interesting, as those are remarks of a man who plays chess on
a good, but not master level. So far efforts have been made to make sure that books are
written by chess masters. As a consequence, beginners were not able at all to understand
the mental shortcuts taken by the authors. In this case the thread of understanding is found
immediately, as most people have similar experience with computer software.

So far the process of teaching how to play chess has been identical with the way in which I
was taught foreign languages: by means of providing examples of optimum pronunciation
and explaining grammar. The Author takes a different approach: one similar to the process
of learning a language by means of using it. The Author encourages the readers to play
freely with the software (computer), and possible mistakes are not seen as problems: one
or two moves are reversed and the game continues until the computer is defeated. That’s
because one will finally find the right move.

Selecting the K-Chess Elite application for the said method of learning was the right
move. That software plays well, but it can be defeated, unlike, for example, Fritz, playing
against which is frustrating, as in order to win against it in the tournament mode one rather
needs to be a Grandmaster. KCE will defeat beginners, but once in 5 attempts, on average,
the human player will make a move on a level better than the one of KCE. A win against a
computer provides the students of that wonderful game with self-confidence, which is so
important for young people. In order to start defeating KCE continuously, one should be at
the level of a National Champion. Leading a young man to such a level would be a great
success.

A student may also follow the Author’s reasoning and independently assess its rightness
by means of playing the indicated games. That’s an excellent training.

Nevertheless, the purpose of the book is to train people, and not to become involved in
Kasparov - Deep Blue debate. The author of A Guide to Polish Literature does not usually
expect to be a candidate for the Nobel Prize.

To sum up: for vast majority of people (except for two or three per cent of perfectionists)
who have been playing chess for a couple of weeks this book provides an excellent method
for increasing their skills and learning chess analysis at home, in front of their computers.
As regards schools: I support encouraging young people to play chess by means
of forbidding them that sport (they will instantaneously start playing en masse under their
benches...); however, if they are to be taught how to play chess, this book provides for
those somewhat familiar with computers an intellectual adventure, contrary to the classic
guidebooks which nowadays may be perceived as boring: it is the computer screen and not
a piece of paper and a wooden plank that is attractive and vivid in the eyes of the boys of
today!

In my opinion, up to 80% of those who want to learn how to play chess may be interested in
the book.

Janusz KORWIN-MIKKE
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Publisher’s review of a book titled “Checkmate Elite”

or how to defeat a computer in a game of chess

The ambitious idea to make available to a wide group of readers an educational and
guiding book which provides an answer to the question posed in the title - “How to defeat a
computer in a game of chess?”” - must be deemed to be timely and proper in every respect.
That educational and, by the way, praiseworthy purpose convinces me above all,
especially because there has been really no such publication on the Polish book market,
whereas demand for it is unquestionable.

From the psychological perspective, the benefits arising from reading the book need to be
highlighted, namely an increased capability to effectively challenge the Australian chess
software named Chess Elite (and similar applications), and a possibility to increase the
chances of young people to succeed, with the use of this particular book. Why is it so
important? Because it helps to develop that kind of personality that will make it easier to
fight one’s way through life. It really is not that easy to defeat a computer. I must confess
that I myself made an attempt to measure myself with the software, but [ would prefer to
pass over the result in silence.

As regards humor in the book: it contains multiple funny drawings which not only lend
variety to the contents of the book, but also refer in a funny way to the current real situation
in our country. Together with the jokes and the likable figure of the Chess Elite computer
they create a unique, warm climate.

Finally, one of the most important advantages of the publication currently under
development is that it makes reference to a very important function, mainly the
development of the cognitive skills by means of teaching how to concentrate on activities
well planned in time (and space), which at the same time builds and strengthens creative
imagination. All that is subsequently translated from chess into the skill of making right,
and at the same time informed and responsible decisions in everyday life. And that is a
very strong point of the book.

To rep up, I would like to stress one more aspect related to my professional field. The book
may be very helpful to young people with impaired hearing or to those on wheelchairs, as
many outstanding chess masters can be found amongst them. Therefore, I support the o
pinion of the chess Grandmaster, Mr. Wtodzimierz Schmidt, as regards recommending the
book "for school use" by the Ministry of Education.

Head of the Rehabilitation Psychology Department
Professor Tadeusz Gatkowski, Ph.D.
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Wilodzimierz Schmidt, M.Sc., Eng.
115/97 Osiedle Piastowskie Poznan, 26 August 2003
61-166 Poznan

BOOK REVIEW

Leszek Kaszczyniec: “CHECKMATE-ELITE?” or how to defeat a computer
in a game of chess.

The book is extraordinary. It is extraordinary at least due to the fact, that there isno
other such book in the Polish literature, and maybe even in the world’s literature.
Therefore, for filling a gap in the chess literature I give the maximum score - 10 points. The
author, in a light and attractive form, presents his chess “battles” against the Australian
software Chess Elite 4. The most amazing fact is that the book has been written by an
amateur chess player. That may be the reason why there are some weak points in the
games, both on the part of the author, and of the computer. But that may be excused, as
neither the author nor the Chess Elite 4 program is a professional player. Many games are
very nice. Particularly conspicuous are games IV (a beautiful, unapparent attack
combined with quality sacrifice) and X VIII (rook sacrifice).

A separate chapter is game XXI, a true gem in this fine book. An announcement of a
checkmate in 8 moves! Although it cannot be accomplished after a "non-chess” sacrifice
of the queen on the part of the computer, it is crowned with beautiful checkmates. The
black king from h8, taking on its way material from White, advances to g3 where it is
checkmated!

The book is made really attractive by funny drawings and equally good jokes.

An innovative approach to the subject matter, as well as educational qualities of
the book are arguments that support recommending the book “for school use ” by the
Ministry of National Education and Sport.

A summarized assessment of the elements which give value to the book (from 0 to 10
points):

1. Beauty 8,5
2. Attacks 8,5
3. Comments 9,0
4. Humor and drawings 10
5. Perfect preparation of the whole book 9,0
6. Educational values 9,5
7. Aesthetic values of the whole book 9,0
8. Game XXI 10
9. Innovative idea 10
10. Filling a gap in the chess literature 10
total 93.5

Average score out of 10 available points - 9.35

/-/ Wlodzimierz Schmidt
Chess Grandmaster



How to defeat a computer in a game of chess?
Part I

How to defeat a computer in a game of chess?

The simplest solution would be to be a good chess player, better than the computer. And
what if you are not? You need to use this book. It contains games which I played against the
computer software named Chess Elite 4. It includes pieces of advice and instructions
which will show you the ways and methods of winning, and also enable you to understand
the beauty of chess. | myself am an amateur chess player. I play on a decent level, maybe
even category I level. I think that the quality and level of games provide the best
recommendation here. Nevertheless, before I started to win against the computer, before
Tunderstood how to win, I lost numerous games.

1. Therefore, in order to play and win one needs the basic knowledge of chess, the
knowledge of openings (from the Chess Opening Theory) and of endgames, and of how to
use the gained advantage. This book will teach you all that to some extent. And now it’s
time for the first important remark: having captured a piece, you need to be twice as
vigilant as before. [ know that because I lost many such games, as I believed that [ had
already won them - that the victory was mine. An advantage puts your vigilance to sleep,
and you always need to remember that you play till checkmate or till the other player gives

up.

2. The computer has enormous knowledge. It has the variations from the Chess Openings
Theory “at its fingertips”. You cannot compare with it here. So... After making several
correct moves you need to depart from the theory into an area that the computer does not
know.

3. It is necessary to nip the computer’s aggressive moves in the bud, to prevent them, to
avoid variations in which the computer makes such moves. In other words - to get out of
the way of the raging computer. In the first stage, when you notice while making the 20th
move that the 15th move, which was wrong, caused some harm, reverse the game and
make another, better 15th move, until you find the right move and the right continuation
which guarantees a victory.

4. The computer has one weak point - pawn-reaping. Hunting pawns results in a delay in
the development of pieces, a loss of the queen or her elimination from the game till its end,
which often leads to a defeat. The described games include some evident examples of that
behavior.

5. The computer is strong, very strong as regards building and launching combinations,
but - attention! - it is weaker at foreseeing our combinations. Fresh combinations,
innovative playing, things that haven’t been played yet provide a great opportunity to
surprise and defeat the computer. You will understand that after you play the games
described in the book.

6. As a rule, the computer avoids continuations and variations in which it lost. Your
computer (chess software) does not know my games and it will be possible to draw it in
them. I managed to create repeatability. For example, five moves before a checkmate the
computer in each case played in an identically the same way. It simply made the strongest
moves, even though they led to a defeat. Remember about it and use it. In a variation which
the computer once lost, it will be difficult for the program to win, even though it will
change its moves.



7. The computer is fast. You will fight against it for every tempo. When playing White, you
have the advantage of a tempo. Learn how to play White. When playing against a
computer, you often have to sacrifice a piece or quality (rook for a knight or a bishop) or to
let the computer to “reap” some pawns. Remember about that. It is often the faster player
who wins.

8. Using my games as the foundation, draw the computer into a Spanish game. It is not
difficult, since as a rule, in response to 1.e4 the computer moves 1....e5. If the response is
different, reverse the game until you get the desired reaction. Try to follow a blazed trail
and draw the computer into one of my games. If that is the case, the first victory is yours.
Then modify the game, replace a move with one invented by you, create your own, original
continuation and win! Grandmasters playing games with each other can continue
previously played games in some cases till the thirty-something move. When you start
winning the Spanish game, move to other openings.

Here comes the last piece of advice. Try to draw. A draw with a computer is
asuccess, too. And this book starts with an example of that.

The notation is English /Polish in the comments/:
K stands for the king

Q - queen
R - rook

B - bishop
N - knight

Text in italics indicates comments and notes from the grandmaster Wiodzimierz Schmidt.

GOOD LUCK!
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Dve come to like Chess Elite. yas/ as a human 5ezby. Tt bas its better
and worse Jays, pezpfexz'/z'es and dreams, bul it is afways likable. That
sympa/ﬁy has resulted in several anecdotes and /'oées about Chess Elite.
g Aope you are going lo like them and we all will become a [arye,

compuler- chess- p[ayz}zy /amz'[y. P
author

Chiess Elite comes to Soland /foz’ the fz)’s/ time/. At the airport 1f looks
around it and al gas' we[comlby ﬂl}n, and says witl surprise: (So, this is
what the Soal’s coun/zymen look l1he? To which gaj reso[ufe[y re/o&'es.'
“You tknow, when T /92’5/ heard you were ﬁ“om Australra, I also
/éouyéf you were a cangaroo. Y And that’s how the ice was broken.
%Jay Chess Elite says that Foland is its second motterland and its

real home.

MAT -OLEK sk

{an untranslatable pun, understandable only for Polish readers, referring to a famous
beloved character of illustrated books for children, a Goat called Mato*ek (“moron” in
Polish, and the first three letters “Mat” constitute another Polish word meaning
“checkmate”. The other illustration depicts a cangaroo (a symbolic animal for Australia,
as a chess piece, namely “bishop” which in Polish is called SKOCZEK (which literally
means “jumper” in English}.
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A couple of words on the illustrator

I have to, I really have to say a couple of nice, but fully deserved words on the drawings
and their creator. Lestaw Chmielewski, as it is him who is - I don’t hesitate to use such
words - the master of drawing here, has created especially for this book an extremely
prepossessing character named Chess Elite, a (well-behaved) scamp who, as he pleases,
sometimes is a child and sometimes is an adult (at least as a mature chess player), and who
will entertain you on the pages of this book from its very beginning to its end. I predict a
great career for Chess Elite, the small chess computer who in this book, as a result of the
initiative of the author and the willingness and talent of the illustrator, has assumed this
likeness for the world, for children and for grownups. I hope that the series of drawings
and anecdotes - jokes about Chess Elite will make you familiar with our little protagonist
whom, I'm telling you, it is impossible to dislike. Once you make the acquaintance of him,
he will sink into your mind and you will not be able to forget him. He will accompany you
for along, long, and maybe even longer time, since after you become friends, he will never
abandon you. He will also help you to love chess.

with best wishes of reciprocation

the author and the illustratora

SHere he is. Let me O/Zr'c[a[[y introduce Chess Elite. Chess Elte travels
a lot. When te was in cSpazb, everyone told liim: “You would be a greal

mate-adore!
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CHAPTER1

Spanish game

/A beautiful attack. The computer saves the game by means of brilliant 22....H:f2!
I must admit I haven't foreseen that.../

Game |

l.e4es

2.5£3 Sc6

3.Gb5 a6

4.Ga4 Sfo

5.0-0Ge7

6.Wel b5

7.Gb3 0-0

8.c3d6

9.h3

This is exactly what the main variant of the
closed Spanish game looks like. The move
in the text is really important for safe
development of White.

10.Ge2c5

11.d4c:d4

12.c:d4 Gb7

13.b3 Sc6

14. Gb2 Wc8

15.d5 Sb4

16.Sa3 Hc7

17.Gb1 Hb6

18. Sg5 beginning of attack on h7

Diagram

18. Sf:d5 this is what I’ve hoped for... It will
help me to activate the bishop on c2
19. S:h7K:h7
20. Hh5+Kg8
21. e:d5 here enters the bishop
21....g6
22.G:g6 itseems that a checkmate is athand
22...H:f2! Like a bolt from the blue. Look,
the machine is really playing after all!
23.Khl1 After23.K:f2 f:g6+
24.Hf3 Gh4+
25.Ke2 W:13
26.g:f3G:el
27.W:el S:d5
with one pawn less, it would be difficult to
battle for adraw
23.f:g6
24, H:g6+Kh8
25.Hh6+Kg8
26.Hg6+Kh8
27.Hh6+Kg8
Hg6+ Kh8 A draw. The black king cannot
escape from our checks

Diagram

L1
MX!
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While Aauz)zy an aofoalz/aye, Chess Elite unzh/en/z'onaf[y p[ayeof
a s/a[ema/zhy move. e says in oékyus/.' g /eef stale.

WOULD YOU AGREE
TO DRAW IN THIS
SITUATION?
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And how did masters play the Spanish game?

World Champion Grandmaster
Robert Fischer Paul Keres
l.ede5 l.ed e5
2.5f3 Sc6 2.S51f3 Sc6
3.Gb5 a6 3.Gb5 a6
4.Ga4 d6 4.Ga4 Sf6
5.¢3 Gd7 5.0-0 S:e4
6.d4 Sge7 6.d4 b5
7.Gb3 h6 7.Gb3 d5
8.Hc2 8.d:e5 Geb
closed variation 9.He2

open variation
How to take the advantage of knowledge of opening and

how to depart from it successfully? Let’s play four more
games. Spanish games, of course.

15

World Champion
Emanuel Lasker

l.ed e5
2.5f3 Sc6
3.Gb5 a6
4.Ga4 Sf6
5.0-0 Ge7
6.Wel b5
7.Gb3 d6
8.c3 0-0
9.h3 Sa5
10.Gc2 ¢5
11.d4 Hc7
12.Sbd2 Sc6
13.Sf1
open variation



Game I1

Open Spanish game 26. c4!

l.ede5 26...... Of course!

2.Sf3 Sc6 26......W:b2

3.Gb5a6 27.W:b2 W:d4

4.Ga4 Sf6 28.G:d4 S:d4 and it has become hot. Note that

5.0-0S:¢4 the black queen has been

6. Wel 6.d4 is stronger. However, standing inactively on h3 from
I personally prefer the move the 14thmove

6....Sc5 provided in the text 29.Wh2! culminating point of White’s plan

7.G:c6d:c6 29....Se2+  aknight for free? why not?

8.S:e5Ge7 apawn for free?

9.d4 Se6 30.W:e2f4  OK

10.Hf3 0-0 31.g:f4g5  thisrook seemsto like this square

11.c3f6 32.Wh2 h2(?)

12.Sg4 Gdo6 32....Hf5  theonlyone

13.h4 15 33.Sg4+Kgb

14.Se5 H:h4 34, Wh6+Kg7

15.g3 Hh3 35.He7+Kh8

16.Sa3 36. Wf6 Hb1+

16....G:a3 captures a pawn the queen is 37.Kg2 Hb2+ andnow itdoes not capture the
closed I'm tempting the pawn on a2 with a check. It
computer. | could have played plays 37....Hb2 to retain
16. Sd2 and this is what | control over diagonal al-hg,
wanted For the price of butit’s too late now

breaking the chain of pawns I 38 Sf2 Ge6

deprived Black of a dangerous ; .
bishopina good position, 39.H:e6 and Black resign

/16...,0r 17...f4would have
been stronger/

Diagram

17.b:a3 Wd8

18. Ge3 Wd5

19. Wab1 g6

20. Wb3 a5

21.Webl a4 “drives” my rook to the square
chosen by myself

22.W3b2 Waa5s

23.He2 Kg7

24.Hel

24....Wab5 threatensc4

25.f3Kf6

the computer “senses” something, but does not
know what it is. I cannot attack the queen with the
rook from b2, because it will capture my rook on
bl with the rook from b5 and threat the queen.
I need to make him capture the piece.
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Game III

l.ede5
2.S5f3 Sc6
3. GbS5 GeSusually a6 is played safely and
after 4.Ga4 Sf6. The computer chooses
an aggressive countercontinuation.
Unfortunately, it did not help - in two Diagram
games. You can remember the previous g
game. Here, again, we have a victim of Samoes DBAZS €C>20ECOD
pawn-reaping. What's that? Of course, the ' ’ \
black queen ' E.
4.0-0d6.
5.¢315
6.d4 f:ed
7.S:e5d:e5
8. Hh5+ a very interesting continuation
was 8.G:c6+ bic6 9.d:c5 and
Black are left with four doubled,
very weak pawns in files "¢" and "e"
8....Kf8
9.d:c5 St6
10.Hg5 Hd5
11.Ge3 h6
12.Hg3 Sg4
13.c4 Hd3
14. Sc3 Hc2 Black are in a difficult
situation. But the pawn on b2 smells
so good...
15.1h3 Sf6
16. G:c6 b:c6
17.H:e5H:b2 Finally, it can be captured!
18. Wabl  (againstthe boards!)
18....Ha3 the only one. After
18....Hc2
Wicl Hd3
20.Wdl1 H:c4
21. Wd8+Kf7
22. W:h8 and a win. The black
queen will stay here till the end of
the game.
19.13!e:3
20. W:13 the rook joins the game and the
result is conclusive
20...Kg8
21. Wbfl Gd7
22. W:f6 g:t6
23.H:f6 Wh7
24.(Gd4 and Black resign.
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Game IV

l.ede5

2.S5f3 Sc6

3. Gb5 GcS as in the previous one. If no
conclusions are drawn from experience,
worse luck!

4. 0-0d6 will be replaced with

5.G:cbb:ich

6.h3 Sfo

7. Wel o-0

8.¢3d5

9.d4 e:d4

10.e5!d:c3

11.e:f6c:b2

12. G:b2 g:f6 Let’s rep up. Black have four
pawns exchanged for a knight, but their
pawns are doubled and weak. Also the
position of the black king is weak. I can’t
see Black in bright colors.

13.Hecl Hd6

14.Sd4 Gd7

15. Hh6 We8

16.Sbd2 W:el+

Diagram

17. W:el Gb4 see the diagram. White are
ready for the final charge. One tempo is
needed. It can be obtained by means of
avery effective quality sacrifice

18. Sd2f3! G:el the rook is a tasty morsel
19. Sg5!!! a winning move. The knight
cannot be captured by means of 19...f:g6,
as it would be followed by 20.Se6!!! and
checkmate on g7.21.Hg7. The checkmate
isunavoidable.

19.G:f2

20.Kh1! Ge6 20.Khl does not provide
Black with any opportunity to defend and
counterattack by means of Hh4+ /after
possible 20K:f2/.

21.Sd:e6 H:e6

22.S:e6 f:e6

23.G:f6 Kf7

24.Hg7+Ke8

25. He7 and checkmate.

A devastating game. The most beautiful
attack so far.

Diagram




Chess Elite is very éeéofa[ as reyar(fv (/oz)zy crosswords. Jo a 7ues/1'012
“OWhat do you call a representalive of an order of mammals that
includes humans, apes and monfeysf Starts with “pri”.” he answers

without hesitation “-mate”. And yes, the whole word “primate” is the

correct one. HHe s so clever. ..

Wbhen we are at home a[one, we use our own M AE—UE/TY

codes and abbreviations. Tor example,
when the asks “Wha! show are you
wa/c/u}zy.? g repfy “Un ani. .. cartoon”.
And he Lnows I}nmeofr’a/e/y that #f 7s an
ani-mated carfoon. (What! an exper! in

genres/ Und he is 7111'05 to take 1t in! Duf,
9 must tell you in privale, he hasn't

malmyeof ye/ fo O/ecz/'oﬁer the word cine-
malte- oyrapﬁy. DBut be bnows very well the .

word roommate.

room - male.

“But what is that room /01’.7 ” fe ashs.

ONOMATOPOEIA. ONO- YOU SEE?
MAT(E)2 AND OPOEIA.
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Game V

variation [

I’m going to show you two variants of this

game. They are identical up to the 20"

move. However, there is a new thing. In

both of them I departed from the theory in

the 9th move, which is important for the

idea of this opening. Instead of 9.h3

I played 9.d4 and made it possible to bind

the knight by means of 0....Gg4. And

I'won both variants! Let’s see:

l.eded

2.S13 Sc6

3.Gb5 a6

4.Ga4 Sf6

5.0-0Ge7

6. Wel b5

7.Gb3 0-0

8.¢3d6

9.d4 Gg4

10.d5 Sa5

11.Ge2c6

12.h3 G:f3

13. g:f3 White believe that opening the g
filewill bring them benefits in the
Sfuture 13....c:d5

14.e:d5HA7

15.Kh2 Hb7

16. Ge4 Sc4

17. Wgl Ha7 Please, note: the black queen
has made three moves so far, all of them
to attack pawns on h3, d5 and 2. I, in
order to defend them, develop pieces
one after another, whereas he does
nothing but dancing.

18. Wg2 Wac8

19.b3 Sb6

Diagram

20. Ge3 This is how variation I starts
20....Wfe8

21.Gho6 Gf8

22.Gg5 Sbd7

23.Hel a5

Diagram

. Sd2! W:c3 sure thing! The pawn
must get a punch. But surprise,
surprise!

. Sc4! therook is now closed
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Game V variation I continued

25....S:e4 36....Sg4+
26.f:e4 b4 37.h:g4 16
27.Gh6 Sc5 38. W:g6+!!h:g6
28. He2 a very interesting continuation 39.H:g6+Kh8
was 28.S:d6 40.Kg3!! the culminating point of the
28....G:d6? combination after which
29. W:g7 Kh8 the queen is captured
30. Hgl threatens 31.31.W:h7 40....Hh7 If40....W{7 then:
32. Hg7 checkmate 41. Wh2+Wh7
30....Gf8? 42.W:h7H:h7
31. Wg8 checkmate the king 43. Hf6+Kg8
moves to f8 44.Se7+!H:e745.H:e7
32.28.S:d6G:d6 41. Wh2 H:h2
29. W:g7+Kf8 42. K:h2 W:f2+
30.Hgl W13 43.Kg3 W:f5 very cunning.
31. W7+ K7 If now
32. Hg7 checkmate. Beautiful! 44, g:f5 then Wg8 and
Ifafter 28.S:d6 Black play White lose
28...Hd7, then simply 44 H:fS  Vainhopes cometo anend
29.Sf5 or
29.G:g7 W:h3+
30.Kgl G:g7 .
31.5f5 Diagram

28.Hd7 threatens Hh3+and H:h6

29.Hh5 the pawn on h3 is more
important

29..S:e4  ofcourse

30. Wagl g6

31.G:f8 W:f8

32. Hh6 Wd3 here the computer played
poorly A better move
wouldbe 32....W/3

33.Se3 St6 Averybad move. Itenables
34.Wg5 and blocks the
pawn on {6

34. Wg5 Wd2 A necessary move was
W:e3 in order to capture the
dangerous knight

35. Wlg2 W:a2 “For free is for free,”
says Chess Elite There was
no possibility to ensure
satisfactory defense
against 36.S/5 followed by
37.WHS5

36. Sf5! but now a piece must be
sacrificed in return.
A threat of checkmate
ong7
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Game V variation I continued

20.Gh6
20....Se8
21.f4Kh8&
22.Hh5 g:h6 23.Sd2 e:f4 24 H:h6 f5
23. G:f5 Engrossed in another game plan
I overlooked a beautiful checkmate.
Grandmaster W. Schmidt showed it to me.
I pay tribute to the Master.
25.Wagl! f:e4
26.H:f8+ G:1f8
27.Wg8 mat!

Diagram
Checkmate by Grandmaster

25.... W:f5

26. Wagl Gg5

27.W:g5 Hf7 27. W:g5 the rook is
untouchable

28.Se4 W:d527....W:g577!

29.W:d5 S:d5 28 . Hf8+Wg8

30.Sg5 Hg729.H:g8 and checkmate

31.Hh5S:c3

32. Sf7+Kg8

33.Sh6 + - it was possible to capture the
queen immediately, but... The purpose
of moving the knight is to pull the
black king away from the knight on 8,
which will make it possible, after
capturing the rook on c8, to devour one
more knight. Take a look:

33..Kf8

34. W:g7K:g7

35. Hf7+K:h6

36.He6+Kg5

37.H:c8d5-and you can choose a knight.

38.H:c3Sf6 In any color, so long asitis
black

39. He5+Kgb6

40. H:f4h6

41.Hd6 a5

42.Hb6 a4

43.b4Kf5

44 H:b5Ke5

45.H:a4 and Black resign..

x mRD e e
DoEHG 9% 2 §8ADDAIR CEC>P 0 ECR0D
) 3 vlmm—ﬂ-l‘ i




Summary of the “Spanish” phase

Ihope you know a lotnow.

I'hope that you remember not to
waste your time on chasing pawns.
involve the queen in the play too early.

YOUKNOWHOWTO

move in the opening of a Spanish game

play the opening correctly

assess the position

calculate variations

sacrifice a piece

and, last but not least, how to play an ingenious combination and win!

* ¥ ¥ ¥ X *

By means of writing these words I would like to instill one more thing in you.
Fondness of the beauty of chess. Search for it, create it, the computer will assist you with
that. A nice game is like a gem, and the author of the game is its owner. It will pay off.
In return, chess create wise, broad-minded people with rich inner lives and broad
horizons.
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Chess Elite in the USA He has come fo p[ay a game with the
Gﬁampz’on 0/ Texas. For unknown reasons lhe Gﬂampzkm has nof
appeareo( The fhosts of the event have no clue of what to do and ﬁha[[y
/ﬂey say fo Chess Elite: “The game cannof be p[qyeaf /oofay. There are
no horses /or the éﬁl’yﬁ/& 7ﬂey re all acling in westerns.”

Chess Elite in New yoré He looks at the Statue 0/ Ez'ger/y and
murmurs o Azknseﬂ “Y wonder to what sef of preces she ge/onys. ?

Chiess Elite in g/a/y. 9 love your Jpayfe//[ with to-mate-oes! He did
not go fo Sreily, but he bnows the Sicilian Je/ense very well.
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CHAPTER 11

Sicilian defense

Mikhail Tal

.edc5

. Sf3 Sc6
.d4 cd4
.S:d4 e6

. Sc3 d6

. 4 Sf6

. Ge3 Ge7
. Hf3

I W —

Let’s look at some examples of how masters played against the Sicilian defense.

Robert Fischer

.edc5

. Sf3 Sc6

. d4 cd4

. S:d4 St6
. Sc3 d6

. Gcd e6

. Ge3 Ge7
. Gb3 0-0

e N T

WORLD CHAMPIONS

f4

25

Anatoly Karpov

.e4cS

. Sf3 e6
.d4 cd4

. S:d4 Sf6
.Sc3 d6

. g4 ho6

. 85 hg5

. G:g5 Scb
. Hd2 a6
10. 0-0-0 Gd7
11. h4 Hc7
12. Ge2

O 01N Nk~ W —



What is the theory compared to practice?
Here’s how the World Champion Fischer played his variant of the game

Game VI
l.edcs 22.H:g6 Gc4
2.Sf3 Sc6 23. Whgl W{7
3.d4cd4 24.Se4 one needs to be really cold-
4.S:d4 St6 blooded to attack in such
5.S¢3d6 asituation
6.Gc4d e6 24....G:b3
7.Ge3 Ge7 25.¢:b3 W:b3
8.Gb3 0-0 26.GeclHb4 It would have been better to
9.f4 exactly as presented in the book play Hb6 immediately
9....Sb4 27.Wg2 Phew... ItseemsI’ve
10.a3 Sc6 loss of a tempo managed to defend myself.
I11.Hf3 I myself am going into the The attack is stuck
center of the storm, as I provoke 27.... Hb6
11....e5 28.Hh5 Ha6
11....e5 29.Sg5! Finally! I’ve been waiting for
12.S:c6  opening column b was not a 5moves to play it
goodidea 29....g6 there is no better solution
12....bc6 30.S:7! K:f7
13.15Ga6 I myself assisted in activating 31.Hh7+ and Black resign.
black pieces.
14.0-0-0 an experiment. In the Sicilian NOTE:
defense the attack is THAT WAS A CLOSE SHAVE! NOW
commenced far back on the YOU CAN SEE WHAT THE
queenside. Indeed. Here, withh COMPUTER CAN DO PLAYING
the b file open, I seem to be VARIATIONS IT KNOWS. NOW I'M
going to slaughter. I can only AVOIDING 3.D4 AND IT'S EASIER.
hope that my attack develops A HARD LESSON! The following could
faster. have taken place:
14....Ha5 31.Ke8
15. g4 Sd7 32.d6! Kd8
16. g5 Wab8 33. Hg8+ Sf8
17.g6 hg6 34, H:f8+Kd7
18.fg6 It seems everything is going 35.Hf7+Kc6
swimmingly. 36.H:b3
18....d5 troublearises

19. ed5 G:a3! So, I have a problem. The
queen cannot be captured, as
H:c3 W:b3 and the situation
turns out bad.

20.Kb1  there was athreat of H:c3

20. ... fgb

21.Hg2 Thavebeen pushed into defense
21....c5
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Game VI - Final diagram

Ele Blay Heb
DaEG a»§ §3AeDRAAZQ €C>POECSD
B nehﬁwlhts

H-H:N N
AALLLO K
ANABBE ALY -
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Game VII

NOTE

If you cannot handle a given variant, enter its beginning and let the computer play
it against itself. Watch the game and draw conclusions. It’s really helpful.

l.e4c5

2.S13 Sc6

3.¢3d5

4.e:d5H:d5

5.Ge2 Sf6

6.6.0-0 Gf5

7.d4 in order not to lose the pawn, it

could have been played

temporarily 7.d3 TRY IT

What’s the point? To devour

the pawn. That’s the computer

himself. Pawn-reaping does

notpay...

8.Wa:bl H:a2

9..Ge3 c:d4

10. G:d4

10.... 0-0-0 castling long? Now it is the
computer that is going to
slaughter.

11.Hc2 Hd5

12. Wfdl1 S:d4

13.c:d4+Kb8

14.Wdcl trouble is starting for Black.
There is already a threat of
checkmate on c8.

15.Hc7+Ka8

16. Hc8+W:c8

17.W:c8 checkmate

14.....Se8 1is defending ¢7. From now on
the battle will be fought for this
square.

15. Ge4 HaS is defending c7

16. Wal Hb4

17.G:£7 Hb6

18. G:e8 W:e8 - one defender of c7 has

’ been eliminated. Note that4 of
my pieces are in play, whereas
on the black side two pieces are
playing whereas two are
blocked. That’s the aftermath
of capturing the pawn.
Seemingly nothing important,
but still the results are quite
serious.

7...G:bl

28

19.Se5!'the pawn on d4 cannot be
captured, as it would lead to
a checkmate, the c¢7 square must
be defended, now the threat is

20.S:d7

19.Hd6

20. Ha4! no possibility to defend.
Two simultaneous threats

21.H:e8 checkmate and

21.H:a7 checkmate

Diagram

CAWINOUWS\Fulieh rachybsuchy\ 7
ek

B Puy bove i
DaES 98 820D RAZY €CH>PECOD




Game VIII

Diagram
1.e4 cS5 |Tum 29 -'white ta maove
2Sf3 eb |Two Player Mode - Waiting. ..
3.d3 Sc6 A T
4.c3Sf6 (‘2’ (D o
5' Ge2 d5 i eZ—e‘l‘ - c7-ck
6.Hc2 d:e4 zZ.  Hgl-fz 27-eb
7.d:e4 Gd6 poEe e
8.0-00-0 5. Efl-ez d7-ds5
9‘ Ggs HC7 B Qdl-cZ deeq
10. G:f6 gf6  Ilike to double pawns. Such A
weaknesses rebound on me 5. Bel-gs  Qda-c?
. 10. EBEgExzfe g7x e
inthe endgame. 11. Mbl-dz Heb-eS

11.Sbd2 Se5 12. h2-h3 DRfS-ds

12.h3Wd8 1e metees  maceet

13. Wadl Gd7 1E. Hdz-c4 L7-hE

14S65 Ges L& Nc4:e3 Bd'?:cS

15.S¢4 b5 AR i

16.863 GC6 13. EezZz-d3 BdSxdz

17.Sg4 Hb7 If my plans include f4 and o 2:;32 e
Sf6+, 1 have no time or 22. fdxeS  hSxgd
possibility to defend the re oaws  oaeoue
paWn on e4 25. PBfl-f4 Egg8-hg

18. f4' GZC4 Z6. Rf‘lfg‘l QuSxfe

19. Gd3 W:d3 R

20. W:d3 G:d3 it would have been better zo. JG—

21 Hd3 h5 nOt tO Capture the rOOk "MF“I Q&égl( € >»0ECeOD®

22.f:e5'h:gd

23.e:f6 Hd5

24. Hg3 Hg5

25. W4 Kh8

26. W:g4 H:fo

27. Wh4+H:h4

28.H:h4+Kg8

Evaluation: in this game the computer has .
gone a little astray in the defense.



Chess Elite s O/eﬁ'uerzhy a lecture titled “ FHow to lose with a computer
mn a game 0/ chess.” Ourzhy a breab a par/z'cz)oan/ approacées Chress
Elite and asks the /offowzby question: And what it takes to win?” “Lols

o/ e/for , 7 says Chress Elrte.

A chess pfayer says to Ghess Elite: “In order fo /o/ay chress well one
needs o p[ay sys/ema/z'ca//y. ”

Author: This &awz'ny /9'/3 every game. “Well, mayge with a sz’ny[e
exception.” respono(s Chiess Elite. And bhe’s rz'yé/ in this case! HHe won

game IX 2/
30



CHAPTER IIA

Games IX, IX.1, IX.2, IX.3

And now I’m going to present four variations of the same game. I haven't added
any comments, so play them leisurely. I believe the games will give you the most
comprehensive, and maybe final answer to the still unanswered question:

How to defeat a computer in a game of chess?

You will learn a lot and see how a game evolves. It quite often happens during chess
tournaments that somebody loses a game. Then he or she analyzes it, finds a
strengthening, a better move, plays the same game in another tournament, surprises the
opponent and wins. A similar thing happened to me during my battles against the
computer. I played a game and found it interesting enough to be included in this book.
Then I played it again while writing comments. At that time the computer changed a move
from 19....f6 to 19....G:c5 and... won! I let it checkmate me nicely and played the same
again. The game ended with an equally beautiful checkmate Hb7 /see the diagram/. But
that was not enough for me. I tried once again and obtained a nice miniature where the
computer lost its queen as soon as in the 17th move! And here the four games provide you
with the most complete and accurate answer to the question of how to defeat a computer in
agame of chess. Enjoy your analysis! The next game will be a surprise.
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Game IX - Final diagram

uchy\PIX

IORAZQ €CH>DPTHCOD |

|Eame Ouwer
ey
i eZ-ad c?-ck
Z. Nepl-£3 d7-de&
3. dzr—-d3 Nh&-c&
4. cZ-3 Ng2-£f&
5. Efl-e:Z ch-cd
=} o-o cdxda
¥ Bezxdz ae?-af
= Ecl-g& ndg-hea
EIS EgLxfs ObExhz
10. Ef&-g& ObExal
11 Qdl-cz h7-hé&
1z Egb-a2 d&-dEk
ILE Nhl-dz2 Nee-hd
14 caxhd Qal-f&
15 edxdkb etxdb
16 Rfl-=l Eeg-d8
17 E=Z-dd4 Qf&-de&
12 Ed4-=5 Qd&-—cE
13 Qcz-h3 £7-£f6&
Z0 Nf3-d4 QeoE-dA7?
z1 Ed3-bkt Qa7-£7
ZE Eeb-g3 Bog8-d47
23 Oh3-ad EfSxhd
24 EhLxd? Ebdxds

COMMENT from the Grandmaster ZE. Ndd-es+ Kds-e7

"24.H:b4 would have been a better move" 25, WEEsgEr  Eezmel
z7 NygLbx£? Ee7xz£7
z8 Nad4-hk5 Ef7-&27
z3 ObExbh? Belzfz+
20 Eglxfz Bag-ds
31 Ed7-f5+ Ee7-f2
3E EBfL-g& bBdg-d47
33 Qb7 xd? db-d4
24 QdA7-£7+* k]
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Game IX.1 - Final diagram
|

|Game Ower
SN
. aZ-ad c7-ckb
Z. Nygl-£3 d7-de&
3. dz-d3 Nh&-c&
4 cZ-—c3 Ng2-£f&
5. Efl-ez ch-cd
= o-0 cdxd3
Ta Belfxdz el-eb
= Bcl-gk& Qdg-he
S5 Bygbxfe Obéxhz
1l0. Ef&-g& ObZxal
11. Qdl-ec=2 h7-he&
1lz. EgLb-e=3 d&—d5
13. HNbl-dz Ncot-hd
14. cixhb4 Qal-fe&
dLs . edxdb ebxdb
1ls. ERfl-el Ee=g-dsg
17. EeZ-d4 Qfd—d&
12. Edd4-ck Qd&—-c&

12. Qcz2-b3 BfSxch
z0. Nf3-eEb Bobxfzt

AAEALAHAANA |2 sea s

S| [ @ W E % T @ | R Mook Word-AZ02).. |[F] Kehoss Ebte 4 7 CorsDRAW B- [slad c] £23. Ndz-f3 f7-f&

74 MNeS-g&  Bhi-ef

I am presenting this game lost by myself, despite the 25. Relxe&  Redxed
omissions and simply foolish mistakes I made, as the £6. PBd3-fE  (h&-hEt
checkmate is nice, original and shows how the computer z27. EHfl-fZ  Ref-eZt

plays when we play badly. Besides, let it also be the Z8. KfzZ-g3 QbS-cd

winner once. This is my gesture of friendliness, made by 29. (Ob3-ad (od-c6

a chess player and a human being for the benefit of 30. Qad-dl  PelxalZ

acomputer. 31. MNgs—f4 a7-ak
3z. Nf4xdS  Qos-det

33. Hg3-hs abxhd

34. 0Qdl-b3 RasS-a3
35, Qb3xb4 Balxfa+

% 35 gzx i3 Bazxhz+
% 37. Eh3-gd h&-h5*
Q)
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Game IX.2 - Final diagram

oA
BlucthhqulllA
- - |I3ame Ower
@
i er-ad c7-ch
v Ngl-£3 d7-d&
3. dz-d43 Nh&-c&
4. EBfl-ez Ngg-£f&
5. cZ-o3 ch-cd
E. =0 cdxd3
7. Bezxd3 ef-gb
g. EBcl-g5 Qdg-he&
i Bg&xfs Qh&xhz
10. Efé&-g& OhZxal
11. Qdl-ec2 h7-he
1Z. EBEyg&-e3 deg-d45
1z. Nbl-4z2 Hoé-h4
14. c3xbd Qal-f&
s edxdb ebxdb
1a. ERfl-el Feg-ds
17. Ee3-d4 Qfé—d&

=
w

Edd-ef& Qd&-cE

e 1t : - 19. Qez-b3 £7-£6
‘ gyg ‘ Z0. Hf3-d4  Qeoe-d7
21. BeS-g3 QdA7-£7
g z@’_:' z @ & ZZ. EdZ-bS Ecg-d7

|| B Mictosot Woed- Roz0zL. | KChoss £Ro 4 3 CoreDRAW & - [klad ] £23. BbhExd? Qf7xd?
z4. HNdd4-=564+ Eds-c8

z&. PRel-cl+ Qd7-ce
Z&. PReolzcet b7xcE
Z7. bad-h5 Ecg-d?7
Z8. MNetxfS+ Fhixfs
29, hExcE+ Ed7xce
30. 0Ob3-ad4+ FEci-ha
31. Qad-d7 Bfg-c8
3z. HNdz-b3 a7-akb
33, fz-£3 ab-ad
3d4. Egi-fZ+ Fbt-ad
35. 0Qd7-d&+ FEag-h?

4 36. Nb3-c5+ Eb7-a?
27 . Qdé-ag+ Ea7-hi2
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Game IX.3 - Final diagram

ite 4 - C:AWIND DWS\P achy\iuchy\P.

x .
NaBe 9% §3A0DHNAZQEC>P 0 ECD

Black: KOhess Efle 4

., ' : |Tw0 Player Mode - Waiting. .
@
. aZ-ad c7-ck
Z. Ngl-£3 dA7-de&
e dE-d3 Nb8-c6&
4 cZ-3 Ng2-£f&
5. Efl-eZ cf-cd
= o-o cdxd3
Ta Befxdz ael-ab
= Ecl-g5 Qdg-be&
£l EgSx fa Obhéxbz
10. Ef&-hd ObZxal
11. Qdl-ec2 g7-g5
1. Ehdxgs EfS-g7
L=, ed-af NogExel
1l4. Nif3Ixelb BogYxek
15. EBEgL-dz o-o
1. Nbl-a3z Qalxzflt
17. reixztl  JEG

WM!:HMSE

And
the queen
is gone...
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A seatrorse originates ﬁ‘om Australia. Chess Elite 7s ﬁ*om Australia,
too, bul - which is a litlle bit emgarrassz'ny - Ghess Elite has nof
recerved sexual education and does not know what a matrimonial ad is.

And le belreves a matron to be a mate to Iiony. gn/eres/iny. ..

{AN UNTRANSLATABLE PUN
UNDERSTANDABLE ONLY FOR.
POLISH READERS

OD CZASU JAK PIONEK
UTKNGL MI W JELITACH

JESTEM CHESS JELITE
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Game X

/the previously announced surprise/

Position from an English game after 22 moves.
White to move

Here are the moves of Black. Guess the
moves of White and play a winning

continuation. For a solution see the English
game chapter.
1..... We8-e5
2..... Se8
3. Wa2
4..... W:el+
5..... Wa3
6..... Hb4
Teeene Wal+
8..... Ha$s
9..... Sfo
10 Sed
1 Hd8
12 K:f7
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Chess Elite in France. A 7ues/z'012 ﬁ*om a /'ourna&&/.' “And what 1s your
method for the French O/e/ense.? 7 Ghess Clite answers aﬁer a short
consideration. "The best one s fo oa/f[ané 7

Chiess Elite in Farss. He p[ays a game 0/ chess against a Frencliman.

The Gyffef Tower can be seen /Aroayﬁ the window. Al some poznt the
Frenchman says. “UA checkmate is inevitable, unless,” he yz'yy[e& and
indrcates the window, “you use that tower instead 0/ the rook fo hide your
king bebhind”

DBut Chess Elte can
grve tif for fat.

The same Frencliman
says: “So, you've lost
again.” Chiess Elite
rep&'es.' “Gueryone has

one’s own (Waterloo.”
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CHAPTER 111

French defense

All the three games are so clear and readable that any comments would only spoil the
pleasure of playing them. Therefore I’'m going to limit them only to those absolutely
necessary.

Enjoy the game.

Let's begin traditionally with some theory. Variation by Steinitz himself, the first World
Champion.

l.edeb6

2.d4 d5
3.Sc¢3 Sfo
4.Ge5 Ge7
5. e5 Sfd7
6.G:e7 H:e7
7.4
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Game XI

e m
DOEG 9% 8 3RAADRAZIQ €CIPOECSOD

Black: KChess Elt= &
o E

3

|Twu:| Player Mode - Waiting. ..

e

L er-ad ef-af
z. dzr—d4 d7-d5
3. fr-£3 dbxed
4 Ecl-=3 Nys-£f6
58 fixned Nftxead
=8 Nyl-£3 Qds-ds
Ta Efl-d3 NhE-c6
= a—a £7-fE
= cZz-cd Qd&-ak

1. Nbl-c3 Nedxc3
11. hZzxe3 Qabxec3
1. PRal-cl Qc3-akb
1l3. Ed3-bl Efg2-hd
14._ dd-d5 efxdb
L cdxdb Ncot-a?
16, Niz-gb Ne7xds

17. EBe3-d4d a—no
13. Qdl-hE  Nd5-f6
S 19. Bd4xfe h7-h&

a ‘ g z Z0. QhS-g& Jat-b&+
1. Egl-hl RfSxfS
g & g z ZZ. Qge-h7+ HKgi-f8

oot |15 8 OB % P O || Moo Viod AR | P CreDRAWS- e [ Khess B 4 73. 0Oh7-h8+ Kfg-a7
24 QhExg7+ He7-d8
Checkmates possible after £5. Rol-dlt+ KHdS-ed
29.Wdl+ Z&. BRfl-el+ EBEhdxel
29.... Ke8 29... Hd6 then 27. DRdlxel+ Ecg8-=6
30.S:e6 checkmate possible on f8 30.H:e6+ Kd8 Z8. Qg¥xfe  Kes-d7?
30.... Hc5 is defending f8 31.Sf7 and checkmate |29- Rel-dl+ JEG_G__.
but

31.Sg7 and checkmate
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Game XII

1.e4 e6
2.S13 Sc6
3.d4 Sf6
4.e5 Sd5
5.c4 Gb4+
6.Gd2 Sbb
7.Ge2 o0-0

14.Gd3

14....h6
15.S:e5! S:e5
16.f4!! Sf3+
17.W:f3 He7
18.Wg3
18....Wf7
19.Ggb6

19....W:f4
20.Gh7+ Kf8

Diagram

8.0-0 f6
9.Sc3 fie5
10.d:e5 d6
11.a3 G:c3
12.G:c3 d:e5
13.Hc2 Hf6

a move with a tempo thrown in. Black must respond

and now Black have a little problem

here’s the profit from the thrown-in move 14.Gd3
I’m eliminating the defender

g0 of the bowd, aack
Btk players s compasatie command of the cenie of the bosrd.

E]
s
m




21.W:g7 He5+ another way to a win
22.Khl a5 or else Gb4 and the queen is  21.G:g7+Ke8

captured 22.Ggb6+Kd8
23 Hg6 Hf2 possible checkmate on f1,but ~ 23. G:h6 He5+

attack is the best form of defense 24.Khl W:c4
24 Wg8+Ke7 25.Wd1+Sd5s
25. We8+Kd6 26.Gg5+Kd7
26. Wdl+Kc5 27.Ge8+K:e8
27.b4+K:c4 28.Hh7 Hf8
28.Hd3+Kb3 29. WD H:f3 or 30.Hf7 and checkmate
29.Gd4+ and the black queen is captured 30. g:f3 Kf8
29....Ka4 31.Wgl Ke8
30.G:2W:f2 32.Gd8! W4
31. Wbl Wf5 33. Wg5 W:f3
32.G:fSe:f5 34. W:d5S Wfl+
33.b5Geb 35.Kg2 Wt7
34W:e6 /see the diagram/ and no matter 36. Hg8+ W18

what move is made by Black, 35.Hb3 37. Hg6+ WH7

and checkmate 38. Wh5! and Black resign.

Dol 9» 8 §8A9DRAZY €C>P0ECORD
A

Ve Ein 4
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Game XI

ite:
Move Heb

.f[ hy's
NaEG 9#$ §3A0DRAZQ €CIPCECSE

Black: KOhess Elie 4
o E

|Tw0 Player Mode - Waiting. .

e

. aZ-ad ael-ab

T Ngl-£3 Nha-c6

3. dE-dd4 Ng2-£fe&

4 ad-afb NfE—ad

£ Efl-dz d7-d45

G cE-cd Eimth

Ta gZ-—g3 Bf2-=7

=1 o-o -0

=l hi-hd h7-hi&

10. Egl-gZ g7-gb

11. haxgb hexgb

1. ERfl-hl Eog2-o7

13. EBEd3Ixed fExed

14, NE3Ixgh BeVxgk

15. 0Qdl-h& Rf3-hE

1. QhS-gd e2d-a3

17. EBEclxez Ehizxhl

. 12. Egixhl Eg7-hi

R 19. f2-f4 BgE-e?

z0. FEhl-gz Neogaxdd

zl. c3xdd Be7-hd

ZE. Nbl-dz Eh4-gb

B[ A5 @ G EA % PO | Moo Ward-ROZDZ) | P CoeASW 8- [ikac el |[ KChess Elte 4 £3. PRal-hlt+ FEh&t-g7
z4. maz-tz  JNGTE

Strengthening by the Grandmaster.
Instead of 18.K:hl it could have been
18.G:b5

What precision in capturing the bishop.
A clean capture.
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Chess Elite 1s an innovator. HHe bas created a new O/oenzlrzy. The Union
Sambil. FHow to p/ay #? Even Afhys don’t know that

THE UNION GAMBIT
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CHAPTER 1V

Gambits

1. The King’s Gambit

variation by Grandmaster Keres
l.edes

2.f4 ef4

3.513 Sfo

4.e5 ShS

5.He2

That’s how Keres played against World Champion Alekhine.

2. Queen’s Gambit

accepted not accepted
by Akiba Rubinstein by Alekhine
/A. R.- the greatest Polish
chess player /
1.d4d5 1.d4d5
2.c4 dc4 2.c4eb
3. Sf3 St6 3. Sc3 St6
4.¢e3 ¢e6 4. Gg5 Ge7
5.G:c4 ¢S5 5.e30-0
6. 0-0 a6 6. Sf3 Sbd7
7. a4 7. Wcl c6
8. Gd3 dc4
9. G:c4 Sd5
10. G:e7 H:e7
11. Se4

And we are starting with a really cute miniature in the King’s Gambit, very illuminating
for... the computer.
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Game XIV

e 4 - C:\WINDDWS\Pulpit\szachy\uchy\P14.1

Spesk Move

Help
HS 9% 32D DAIR €CIIOECRD

Black: KChess Elke 4
&

e

7
1
i
4
3

2

L
L
L
L
2

i
_E

TS

AALALS S
AARE

AAOVA AT

B[ A2 S G E * F O || IMcvad
14...5d4 the computer has one piece extra, but wants to
have even more. But this time it goes to far.

¥ CosDRAW 3 - (isdcd) |[T] KChess Eine &
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ef-ad
fz—-f4
dz-d3
Beolxfd
Ngl-£3
Bfd-gb
EBfl-aZ
Bgfb-hd
Bhd-£fZ
o-0
Bflxfz
ed-alb
Rfzxf3
cEZ-o3
c3xdd
Egl-hl
Q0dl-dz
Qdzzhe
dz-d4
ddxelb
BEf3-og3
Befxgd

e7-akb
NyS-fe
efbxfd
Nh&8-cE
Bfg-dea
o-0
h7-he&
g7-gk
NEc—od
Nogdx £z
gh—gd
gdxnfa
Bdgxekb
Nog-d4
Belbxd4+
Bddxhz
EBhzxal
EBal-=&
d7-dE5
Bog-od
£7-£5



Game XV

Ei- = Move Hep
DOBEG 9% 6 §8QAQDBAZO €CH>P0ECRE

Black: KChess Elie 4
c E

ALERAAW

4
AADNASARNGH

WE % 7O || B Maowed | 3 CDR&W 8- [skaded) |[T KChess Etite

47

Bal-cl
Eflxcd
Ngl-£3
EBgL5-£f4
o-0
NiZxdd
hz-h3
hi3xogd
eXxdd
fZ-£3
dd-d5
dbxefd
et 7+
Efd-a3
0dl-k3
Ob3-=6
Bfl-dl
HcZ-ds
Bdlxds
Bol-c8+4
BAS-dA7
Qetxed
Egl-£f=2
Qei-=6+
Bog8-c7?
Efz-£f1
Efl-=ez
EeZz-dl
Edl-cZ

BoSxcd
BfSxf?
Qd&-akb
Bod-hd
Bhdxhz
EBa7-h4
Nigxdh
Qab-a3
EBhd-£f8
Qaixred+
Bhz-bl+
Bf7xd?
BA7-£7
Bhl-bz+
Bhz-bl+
Bhl-bz+
Bhz-bl+



Game XVI

KChess Elite 4 S\Pulpit\szachy\ruchy\P16.1

EiiElv Move

Help
Da eanﬁal—aumnage LSS XN T-T Jal

lack: KChess E\lsd

. . . |Two Plaper tode - Waiting

. L, dz-d4 d7-dk
Z. cZ-c4d dbxcd

3. Ngl-£3 NogS-fa

4. Nhl-c32 e?-ab

G Bol-gb Qdg-de

& er-ad nde-kbd4

7. 0dl-dz c7-ckh

= Bgtxfe g7xfd

= o-—o-—0 h7-hkt

1l0. Eel-hbl MNhE-47

11. ddxch EBf8xch

1z. af-al Obd-h3

12, Nfz-d4 EBchbxdd

14, QdzZxd4 b7-bEt

15, Qda-de Bhig-g2

1&. gZ-g3 a?-ak

L. ed-afb fexekb

l8. EBfl-gZ bE-hd

12. HNe3-ad cd-z3

e s~ z0. EBEgZ-ca c3-czt
‘ m ‘ ‘ ‘ zy zl. Fbl-cl czxdl=E

EE. Phlzxdl RaZ-a?
g 8 @gz@ Z3. HNad4-c5 Qb3-cd+
s | 4 B ¥ 7 O || oo { P Cosbrana ot || B rrees £ 4 £4. Frcl-bl bdxasz
£5. Nebxd? azd-aft+
E&. Fbhl-al Ba7xd?
£7. EBoexd?+ Beofxd?
28. 0dexd7+ FEei-£f8
23, 0d47-4d8+ EKEis-g7
30. Qds-g5+ HKg7-h7
21. QgExh&+ Eh7-g7
2Z2. Ohixet+ Eg7-g&
23 hZz-hd Qod-cZ
24. Qeb-gb+ FEg&-h?
2E. QgE-dz QcE-ck
36. EalxaZz Dy —ord
37. Rdl-ecl RByd-ad+
38. EaZ-bl QoE-£5+
39, QdE-cE Rad-=4
40. ERcl-£f1 QEfS-£3

41. PRfl-el £f7-£5
4z, PRBelxed fhxed
43. QOcz-dz Q£3-d43+
44, Odzxd3 edxd3
45, FEbl-cl et-ekb

45, fZ-£3 Eh7-g&
-
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The compuler - a pawn-reaper and a mate-rialist. Chess Elte has a
Aoﬁ'ofay /'05 as a paréz'ny meler / or rather par[zhy TCATE - er / and

an aufomatic fteller macthine / auto- MATE -1 teller machine /
In return /or pawns, which he loves, he will give you all the tickels
ﬁom the par&hy meter and all the money ﬁ“om the AT HHe was
also 0/791’9(/ a permanent /'05, as a drunkometer, bul e re/aseo( That’s
what he’s like. %ney, yes, but not at all cost.

AUTO-MATE-IC
TELLER. MACHINE
@é'?
o, } : opn™
=1
ngu / ,’J
R 14
o Y°¢
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CHAPTER V

Dutch defense

Dutch defense
by Mikhail Botvinnik
/three-time World Chess Champion/

1.d4 5
2.g3 Sf6
3.Gg2 eb
4.Sf3 Ge7
5.0-0 0-0
6.c4 d6
7.Sc3 He8
8.b3

The most famous Dutch game included in the immortal games was played in
Warsaw by a Pole /later an Argentinian/, Grandmaster Najdorf. Our Dutch game is
much simpler, but the attack included in it is also worthy of notice.
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Game XVII

|Game Cveer

P (D

L dz-d4 £7-£f5
Z. Ngl-£3 e7-eb
3. cz-cd Nyg8-£fe&
4 er-a3 BfS-bd+
G Bcol-dz Bhdxdz+
B Nblxds ET=mE
T EBfl-eZ chxdd
g NEf3xdd a-o
= -0 NbE-c&

lo. NdAE-£3 Qdg-c7
11. ERal-cl Nfg—ed
1Z. EeZ-d43 Noe-k4
13. Ed3-bl Qc7-bi
AL ar-al Nhd-c&
e hZ-hd Nofxdd
léa. NiZxdd Oh&-ds
17. Qdl-eZ Ned-£f5
lg. ERfl-d1 Nfg—od
L gE—g3 Qd&-ak
Z0. Qez-bz REg—-£7
Z1. Qbz-b3 g7-g&
ZZ. EBEhl-d3 Ngd-ekb

J-ho-

M| AL LG EA* 7O || B Mot word 207 | P CobRew 8 - skiodes] [T Kehess Etne 4 £Z3. EBEd3-ez Qa&-k&
4. cd4-c5  QbE-c?

32.Wedl threatens Z5. Ndd-b&  QcV-cé
33.G:c6 and if Z6. NbE-d6  Rf7-e7
33.....d:c6 in defense We7 then Z7. BezZz-bS  Qeo6-c?
34.S:f5 e:f5 otherwise 35..Sh6 and checkmate 28. Qb3-c3 Heb-ce
35.Wd8+ H:d8 9. Qo3-f6 a?-ab
36.W:d8+ We7 20. EhE-a4 Bag-he
37.W:e7 checkmate 31. PRdl-dZ  PhS-a8
32, Bel-dl h7-he

233, QNfexgs+ Eg2-f8
34, Qgexhe+ KEILS-gd
35. Oh&-g&+ FEgB-f8
36. Og&e-fc+ EfS8-giB
37. Badxct d7xcE
38. Ndexfkb Ba7-d47
39. Qfexedt FEgB-£f8
40. Qeg-f5+ Ef2-gB
41. PRdzxd? Qo7xd?
47 Rdlzd? BoSxd?




Game XVIII



Chress Elrte in London, p/ayzby a game. The opponen! says. “zjy Den
has chimed the ﬁ//ﬁ liour since you started /Az'néz'ny on your move.”
Chess Elite respono(s.' “Well, when in London at heart T a/ways am an

((}ny&'sﬂman. L

Chess Elite in India. In a street he can see a faéz’r sfanofr'ny on bhis
tead on nails. The Hindu chess p[ayer sﬂowiﬁy bim around asks
zhsfzbcfzbe/y: “And what do you think about this /003171'012.? ”
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CHAPTER VI

English game 1.c4

In the end an extraordinarily pleasurable thing happened to me. In this chapter I
had put two very long games /one with 82 and the other one with 86 moves/. As I reviewed
them in the course of the final proofreading of the material, I noticed new attack
possibilities which enabled me to extract the utmost beauty from the games.

And there was more. They allowed me also to end game XIX in 27 moves, whereas game
XX in 26 moves! I've included game XX /86 moves/ in an archive at the end of the book,
so as to make it possible for avid readers to make themselves familiar with the game and to
compare the hard and strenuous positional game /preferred by the three-time World Chess
Champion Botvinnik/ with a bold, blistering attack /precursors Alechin, Tal/. They are
the masters of the genre, whereas their games are model ones.

The left game XX deserves attention for one more reason. It is a kind of curiosity, since as

many as five pawns were promoted into queens! So, I’'m leaving you in the English
climate, in the belligerent and pugnacious style of Sir Francis Drake. See for yourselves.
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Game XIX

Hove Help

P
Nald 9# 8 8/3R8DRAAZQ €EC>P0ECD

Black: KChess Elke 4

|Twu:| Flayer kode - W aiting. .

e

L. cZ-cd a?-afb
Z. Nbhl-c3 NgS-£fea
3. Ngl-£3 Nh&-c&
4 er-aj EBfg-a7
L. dz-d4 efbxdd
& e3xdd o-o
T Bfl-d43 Neot-hd
g EBd3-kl d7-dkb
=1 az-al Nhd-c&
10. cdxdb Nigxds
11. HMNcz-ed £f7-£5
1lz. HNed-g3 fE5-£f4

13, Ng3-ez Bog-=8
l4. Ebl-ar Qds-de&
[REH o-o Rfg-f5
1. ERfl-el g7-gb
17. NeZ-c3 NdExzc3
18. ERelxed NeZxdl
19. EPecxd&+ FEgB-£8
Z0. PRds-d7 BfE-kE
Z1. PBA7xc? gE—od
ZZ. Eclxifd Ndlxzhz

s |42 W EA * 7O || Bt wod A0EDR | F CocbRaw s hiatedt |[T Kehess Eine 4 E3, dd-d45 Ee7?-d2
4. PRoTxh? Neg-e7
g dg-dg Edz-ke
Z6. déxev+ KIig-e8

18.W:e6 here a change was introduced.

In the first version I played 18.G:e6. Capturing done with
another piece, and what a difference in the character, 20 NESEeS W
climate, and above all the length of the game. I’'m leaving
the remaining part for you to assess.
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Game XX /nova/

Game XX /nova/

cdes

Sc3 St6

St3 Sc6

e3 Ge7

d4e:d4

e:d4o0-0

Gg5Sg4

G:e7H:e7+

Ge2 Hb4

10. Hc2 We8

11. o-oHd6

12. Wadl Sb4

13. Hf5 taking the advantage of the fact
that the bishop on ¢8 has been blocked

13. ...Shé6

14. HhS S:a2 strikes the pawns

15. Gd3 S:c3

16. b:c3 Ha3

17. Sg5 H:c3 this pleasure cannot be
denied...

I understand that very well, as it is the last

pleasure...

WONAL R W=

Diagram

18.
19.
20.
21.
22,
23.
24.

S:A7 S:{7

G:h7+Kf8

Wd3! H:c4 /what else could be done?/
W13!d6

d5! Ge6 first victims

d:e6 H:e6

Gg6!! now the bishop!

The knight cannot be defended by
means of We7 because then Hh8 and
checkmate. Moreover, there is a threat
of G:f7 and White will have one rook
more, not to mention W:f7 after
which, facing a checkmate, Black
have to give up their knight and queen
forabishop(!)

....H:g6
. H:g6 We7
. Hh7!! and Black resign..

Diagram

SDOAZY €CO>PCECSD
Bk

|
Kt




Game X solution to the problem

Position from an English game after 22 moves. As usually, the computer
has one pawn extra...

The following moves were then made:

1. Sf3-h4 We8-e5 The knight is moving
towards g7, the rook defends
against that and against Hf5 and
Sgb6+

g4 Se8 defends the g7 square

St5 Wa2 intends to take the 2nd rank

Wrtel W:el

W:el Wa3 one more pawn to capture. ..

We3 Hb4 strives for promotion, no other
idea for a victory

Hd3 Wal+

Kg2 Ha5 hesmellsarat...

S:h6! athreatof Hh7 and HhS,
checkmate.

9. e St6

10. g5! Se4

11. H:e4 Hd8

12.S:f7! and Black resign. Threatens

without penalty 13. S:d6 with
a checkmate on e8. It could have

WX kv

been followed by:
12.....K:7
13. Hf5+Kg8

14. g6 Hf6
15.Hh5 and facing 16.Hh7 CHECKMATE
itis necessary to give up the queen




“Pm goring lo be a new Einstein!” exclaims Chess Elrte. “%ﬁﬁoayg g
don’t know yel what "mate-rial” means, I a&eady tnow the feyzbnz’ny. 7
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CHAPTER VII - THE GRAND FINALE

GAME XXI

Genesis

Everyone has dreams. My dream, after this book including my 20 games played
against the computer had been accepted for publishing, was to find another, 21st game,
an extraordinary pearl, a symbol of the 21st century and of modern chess, a gem of this
publication. And I did find it in the course of proofreading game X VIII. So, I’'m presenting
to you the most beautiful game I’ve ever managed to play against the computer.
And I wish you similar games too.

1.e4 Sfo
2.e5 Sd5
3.c4 Sbb
4.d4 d6
5.f4 d:e5
6.f:e5 Sc6
7.Ge3 Gf5

8.513 e6

9.Ge2Ge7
10.0-0 Sb4
11.Sa3
11....c6
12.Hd2

12....0-0
13.b3 f6
14.e:16!

14....g:t6

15.Sh4! Sa6

Author LK

Alekhine’s Defense

the knight has been repelled. Now it’s time to defend the pawn on e5

pinning the knight after 8.Sf3 by means of 8....Gg4 would mean a loss
of move and tempo. Therefore I can easily play 8.Sf3
of course

with a cumbersome attack on c2, with an intent to capture the rook on al
I don’t like that move, but what else can I do? The computer plays

I pin and limit the bishop on 7. It loses the possibility to move on the
d8-h4 diagonal, which will become important later on.

the pawn on e5 makes trouble, Black want to get rid of it!

exactly! And the bishop cannot capture.

here we have the first weak point of the opponent. It must be utilized
immediately. Doubling pawns on the f file would be great.

knight on a3 in jeopardy. In game XVIII this was followed by an unlucky
move 16.c¢5 [ made it instinctively, without calculating the consequences.
From now on I will improve my calculations. Instead of 16.c5

my move is

16.S:15! G:a3 - a piece for a piece, but the bishop is far away from the warfare zone

17.Sh6+ Kh8
18.c5!

19.Gf2 Gb4
20.He2 5

21.Gg3!!

now c5! Isolate the bishop!

loss of time. The bishop is dead.

prevents my queen from attacking the h7 square, making it at the same
time impossible for the knight on h6 to retreat.

due to the reason behind 20....f5 an aggressive f4 would be now
pointless, as it would restore the previous threats. But now there is

a threat of a checkmate on e5 and the only defense would be to guard
with the knight on {6
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21....Kg7 The king is going for the knight on h6. Well, if so, we won’t let him
choose.

22.Ge5+ The king does not have many possibilities to move. Only the g6 square
is free. Therefore, it can go to g6, guard itself with the knight on f6 or
capture the knight. To go to g6 when there is a possibility to capture the
knight on h6 would be pointless. Guarding would be passive, so, since it
has gone to capture the knight... On my part a proposal to sacrifice
apiece inreturn for. .. the unknown.

22....K:h6  Hereit comes! We’ve trapped the black king.

23.W13! Wg8 Wonderful!

I announce a checkmate in 8 moves!

24.Wh3+ Kg6
25.Gh5+ Kg5
26.Hf2 a checkmate possible in 3 moves Hg3+ Khé6
Gf7+ Hh4
W:h4 checkmate
26.....f4

27.Gf7! Kf5 there was a threat of 28.Wh5+ Kg4 and 29.h3 checkmate

28.Wh5+! Hg5 hoping that I would be tempted by the queen and he would escape
from the mating net. 28....Ke4? 29.Hf3 checkmate

29.Hc2+! Kg4 can you see it now? Besides notice. An incredible situation.
Black have the advantage of one piece, and it seems as if their
pieces did not exist. They stand as if a spell has been cast of them
and none of the pieces can help their king.

30.h3+ Kg3

31.Hf2 mat there was no defense against this checkmate.
If you want to defeat a computer, this book, and in particular this
game will help you to achieve that. The world is yours. Good luck!

Autor LK
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Game XXI

Endgame. The position is worth a large diagram.

Aruchy\P21.1 =

Move  Help

Fie
DeHS a»i 18809DAAZY €<CO>PFRCO

Black: KChess Elits 4
C 1] E F

3 e2-e4 Ngo-16
2. ed-85 Ni6-d5
3.  cz-c4  NdS-bE
4. d2-d4 da7-dé
B fresra) déxes
6. fixe5 Nb8-cé
7. EBcl-e2  Beg-f§
8. HNgl-13 e7-e6
5. Bfl-sz Bff-e7
100 o-o  Heé-b4
11. HNbl-a3 c7-cé
1z. Qdl-dz o-a

13. b2-b3  £7-16
14. eS5xf6 g7uf6
15. HNf3-hd Hb4-a6
16. NhdxfS Ba7xad
17. Nf5-hé+ Eg3-hs
18. cd4-c§  Nb6-ds
13. Be3-fZ Ba3-b4
20. Qdz-ecZ 16-£5
21. Bfz-g3  Ens-g7
22. Bg3-e5t Kg7xzhé
23. Rf1-£3  Re9-g8
24. Rf3-h3+ FKEhé6-g6
25. Be2-hS+ Kgé-gs
26. QcZ-fZ £5-£4
27. BhS-£7 Eg5-£5
28. Wh3-hS+ Qda-gs
29. QfZz-c2+ EKEf5-g4
30. h2-h3+ Kgé-g3
31. Qez-fz*T

31. Qe242* Checkmatel White =
wins. ¥
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Game XXI - COMMENTS

Please note: the black king, in order to find its final position on the board /not necessarily
the desired one/ moved from h8 as far as to g3. In order to distinguish this really
extraordinary game, [ have called this variation A long way of the king. The king's move to
g5 /after 1.Wg3+/ is weaker and results in a checkmate in 7 moves. I’ve called this
variation The last walk. Here, except for the weak and inefficient Gel, there is no defense
whatsoever. Let’s see:

Initial diagram / position after the 23" move of Black/

R 425 A e
HS 2% §3R0D0AZQ €<C>DP0ETOD
Dok Chess Ele 4

(el
SR ¢

fam 24 whas o ve e =
\white. of aminor

T rece. o s Pawes
' ekt
. | vailable PWhie carmake 47 move, Black can make 461

=
j ad
- ! § e HMSE ' ° " |a“ - jl | L]
The last walk variation
1.Wh3+ Kg5
2.Hd3!!! and f4 is impossible or else Wh5 and checkmate And there is a threat of

a checkmate on g3 /Hg3 checkmate/

2....Gel the only one

3.W:elKg6 there’s no other way than an escape /3...Sf6 does not provide defense,
either, because

4.Gh5+ but there’s no escape 4 Hg3+ Sg4
4....Kho6 here the king will not be safe 5.Hh4+ Kgb
5.Gf7+ Hh4 there’s nothing else... 6.Hh5 mat/

6.W:h4+ Kg5 back to the roots

7.Hg3mat  Pleasenote thatin this variation the computer gives up its queen in the
S5th move and thus exhausts all the possibilities to defend itself. It
makes sense at this time.
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Game XXI is a mine of beauty. A mine of beautiful variations
and beautiful checkmates.

KChess Eite 4 - C\WINDOWS\Pulpitkszach
Spesk Move Hep

T WS\PupzachANEAP21 2.7
DOBE 9» ¢ #3A°DNRAZIR €<C>P0HOSR

Variations derived from A long way of the king.
In this variation Black can, by means of 3...Gel try to extend the variation. Will they

succeed? succeed?
Let’s see:

Wh3+Kgé
Gh5+Kg5
Hf2 Gel isdefending g3
W:el f4

Hf3! threatens

NhWD =

6. Hgd+Kh6

7.Gf7+Hh4

8. W:h4 mate

....Kf5

g4+ Kg5

Gf7!! and there’s no way to defend
against checkmate Wh5
7...Sf6?
8. H:f4 checkmate

7. ...Ha5 alate excursion

8. WhS5 checkmate

Plan implemented, the king defended

against the checkmate in the 8th move.

To end with, let’s see a similar version of

A longway of the king.

Now
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A similar variation

Wh3+Kgé

Gh5+Kg5

Hf2 f4 up till now the moves are
exactly the same

Hf3 here a change is introduced

Kf5

g4+ W:g4

H:g4+ Ke4 a shelter? Blind man’s
buff? /Hf3+, Hg4+/, no

Hg6+'h:g6

G:g6 checkmate

PN AR RE WD

ong way of the king 4....Wg6
Wh3+Kgé
Gh5+Kg5
Hf2 f4
Gf7 Wg6 then
Hf3!Kf5
Wh5+Hg5

Al
1.
2.
3.
4.
5
6
7. g4 mate



Game XXI /position after the 23" move of Black/

LET’S GO THROUGH IT ONCE MORE!

I announce checkmate in 8 moves!

A long way of king Last walk /1.... Kg5/
1.Wh3+ Kg6 1.Wh3+ Kg5
2.Gh5+ Kg5 2.Hd3!!! Gel

3.Hf2 {4 3.W:el Kg6

4.Gf7! Kf5 4.Gh5+! Khé6
5.Wh5+! Hg5 5.Gf7+ Hh4
6.Hc2+! Kg4 6.W:h4+ Kg5

7.h3+ Kg3 7.Hg3 mat

8.Hf2 mat

[run2t-whisiomoe

[eiekbine’s defence H

pioce, orthee Pasra.

avaiable (Whte canmaka 47 noves, Black can make 461
Wi b e coveiage of e bosd,staching 3 sctes whie Blsc, sk ol 20.
Wi b sionger conmand o the cente of the bous.

]
E
(1] ]

A long way of king

/a replacement version/

1.Wh3+ Kgb6

2.Gh5+ Kg5

3.Hf2 f4

4.Hh4+ Kho

5.Gf7+ H:h4

6.W:h4+ Kg5

7.Wh5+ Kg4

8.h3+ Kg3

9.Wfl Wd8
10.Wf3 MAT

I have provided here also the “replacement” version because even though the checkmate
takes place in 10 moves, it is as beautiful as the previous one, and the black king
is checkmated on exactly the same square, that is g3.
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AN EXTRAORDINARY SUPPLEMENT

/after a consultation with the reviewer, Grandmaster W1. Schmidt/

The professional program of the Grandmaster showed that the announced
checkmate in the 8th move can be avoided by means of a simple, additional shielding
/after 1.Wh3+/ 1....Hh4, which extends the variation to 9, and even to 10 moves. And
indeed: After shielding with the queen and a supporting move 6....Wgé, it is so. I’'m
providing two variations by the computer, one with 9 moves and one with 10 moves,
due to the exceptional beauty of the latter. I'm providing also my modification of the
first variation, as well as my own variation No. I1I.

Diagram

i RChess Elte 4 - C-\WINDDWS \Pulpit\szachy\nuchy\PZ1 2.2
Plw Soesk Hove Hep

T w21 22
DOBHS 9# 6 432090 PAZY €<>PVECeD

ffum2t whte e —— T
f toghetthan .

S
T | ora
|avaslable [Whie can make &7 moves. Black. can make 461

ekl ock ony 20,

Wit hsa sionges conenand of the cenie of the bosid

1. Wh3+ Hh4
2. W:h4+ Kg6
3. Gh5+ Kg5
4. Hf2 Gel
5. Weel f4
6. Gf7 Wgb6
7. W:f4 S:f4
8. H:f4+ Kh5
9. Gf6! and after, for
example, Wf8
10. Hg5 CHECKMATE
(right under the
rook’s nose) or
10. g4 CHECKMATE
10. We5 CHECKMATE
10. Hh4 CHECKMATE

il

A2

A ANG)

| I

1.Wh3+ Hh4 1. Wh3+ Hh4

2.W:h4+ Kg6 2. W:h4+ Kg6

3.Gh5+ Kg5 3. Gh5+ Kg5

4.Hf2 Gel 4. Hf2 Gel

5.W:el f4 5. W:el f4

6.Wg4+ Kh6 Mine: 6. GI7 Wgé

7.Hh4 W:g4 7.Gg6 St16 the only one 7. Hf3 K:h4

8.G:g4+ Kgb6 8.G:f6 8. G:f6+ S:16

9.Hh5 mat  9.Hh4 mat /irrespective of what 9. Hh3+ Kg5
Black play as the 8th move, 9.Hh4 10. We5 mat!
and checkmate/
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And so, we’ve discovered one of the weakest points of the computer. What is
interesting, the more professional the program, the weaker the point. Let me explain. Let’s
assume that my Chess Elite as a program of average strength designed for training
purposes did not calculate variants for more than 6 moves. If so, it “couldn’t see” the
checkmate in the 8th move and therefore did not play at the beginning the suicidal
1....Hd4, so as to delay the checkmate with that shielding. Whereas a professional
program, which calculated variants till, let’s say, the 15th move, could easily discover our
checkmate in the 8th move, so in order to postpone it, the program initially played
1....Hd4. Therefore, if in any of the games we manage to create a situation which is near to
checkmate, which can be identified by generosity of the computer, we don’t have to worry.
We like gifts, that’s one thing. Another issue is that such a sacrifice of the queen /or of
another piece/ without any compensation for the computer leads to our victory,
irrespective of in which move the checkmate will take place. That’s because we have a
significant material advantage, sufficient for winning. Therefore, all we need to do is to
play calmly and to lead the game to the victorious end. When I was looking for the proper
variation after 1....Kg5 I took for many times the advantage of the computer’s “courtesy”,
which resulted in multiple nice, original variations I’d like to present to you now. A fter

1. Wh3+Kg5Iplayed

2. Hcl+after which the computer played a manneristic shielding, typical of'it

2. ...Gd2

3. H:d2+f4

4. Hd3 thanks to 2....Gd2 I gain a piece and move to the convenient d3 square. I rejected
those variations, as a man would not play 2....Gd2 but immediately 2....f4 and then,
after 3.Hc2 Sf6 there’s along way to win.

4. f3isdefending against Wh5 and checkmate 4. ...He8 /also defends against Hh5

5. H:h7!f2+amove delaying the mate and checkmate/

6. Kf1Se3+another delaying move 5. H:h7 Wh8- checkmate on h5

7. W:e3 W18 and plenty to select from: avoided,

8. Wg3 checkmate BUT

8. HhS checkmate 6. Wg3+! fig3

8. h4 checkmate 7. h4 and checkmate
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Let’s see another variation

I. A typical delayer

4.....Sf6 4....Sf6
5.Wg3+ f:g3 5.W:h7 S:h7
6.H:g3+ Kh6 after 2....f4 3.Hc2 6.H:h7 H:d4 *delayer
I couldn’t play 7.G:d4 3  *as above
now 6.H:g3 8.G:f3e5  *asabove
7.Gf4+ Wg5s 9.G:e5 S:c5
8.H:g5 and checkmate 10.h4 mat No mate in 8. Therefore, /amongst
others/ I have rejected the variation
6....Sg4? /instead of 6....Kh6/ 2.Hcl+, which does not change the fact
7.H:g4 Kho6 that it is an evident win of White, and the
8 HhS mat computer by means of 2....Gd2 /bishop
sacrifice/ really helped us with that.

Two more delayers

1.Wh3+ Kg6 1.Wh3+ Kgb6

2.Hcl Sf4 2.Gh5+ Kg5

3.H:f4 Hg5 3.Gf7 Wgb

4.H:g5 Kg5 4. He2 Sf4

5.Wg3+ Kho6 5.He3 H:d4

6.Gf4+ Wg5 6.G:d4 e5

7.W:g5 Gd2 7.G:e5 Gd2

8.G:d2 f4 8.H:d2 Wd8

9.G:f4 W18 9.Hf4 MAT
10.Gd2 Wf4
11.G:f4 S:c5
12.Wg8 MAT
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Comments on the computer’s move 1....Hh4.

Fortunately, Chess Elite is not a professional and hasn’t done that to me /shielding
1....Hh4/, so I could achieve the announced mate in 8 and show you the beautiful variation
titled 4 long way of the King. Or maybe it just couldn’t catch my hint? Anyway, I must
thank it for its kindness. Now, back to the move 1....Hh4. As my eminent reviewer,
Grandmaster W1. Schmidt admitted himself, it was a “non-chess” sacrifice. I would add
here, that after offering the queen in such a way the game should have actually been
surrendered already after the 1st move. So, no checkmate in § moves, but the game ends in
one move. In a “live” game such moves are not played due to their sheer senselessness.
They make sense as educational moves /in a chess study/, and we can actually treat the one
in question like that. Thus, it does not diminish in any way the correctness and justification
of the other variations provided by the author. Now [ would like to present the variations
played against Chess Elite after 1.....Hh4. As you will see, even after shielding with the
queen, it is possible to checkmate in 8, 7, 6, and even in 5 moves. It all depends on the
opponent. And on the way it plays....

Diagram

NDDWS \Pulpit\szochy\ruchy\PZ1 2.2

CEGRADPAZY €CP>PVECOD

Black: KChess Ele 4

i
[ince on thuee Parere.

Bl plapets v scubvalent by siound the bosid. ssch hsevg & sl rurmber o s
Larvaable [/hi: cary ake 47 meoves. Black can make 461

ekl ock ony 20,

Wi oz shonger command o he cenireof the bosrd

=
I woza B
i el o
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VARIATION

I 1T
1.Wh3+ Hh4 1.Wh3+ Hh4
2.W:h4+ Kgb6 2.W:h4+ Kg6
3.Gh5+ KgS5 the best 3.Gh5+ Kh6??
4.Hf2 Gel 4.Gf7!+ Kg5
5.W:el 4 5.Wh5+ Kg4
6Gf7 KfS but now 6.h3 mat
7.W:44!1! S:f4?  7....Kg5?
8.H:f4 mat 8.Hh4 mat

11 v
1.Wh3+ Hh4 1.Wh3+ Hh4
2.W:h4 Kg5? 2.W:h4 Kg5?
3.Hd3!!! *threat of Hg3 and checkmate 3.Hd3! K:h4??

*3....f4 impossible due to 4. Wh5  4.Hh3+ Kg5
and checkmate 5.HhS5 mat!
*3.....5f6? 4.Hg3+ Sg4
5.W:gd+ f:g4
6.H:g4+ Kho
7.Hh5 mat
3.....Gel
4.W:el Kg6
5.Gh5+ Kh6
6.Gf7+ Kg5
7.Hg3 mat. Just right.

As we can see, after the black king

movestog5.2....Kg5,1...Hh4
does not help or extend the
variation, either.

Here we end the introspection of game XXI. All that’s good (beautiful) finally comes to an
end. So does our game XXI, the gem of this book. It ends, but its beauty continues and will
continue, as it is imperishable and you will always have the possibility to get back to it.
Using game XXI (as well as other games) as an example, I can state that an analysis of
a game of chess is at the same time a model of comprehensive, in-depth analysis of a
problem. That skill, acquired in the course of reading this book, will probably rescue you
from a plight more than once in your life.
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CHAPTER VIII

DIFFERENT ASPECTS OF GAME XVIII

The world of Alekhine’s Defense

Originally this book was to contain 21 games. However, in the course of
proofreading and introducing corrections, other games emerged which could not be
omitted. First three transformations of game X, the Sicilian defense, came into existence,
then 4 transformations of the English game were created, and finally (mind it!) 13 versions
of game XVIII were developed. The leading game XXI, two versions added in Chapter V
and further 9 self-emerging ones. Due to the authentic beauty of those games, I decided to
create a separate chapter which I called Different aspects of game XVIII that is The
world of Alekhine’s Defense. As a matter of fact, those 12 games /game XXI is dealt with
separately/ could provide material for a separate book. Whether Alekhin himself could be
proud of those games by an amateur and a computer, it should be decided by professionals.
I am proud of them. Grandmaster Wt. Schmidt, a reviewer of this book /one of the
members of a group of eminent reviewers, a professional/, amongst only four games that
he saw favored two, that is games XXI and 18.2. I believe that the remaining games also
deserve a couple of warm words, and for sure they deserve to be shown to the readers as a
chain of metamorphoses really helping to comprehend and understand chess during the
learning process, . Due to the special beauty of those games and because of my personal
fondness for Professor Tadeusz Gatkowski, the head of the Rehabilitation Psychology
Department at the University of Warsaw, and for the deaf and dumb persons entrusted to
his care, and finally in order to celebrate the year 2003, which is the Year of the Disabled, it
is them to whom [ would like to dedicate this particularly beautiful chapter Different faces
of game XVIII, The world of Alekhine s Defense.

LK

CHAPTERVIIL

In this chapter: a mother game with a beautiful double endgame. The computer failed to
foresee that with an advantage of a pawn it can lose in the endgame. Further, 11 derivative
games as escorts. This chapter is possibly the best example of variety and infinite
transformation possibilities inherent in chess. At the end I’d like to remind, that it is this
game that gave birth to our game XXI, which is the legend of this book.

In accordance with the rules, a bit of theory. And here I cannot deny myself the pleasure of
showing how Alekhine himselfplayed against the Alekhine’s Defense.

Alekhine’s Defense
1.e4 Sf6

2.e5Sd5

3.d4d6

4.4.513 Gg4

5.c4

71



The world of chess is a world of good.
A world without segregation. Disability is
left aside or behind. It does not exist here.

The friendly world of chess.
For everyone

WELCOME
.
! 4’/:'\&
=
A ~ ()
e 0
L
)
]
7 17 L o
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Game XVIII

KChess Elite 4 - C:\WINDO'WS\Pulpit\szachy\ruchy\P18w1.1

TI - EF Blay Spesk Move Help

ure -2 : BG @% 3 §3RDRAAZI KC>P0EC T
. .

Black: KChess Ele 4
£

c

|Twu:u Player Mode - W aiting. .
v Yl

=l |
Z. ed-akb Nfg—-d5

3. cz-cd NdE-hke& | @

4 dz-d4 d7-de&

G fr-f4 diExeb

& fdxekb Nh&-c& ’. .

s Bol-e3 EBocg8-f5

. Ngl-£32 eT7-eb

9. EBfl-=Z EBf8-e7 I

10. o-0 NcocE-hd

11. Nbl-a3 cl-cE I

1z, Qdl-dz o-o

LE bz-k3 £7-f&

14 . aebxfh gixfE L

15. HNifzZ-hd Nhd-ag

16 cd-ckb Natxch

17. MNhdxfkb eExfh { .

18. Na3-ciZ Nofb-ad . , . , .
19. Qdz-d3  Qds-d5 e
Z0. Ee3-hé Bfg-ds ‘ ‘ gm ‘ ‘gz Zg
Zl1. Rfl-f4 Ba7-cb

ZZ. DBfdxed fhxed & g &@zga@& zgg
23. Qd3-g3+ EKEg8-£7 M| AD 2 G B % T O || B McroschWod-AOZ02L. | T CoeDRAWS-fsdcd] [T KOhass Erio &
4. Qg3-g7+ Kif7-et

Z5. EBez-gd+t fE-£5 46 . [eb-hs EhE-at

Z6. EBogdxfL+ OQdExflb 47 . [Obs-d&+ b7-b&

27 ddxcb QfExcb4 43, 0de-d7 NAS-c3

Z8. MNcz-e3 Rdg-et 43 Qd7xdl No3zdl

Z9. PRal-f1l Nbe&-db Eo. gZ-od ch-cd

0. Qg7-f7+ Eed-de El. gd-g5 cd-o3

31. FEgl-hl Reg-a7 EZ. gE-g& Ndl-e3

3z. MNez-fL5+ FEd&-d7 E£E3. Edg-g& Ne3-f5

33. MNfLxe? QocExe? E4. hi-hd NE&i—-g7

24. Qf7Y-f5+ FEd7-c? EE. Ehi-h3

35. EBh&i-gk Qe7-kh4

36. Qf5xh7+ Eec7-ba

37. Qh7-hd Raf-a8

38. Rfl-el Qb —dd

39 hz-h3 Qdd-kz

d40. Fhl-hZ= OhZxas

41. Pelxed Delxed

d7 . (hdxed Qazxh3

43 Oed-dd4+ cE—-c5

44. Qd4-e5 Ob3-dl

45, EgLb-dE+ Fb&t-bk ;I
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Comments to Game XVIII

16.

18.
21.

22.

22.
23.
24.
25.

31.

c5 a mistake. The capture d:c5 is a bad idea, as it will be followed by
16....H:d2
17.G:d2 G:c5+
18.Kh1 G:a3
and Black have captured two pawns. However, that was a lucky mistake.
Thanks to it, after a correction, Game X XI was created.

Sc2? aninaccuracy. The right moves were 18.W:f5 Se4 and 19.Hb2

...Gce5 the culminating point of attack on d4. Nevertheless, the black queen, busy
with the pawn on d4 cannot see that the black king is not shielded. Time
for a counterattack. The goal of Black is the pawn on d4, whereas of
White - the black king

W:e4! sacrifice of quality, speed, outpacing are the advantages of an attack
which can bring about a win. This move makes the game worthy showing

f:ed

Hg3+Kf7

Hg7+?Ke6

Ggd+? simple 24.d:c5 H:c5 25.Se3 with a piece extra and a strong attack were
sufficient. The case is open.

Kh1! the knight on e3 is untouchable. 31....S:e3?!

32. Wf6+Ke5

33.Gg7!! Hel+/minimal losses/
34, Wfl+Kd6 and
35. W:cl the black queen is captured
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Game XVIII Varlatlon 1/55....c2/

Black: Mhﬁ!E\IM

E=1.. f=] @wﬁﬂ_ﬁﬂf&lﬂhxe €C>P0EC @

e

|Twu:u Player Mode - wWaiting...

oY

i eZ-ad Ng2-£f& = 7. - ?
. ed-akb Nfg-dk

3. cZ-cd NAE-h& 5 @ 8 s
4 dz-d4 A7 -d&

5. fz-f4 déxelb

=8 fdxelb Nh&-c& ’. - i
7. Bcl-=3 EBc8-£f5

=8 Ngl-£3 ef-ab

9. BEfl-e? BfS-e7 i i
10. o—o Nc&-bd

11. Nbl-aZ c7-ch | !
1z, Qdl-dz o-o

ILE - bi-b3 £7-fe

14 ebxfg g7xfd b ‘ 2
1. Nfz3-hd4 Nhd-ag&

16, cd-ckh Nagxchk a

17. Nhdxfb aetxfh f g i
18. HNaS-cf  Heb-ed . .

19. Qd2-43 Qds-45%

DSOS AASAASEAAEW
QALATA

21. Rfl-f4 Be7-ct
o neases e (A S AGVH Wy

23, Qd3-g3+ Egh-f£7 S| [ (A5 e W B % F O || B Morssoh Wod-ROZD2).. | F CasDRAW 8- [aded) |[T] KChess Eito 4
4. Qgi-g7+ Ei7-ed

zE. EBeZ-gdé+ f&-£h 45, [Qe&-hE Eh&-atb
Z6. Bgd4xfE+ 0d4dExfE 47, QOb8-d&+ b7-b&
z27. ddxch QfExctE+ 48 0ds-d7 NdL5-c3
Z8. MNcz-e3 Bdg8-=8 49 Q0d7xdl Neo3xdl
Z9. PRal-f1l Nh&-dE 50, gz—ogd ch-cd
30. Qg7-£7+ Eeg-d& El. gd—o b cd-3
3l. Egl-hl Bag-a7? EZ. gE—gf Ndl-e3
3E. Ne3I-fE+ Edg-d? L3. Bd2-gkt Ne3-f5
33. NfLze? QoSxe? B4 hi3-h4 NEE—g?
34, Qf7-f£5+ Ed7-c7 ELE. Fhz-h3 c3-cof
35. Bh&-gb Qe?-kd LE. Fh3-ogd4 Nyg?-a8
6. Of5xh7+ Ec7-bhib 57, hd-hk Neg-f&+
237, Oh7-hd Baf-=8 55. Egd-hd Nifc-=d
38. Rfl-e=1 Ob4-d4 Ea. EBgt-e2 Ned-d&
39, hz-h3 Qdd-hz 0. EBe3-cl Nde—-£5+
40. FEhl-hz OhZxaz &l. Fhd-gk& NEE—g?
41. ERelxed DeSxed BE. hi-hé& Ng7-at6+
47 Ohdxed Qazxzh3 £3. Egti-ff&

42, Qed-dd+ cE-ckb

44. Qdd-ekb Obz-d41

4L, Bgb-d8+ FEbho-bb _I
-
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Game XVIII Variation II /55....b5/

ﬂﬂmmﬂggl gh.Fl

L
A5 ed-ab Nie-dkb
3. cZ-cd NdE-h& b |
4. dz-d4 d7-d&
£ fZ-fd4 déxel
&,  fdxaE HbE—céE : 8 ,
o EBcl-e3 EBcS-f5
g Nygl-£3 ef-ab
=1 EBfl-aZ EBfg-=7 i @ m H
10. o-o Nce-hd
11. Mbl-a3z c7-cih I a
lz. Qdl-dz o-a ‘
S hz-b3 £7-f6
l4. ebxfe g7xfE ! 9
——

4 [ _
L

1E. MNfZ-hd Nbhd-ad

16, cd-ck Nagxck
17. Mh4xfb etxfh 1
18. MNaz-cZ NoE-=4

a 8 -

1. QdEi-43 Qds-45 ke HMS

0. mesme pea Liomieai
e nees et DA ANE B ANA

23. Qd3-g3+ FKgs8-£7 Hhstan] (A5 & W B % 7@ | BFMeosi o A0Z0R) | P CoDRaw S hioded] [ KCheseEmad
4. QuiE-g7+ KHf7-=6 46. Qe5-bE  Ebi-as
Z5. BeZ-git  f6-f5 47 Qb8-ds+ B7-he
6. Bogdnf5+ QAGx£S 45. 0d6-d7  HdS-c3
7.  ddnct  QfSxef+ 43 Qd7xdl  Meo3xdl
Z28. MNecz-e2 Bdg-e=2 E0. gE-gd cE—od
29. BRal-fl Nh&-dS El. g4-g5 cd-c3
30, Qg7-f7+ He&-de EZ. gB-gf HNdl-e3
1. Hgl-hl EReg8-=27 53. EdS-g5 He3-f5
3Z. HNe3-f5+ Hde-d7 E4. h3-h4 HNfL-g7
33. HfExe?  Qcbxe? EE. FEhZ-h3 b&-hE
34. QE7-f5+ EdA7-c7 55. Eg5-fs cE-c2
35. EBhf-gb Qe7?-hd E7_. EBfs-hZ hE-hd
36. QESxh7?+ Ke7-bé SE.  Baiegd  WETesE
37. Qh7-hd4  RagS-e3 5. Eddas  HRPeEEy
33. Rfl-el Oh4-d4 B, EgieEEs  MES=edd
6l. KgS-h&é Hed-f8

I hi-h3 Qd4-hz
40. FEhl-hz ObZxalZ
41. BRelxed Befxed
4z Qhdxed Qazxh3

62 gEe-g? bd-h3
£3. Ehé&-g& Nfe-dE
64. Hgs-£7  HdS-e3
43. Ded4-d4+  cE-cb E5.  g7-g8=0 Nel3-cd

6. QgE-c8+ Kad-ho
e mee o e E7. Qc2-b7+ KEhE-ad

45. EBgi-d8+ FEbo-bl LI 65. Ob7xavt w
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Game XVIII.1

uchy\P18.1.1

Speck Move Heb

HBS 9»§ $8A9DAAZY €<>20EHCD

Black: KChess Efte 4
1 c o

o zf

fie
]

In this game the queen is captured.

A continuous attack from the 23rd move. The black king
moves from g8 to as far as a5, where after a series of
checks it surrenders.
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er-a4
ad—ef
cZ-cd
dz-d4
fZ-f4
fdxekb
EBcl-e3
Ngl-£3
EBfl-eZ
o—o
Nhl-a3
Qdl-dz
bz-k3
ebxfd
Nif3-hd
cd-ckb
Nhaxfb
Nai-cZ
Qdz-d3
Be3-he&
Bfl-f4
Bfdxed
Qd3-ga+
Qg3-g7+
EBef-gd+
Bodxfb+
ddxck
NoE-e3
Bal-f1
Qog7-£7+
Bhe-fd4+
Bfl-dl+
Bdl-cl+
Qf7xzb7+
Bfd4-ds+
Bol-cb+
Bd&xch

NgS-£fe&
Nf&-dE
NdS-he&
d7-de&
diExeb
NhE8-c&
EBcocS-f5
e7-gb
EBfg-a7
Ncoc-hd
c7-cE
o-0
£7-f&
gTxEd
Nhd-at
Natxch
eExfE
Nob-ad
Qdg-d5
BRf8-d8
Ee7-ck
fhxad
Eg8-£7
Ef7-=6
fE—f5
QdExzfh
QfExcE+
Nh&—db
BdS-g8
Eet-akb
Eafb-d4
Edd-c3
Ec3-hd4
QcE-he&
Ehd4-alb
QbExch



Game XVIIIL.2

Blay Spesk M

Eie ove  Help
DaEG 9% 8 838D RAZ €ECO>P0ECSD
aua\:m:mesrm‘

|Twc: Player Mode - ' aiting. ..

e

al. ef-ad NyS-fe&
Z. ed—-alb Nf&-dE
3. cE-cd NdL-hea
4. dz—dd4 d7-de&
B fZ—-fd diExeb
& fdxekb Nh2-c&
7. EBcocl-e3 BoS-f£5
= Ngl-£3 £7-f&
=1 Bfl-aZ fExalb
10. dd—d5 Ncoce-hd
11. o-0 Nhd-cz

1Z. EBe3-gk& NeZxal
13. HMNfixeb BfLi-cz
la. Qdl-dZ Boz-g&
15. HNebxgd hxgs
le. Qdz-f£4 Qdg-hg
17, Qfd4-£f7+ Eed-d48
1l2. Eei-gd Nh&-d7?

la. Qf7-es Nd7-fe&
Ai¢4 o seiees S

s | A G @ G B % T O || B M Wad-ROZ02., | P CosDRAW - iadad) |[T] Kohess Ewe 4

A game praised by the Grandmaster for sacrifice of
a rook (I play 11.0-0, 12.Gg5, 13.S:e5, practically 3
tempos for the rook al). The game is ended with a
brilliant sacrifice of the rook 20.W:f6. The rook is
untouchable . The capture will be followed by

21. Hd7MATEif

20. ...Hc8

21. W:A8+W:f8

22. H:e7MATE
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Game XVIIIL.3

o -
DoHS 9» 8 88QRADBAZI €<C>P G

Black KChess Eliﬂ

c

1
white, HMS

igdixaiy’
ANVAQAAARAH

S| A5 & GEA % PO | oo -phcs) [Hecrentuet  Dbosives |

In this game the queen is captured.
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er-ad
ed-akb
cZ-cd
dz-d4
fz-£f4
fdxelb
Ecl-e3
Nyl-£3
az-al
Efl-eZ
EeZxf3
EfZxca+t
EBe3-fZ
ndl-ez
Nbl-c3
Bal-dl
bz-h4
dd-dkb
o-o
dbxecg
HNcZ-db
QeZxekb
Qef-=d
Bdl-cl
Bfz-g3
HdE-f4
Bol-dl
Nid-at&
By3-£fZz
Efzxd4
Edd4xa?
Bdl-k1l
Bflxbl

Ngg-£fea
Nif&-d5
NAL-ke&
d7-d&
diéxelb
Nhg8-c&
Bcog8-f5
£7-£f6&
BfS—-od
Bgdx£3
NhExcd
b7xch
fexelb
Qdg-d5
0d5-es
Baf-kg
Nedxzaz
Qeg-ds
IhSxhd
Qdgxce
Bhd-h7
Nai-cd
Necd-ab
Qog-d7
c7-ch
Natb-k3
Qd7-c7
Qo7-bit
Nh3-dd
QhE-kE
Bh7-d47
OkbSxkhl
Bd7-d5

res-c7+  SG—_-



Game XVIIIL4

Help
»§iISA9DAAZIQCCOI>DFIROCOD |
Black: KChess Elite 4
|GameDver i

e

GFf
o 2f
@
o
&

AL aeZ-ad Ng2-f&

z. ed-afb Nf&-db

= cZ-cd NAE-k&

4 dz-d4 dA7-de

5. fz-£f4 dexekb

=8 fdxelb NhE-c&

7. EBcl-=3 Bc8-£f5

= Ngl-£3 £7-f&

2 az-al BfE—qgd

10 Bfl-=Z Bygdxf3

11. EBeZxf3 Nbexcd

1z. Ef3xzcat bYxch

12, EBe3-fZ fExelb

14. Qdl-ez Qdg-d5

15. HMNbl-c3 QdE-e&

16. RBal-dl Bal8-h8

. - 17. hi-b4 Ncdxal
15 dd-dk5 Qet-d&

e 19. o-o  EhiExb4

‘ gﬂ ‘ ‘ ‘ gm Z‘g ‘ 20. dExcE QdExcE
£21. HNec3-db Bhd-h7

& & ‘g & & & & @ z g Z2Z. Qeixel Ha3-cd
M| A4S 2 W EA T O || T CosbRw o hisdca) | B Mot wod [T KChoss Elte 4 23. Nef-=4 Ncod—-ak
Z4. EBfz-e=l Qog—-cb+

In this game the queen is captured. 25. Fygl-hl  Haf-cE
Z&. Oed-fh QOcE-d&

27. NdSxc?+ Pb7xc?

Z8. OQf5-f7+ FEef-d=

9. PRdl=zds+t efxds

30. EBel-h4+ HNcc-e=7

1. Qf7-es Bo7-d7

3z. ERfl-bl Edg-=8

32. Ehl-k8+ RA7-d4E

34. EBhdxe? EfgSxe?

35. EbE-h7 Bdg-d47

36. Bh7xd? EaB-£f8

27. Qe&xe?t KEILS-g8

38 1-0
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Game XVIIIL.5

0WS\Pulpithszach

Eie - MHlb .
DOEHG 9% 8 §8QAQDDBAZS €CHIPOECOD

Black: KChess Elke 4
&

o

D'
>
g
o
Do -

1ea4 bW
ANABAAARAES

Mstat| [ A2 @ E * T O || P CocDRAWE hisded] | TFMemosoltwiord | KChess Ele 4

In this game the queen is captured.

After 39.... Kb6 a threat of MATE in two moves
40.Sd7+ Kb5
41.Ha6 AND CHECKMATE
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ef-ad
ed-akb
cE-cd
dz—dd4
fZ—-fd
fdxekb
Bol-ez
Ngl-£3
af-a3
Bfl-eZ
Bezxf3
Bfixctt
Ba3-fZ
Qdl-ez
Nhl-c3
Bal-dl
bz-bd4
dd—db
o-0
dbxcE
Nco3-db
Qezxalb
Qebf-=d
Bdl-cl
Bfz-g3
NdL-f4
Bol-dl
Nfd-ag
By3-fz
BfZxdd
Edd-ct
Bdlzd?
Netxzfg+t
Qed4-£5+
QEs-d7+
BoLbxzatt
nd7-c2+
Bfl-al+t
Balxzad+t

NyS-fe&
Nf&-dE
Nd5-hea
d7-de&
diExeb
Nhe-c&
BoE8-f£5
£7-f&
BfS—gd
Bogdx£fz
Nhéxod
b7xcE
fExekb
Qdg-d5
Qd5-es
REaf-h8
Neodxas
Qe&—-ds
Eh&xhd4
QdExcE
Ehd-h7?
NaZ-cd
Neod-—ak
Qoca—-d7
c7-cE
Nab-h3
0d7?-c7
Qc?-bi&+t
Nh3-d4
Oh&E-hE
BEh7-d7
Eefxd?
Ed7-c8
Eog-c7
Ec7-hg
Eh&-alg
Kalxa?
Ch&-ad



Game XVIIIL.6

:‘-;v.m[n» 5\Pulpitisza

Spesk  Move

Ei.Ekl :
aE=]. ¥=] '@"@ $§3RADOAZY €< 220 EC@
i Blck Kcher ke

l0. Efl-ez Eodxf3
1ll1. Eezxf3 Nhixod
lz. Ef3xcet b7xch
13. EBe3-f2 fexekb
1l4. Qdl-e:Z Qdg-d4kL
15. Nbl-c3 Qd5-e&
l&. PRBal-dl Lag-h2
17. d4-dE5 cExdb
18. MNczxdb Qe&-c&
e s 19. HNHd5-bd4  Qcéxg?

‘ gﬂ ‘ qy ‘ ‘ E Z0. Phl-f1 a?-ak
z2l. Qezxcd albxbhd

@ & ‘ga & g 8 @z‘ g ZZ. EBfz-g3 QogExfl+t
ﬂmdﬁo&ﬂ* 3 © || 3 CosDRAW 8- [sklsdca] | B Mictosoh Word |[E Cheas Eto & 22, Eelxfl bdxal
zd . hzxal Ehg-b&

In this game the queen is captured. 25 Bg3zeb c?-ek
33. ..Kg6willbe followed by Z6. BeS-c7  PBhe-fedt
34, W:AB WIB 27. EKfl-gl  Rfe-gé+
35. H:g7Kf5 Z5. HEgl-hl e7-e6
36. H:f8+ and White are left with the queen, whereas 23. Rdl-d8+ Ee5-f£7
Black with other pieces. 30. Be7-=f  EKf7-e7

21. Qc4-d3  Rgs-gl+t
3Z. FEhlxgl Ee7-£7
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Game XVIIL.7

’su“ & | 3 @ @ﬂ;? G) U bﬂmwn-[mmﬂ BY Miciosolt Ward | l:‘m-;‘.‘. E-iu:l :

Se6 is untouchable or else MATE on d8.
The game cannot be won.
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er-ad
ed-akb
cZ-cd
dz-dd4
fz-£f4
fdxekb
Ecl-=3
Nyl-£3
az-al
EBEfl-eZ
EBeZxfl
EBf3xcet
Ee3-fZ
Qdl-eZ
Nhl-c3
Bal-dl
bz-hd
dd-d5
o—o
dbxcE
NcoZ-ds
QeZxekl
Qefb-=4
Bdl-cl
Bfz-g3
NdL5-£4
Bcl-dl
Nfd-afg
Egl-hl
Bdlxzd?
Necx £8+
Nfg-=g5
Rfl-dl+
Netxg?
Qedxea?
Neg7-e6
hr-hd
Qe?-d&
Qd&exds

Nogg-£fea
Nf&-d5
Nd&-he&
d7-dé&
diéxelb
Nh&-c&
Beog8-f5
£7-£f6&
BfL-od
Bogdxfz
NhExcd
hxcE
fexelb
Qdg-d5
0d&-ef
Bagf-hkg
Nodxal
Qet-d&
BEhSxh4
Qd&xcE
Bhd-h7
Nai-cd
Ned-akb
Qog-d7
c?-cE
Natb-h3
d7-c7?
Qo?-b&+
Bl 7-d7
Eegxd?
Ed7-e8
Eeg-d47
Ed7-c8
Nh3-cb
h7-ht
Nob-d3
Qk&-k7
Bhe-=8



Game XVIIL.8

“\WIND DWS\Pulpit\s2achy\Rozdziat 3118.8

Play Spesk Move

Eie Help
DOHG 9% 43RADOAZII CECIPOECOD
i . Bl Kcher ke

|F|eau:|_l.1 Qﬁ)

/e

L er-a4 NyS-£fe&
e ed-akb Nfg-dEb
3. cE-cd Nd&-b&
4. dE-d4 d7-de&
£ fr-fd4 déxeb
& fd4xekb NbE-c&
7. EBcl-e3 Bcg-f5
g, Ngl-£f3 £7-fe
=8 az-al BfE—qgd

lo. Efl-e=z2 EBgdxfz
11. EezxiZ NhéExcd
lz. Ef3xzctt bYxch
12. EBe3-fZ fExekb
14, Qdl-ez Qdg-d5
1&. Nhl-c3 QdE-eg
l&. PRal-dl RaZ-k&
17. hZz-b4 Ncdxal
la. d4-d45 Qeg-de&
—— 19 o-o  EhExh4

ALALAAKNAL i
ADAQAAAAQE [ tmg

o

Hsten| A5 8 G @ % PO || P CoeDRAWE- [kisdoa] | B Merosol Word [P KChess Eiie 4 Z23. Nef-e4 MNcd-akb
Z4. Bdl-cl  Qog-d7

The following could have been played: Z5. EBfz-g3 c?-ce

39. ..He7 26, HAE-f4 Hab-bh3
40. Hg8+HIf8 £7. Rel-dl Qd7-e?
41. H:A8K:f8 8. Nf4-g&  Oc7-be+t
42. 42.Se6+ Z9. Bg3-fZ Mb3-ct
43. 43.8:c7 30. EBffxecf  Ob&xcb+

21. Egl-hl DR7-d7
3Z2. Ngexhs BAT7xdl
33. Rflxdl e7-ekb
34. QOedxh? EBfg-de&
35, Oh7-g&+ Hef-e7
36, NhZ-£7 Bdg-c?
37, Qgexg? Ee7-e8
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Game XVIIL.9

(Ches :\WIND OWS \Pulpit\szachy\Rozd:
Blay Spesk Move Help

= N
DaHS a#» 8 43ADDAZ €<C>20E0SD

Black: KChess Ele 4

B
A0ARAARW
ANASAARAR

Ao [ AL S GHEA kPO || P CoeDRM - [skiadod] | Y Miosol Word [ Kehess Eire 4

[

In this game the queen is captured.
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erf-ad
ed-akb
cZ-—cd
dz—d4
fr—-fd4
fdxalb
EBcl-232
Nygl-£3
ar-al
Efl-ezZ
Beixf3
Ef3xcEt
Ee3-fZ
0dl-ez2
Nhl-c3
Ral-dl
bz-hd4
dd—-db
o-0
dixcE
Nc3-db
Qefxelb
Qeb-ad
Pdl-cl
Bfz—g3
NdL-f4
Bol-dl
Nfd-=&
By3-f2
EfZxdd
Eddxza?
Bdl-hl
Oedxhl

NgS-£fe&
Nf&-dE
NdS-he&
d7-de&
diExeb
Nh&-c&
BcocS8-£fE
£7-£f&
BfL—od
Bgdx£f3
NbeExcd
b7xch
fExealb
Qdg-d5
0d&-ef
Raf-hg
Nodxas
Qes—-ds
Eh&xhd4
QdExcE
Ehd-h7
NaZ-cd
Nod-alb
Qoa-d7
c7-ch
Nab-hk3
0da7-c7?
Qc7-b&+t
Nh3-d4
Qh&-kE5
Eh7-d7
ObE5xkl



Game XVIIIL.10

chy\Rozdzial 3\18.10

EIIBI}MMMH*

ﬁﬂﬂl@ﬂﬁ $3RAADBAZR €CH>ICESCOED

T

BIes ef-ad MNoS-£f&
25 ed-ab Mig-d&
3. ci-cd HdE-h&
d. dz-d4 d7-d5
£ fZ-fd4 déxekb
=18 fdxelb Nbh&S-c&
. Bcl-e2 Beog-£5&
= Ngl-£2 £7-£6&
S az-ald BEfL-og4

10. EBfl-eZ Bgdx£3
11. EeZxf3 Nhe&xod
1z. Efixzct+t bxch
13. Ee3-fZ foxelb
14. Qdl-ez Qdg-d5
15. HNbl-c3 QdE-=&

16. PBal-dl  EaS8-h8
)
z .E. 17. bZ-b4 Hcdxzal
15. d4-d5 Qes-ds
e 1. o-o  EbSxh4

S LTYLIEY C o
NASANNAT e

ﬂl“_g:};‘l}ﬂ; 7 © || 3 ConbRAwWs- pHadoa] | B Mo Hroremtmat | 23. Qes-e=4 Ncd-akb
4. Rdl-cl  Qcs-d7

The following could have been played: 25, BfZ-g3 c?-cE

34. ..h5 6. NdS-f4 MNat-h3
35. Gd6 athreat of MATE onc7, e7 27. Rel-dl  Qd7-e7

36. 35...Hb7 2. Nid-=6  Qc7-be+t

37. He§ MATE 3. Bg3-fZ Nb3-d4

30. Efixdd Qb&-hE
31l. Edd-cf Bh7-d47
3z. PRdlzd? Eegxd?
33. MNegxfs+ Ed7-c2
4. Qedxe?

86



Game XVIIIL.11

\WINDOWS\Pulpit\szacl

Blay Gpesk Move Help

Eie
DoHS 9» 8 88ADBAI €C>P0 G

Black: KChess Ele 4
E

1 eZ-ad MNoS-£f6&
z ed-ab Nic-d5
3 cz-cd NdL5-he&
4 dz-dd4 d7-d&
E. fz-£f4 dExelb
= fdxekb NbS-c6
7 Ecl-=3 EcE-£f5
=
=l

Mgl-£3 £f7-£f65

5 Bfl-eZ fexelb
10. dd-d5 Hcic-hd
11. HNbl-aZ eb-ad

1Z. Nf2-d4 Ef5-d7
13. Bez-h5+ g7-g6

14. o-0 EBEfg-g7

15. Qdl-el Nb4xds

16, cdxdkb gExhk

17. Qel-h4 Bd7-ogd

. 15, hz-h3 e7-akb

e S 19. Ee3-gk QdgxdE

‘ m ‘ g ‘ a ‘ 0. HNd4-hk5 Qd5-cE5+

zl. Egl-hl Egd-aZ
& 8 & :ga & z g zZz. PRal-cl Nbh&-cd
Msen| A0 @ WEA T O || T CosDRw D hisdca) | Y Micsosan word | KChoss Eito & 23. PRfl-e=1 EBez-d2
Z24. (hdxhS+ KEesS-d7
z&. OQh&E-£f7+ Ed7-c8
Z6. Qf7xg? Bhg-=8
27. PRBelxed Ed3xed
Z8. PRclxcd QoS-be
£9. EBEgL-e3 cf-ck
20. EBe3xck Bedxgz+
3l. Fhl-hz Qb&-ds

One of the most beautiful attacks presented in the book.
There is no defense against mate on c¢7, Hc7 and
checkmate
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ARCHIVES

Chess Elite steps inside a bank. CSUO/O/en[y bhe is approacﬂed @
a woman who says: “Can you Aeéo me fo mabe a check. yﬁey say that

you are the best one when if comes to checks, aren’t you.”

A MATE FROM THE ARCHIVES

X

SNl TS
MATE-HUSELAH
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English game XIX A3

EHBWEMMMH*

nadEao @*ﬁﬁlﬁ@@'ﬁﬁ.ﬁx% €<H>»9ECeD

Black: KChess Elfe 4.

c

|Twu:u Player Mode - W aiting. .

O

L. cE-od e7-ab 7. ,
Z. Nbl-c3 Nog&-£6&

3. MNogl-£3 NbE-c6& f s
4 ef-ad Bfg-a7

S dE-d4 ebxdd

B e3xdd [=Ead] . ¢
7. Ecl-gk5 NEc—od

5. EgLbxe? Qdgxea7+

9. Bfl-az Q=7-h4 | ‘

lo. Qdl-ecZ2 Rfg-e8

L [=Eada] Qb4 -ds
lz. PRal-dl Ncoce-hd
13, QeE-f5 Nogd-he
l4. Qf&E-hsS Nhdxaz
15. EBeZ-d3 Nafxc3

16. bZxc3 Qd6-ad .

17. MNf3-g5 Qalxc3
18. MNgExf? Nhex£?
12, Ed3xh7+ Eg8-f8 whie: HMS.
Z0. Eh7-g& Qo3xcd ‘ g
Z1. ERBdl-d3 Reg-a& g g

Zz. PRdA:Z-f£Z Retxgt

e
Cohe
L

23, Ohbxge Qod-e6 S| |45 & W B * T O || T cosbnawe- isdcal | B Moo vio [[ET KChess Ee 4

4. QgE-h7 Qet-he

5. Qh7-fE QhE-f& 46 Ohs8-h7+ Ef?-e6 57 DgS—cZ cd-—c3
ZE . QfE-hE g.'?_g.s 47 Qh'?xg6+ Keg-dk 1= gh—-g& Beoe—dk

e I QhE-cE+ Qf&E—d& 48 Qoge-ds+ KdS-ce B3 hd-ht BdL-az
= DES-Q’E ng_g? 49 RhS—gS b7-bE5 0. gS—g'? hZ—hl=Q
79 Pf2xf7+ Hg'?xf'? 5O, Qd3-e4+ d7-d5 71l. QoZxhl+ BaZfxhl
20, Pfl-=l Ddﬁxd4 51l. QE4—E8+ Kce-h& i g'?—g8=ll o3-cZ
2l QgS—hE Qd‘l—CE 5z, QEB—dE‘I' FEb&-—c& Vel an—h3+ Eb&—-c?
37. Ohe-h7+ Ef7-f6 3.  f4-fE b5-bd 74. Qb3-£f7+ Kc7-be
33. gZ-g4  Qo5-£8 E4. fE-f& Ecg&-h7 75. Qf7-f4  Kbé-bE
34. Bel-e3  Qf2-ds EE. Qd2-af  Dag-f8 76. hE-he ag-ak
35. Qh7-h4+ Kife-g? - gd—gb a7-a& 77, Qfd-cl d4-43
36. Re3-e7+ Hg7-£8 E7. hZ-hd d5-dd 72. Kg3-£3 da-dz
37, Re7-h7  Odé-dl+ 523. QaS-ad+ Koé-hé 79, Qolxdz cz-cl=Q
38. Hgl-ge FEfs-ga 59 Qad4-d47 LfE8-af £0. Qd2xcl  Ebl-h7
%5, Eh7-=7  Odl-dS+ £0. Qd7-d6+ Eh7-cé gl. Qol-gE+ KbE-ad
40 fP—f3 QdS-aZ+ &l fE—£7 bd-h3 82. QOgb-e? Bh7-d3
41 . ng—hS QafZ—f7 BZ. £7-£8=0 Rafxf8 83 Qe7-d47+ Bd3-hE
47 Pae7xf7 Hngf'? B3, Qdex£8 hi3i-hz 24 Qd7xzkb 5+ Eadxht
43 Qhd4-h7+ Ef7-f& £ Qfs-ha+ Boe-h7 85 hi&-h7 ab-ad
A0 et aElah 65. Qb8-ds+ Bb7-c6 ze.  n7-nz=0 JEGN
45. 0Oh7-h8+ Hfe-£7 LI EE6. Qde-ge c5-cd

Five pawns were promoted into queens! 3 White and 2 Black. This should be entered into the
Guinness Book of Records! 29



English game XIX A4

§ KChess Elite 4 - C\WINDOWS\Pulpit\sz
| Fie Play Spesk Move Help

DGBES 9a» 1 IBAADAAZY €C>DFRCO

BkaKClBssE\lx4
|GameElver .
B[ 8 cZ-od e7-akb i .
Z. MNbl-c3 HNge-is
3. Ngl-f3 HNhe-cs ‘ ‘
4 eZ-al Bfg-=7
5. dz-dd eSxndd
& e3xdd o—o ’- ‘ u
7. Bfl-d3 HNct-bd
8. EBd3-bl d7-ds
9. az-a3 Nb4-ce i |
10. cdxdS  Nfexds
11. MNc3-e4 £7-£E I !
1Z. MNed-g2 £5-f4
13. HNg3-e:z Bcog8-eg
14. EBbl-az 0dg-ds : :
15. o-o  DfS-fE
16. Rfl-el g7-gs
17. MNez-c3  NdSxed . . '
18. EBaZxzett OQdExes
19. bExe? Qes-cd e
0. Qdl-cz  BfS5-as gm ‘g a _z.
21. Becl-bZz Ee7-ds
2. Nf3-dZ  (Ocd4-h5 @g g z g
F3. ro3-cd QhE-a4 mﬂ B Mol Iﬁmmzm
£4_. Qoc2-d3  Noe-ds
ZE6. c4-ck Bde-£8 46 . DBeTxi7 RfSxf7
Z6. Qd43-f5  Nd5-f£7 47. QgExf?  Ra3-ad
27. hf-h4  Dab-hk 48 Hgd-g5  Dadzdd
28. BbZ-c3 Bf8-g7 49. HgS-gs  Ddd—gd+
z3. Rel-e7 RaZ-f& I faxod h7-hE
20, hadxgh c7-ci El1. Qf7-h7+ JEA
31. MNdz-=4 D[hE-h3
32. Hed-f&+ EBEgTxfe 48 Kg5! - taking the advantage of the black rook’s
F3. Qffxfe  PBh3nci helplessness. The white king is moving towards go6.
4. gh-ge h?xge Efficient checking with a rook in order to drive the white
855 sRisaged: Shgs=hs king away from the g6 square is impossible due to pawns on
6. Ral-el  Had-es ¢5 and f3 whose positions suit the situation perfectly. This
37. Rel-=4 Qcz-hl+t . .
o R Fefeed endgame is a masterpiece.
29 QgE-f6+ Ehe8-g3
40. Red4xfd4 Qhl-h7+
4l. Ehf-g3  Bel-c3+t
47 fz-f3 ([Oh7-h5
43, Dfd-gd4+ QhSxgdt
44 FHog3xngd Bo3xas
45 Qf6-g6+ EgS-hs LI
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English game XIX AS

o
DOHC 6% 5 $83ADNAZO €C>39BOOT

Black KChess EII-A

c

cZ-cd e7-eb
Nhl-c3 NgS-£fe&
Nyl-£3 Nh&-c&
er-a3 Efg-a7
dz—-dd ebxdd
e3xdd [=Ead]
Efl-d3 Ncoce-hda
EdZ-hl d7-d5
ar-ald Nhd-c&
cdxdb NfgxdE
HcoZ-=d £7-£f5
Hed-g3 fE—-f4
NyZ-ez Ecg-=tE
Ebhl-az Qdg-des
a—o Rf3-fE
Rfl-=1 g7—gb
Nez-z3 NdLxec3
EBafxett+ OdExed
A= bzxc3d Qet-cd

‘ ‘ gm ‘ ‘ E. z0. 0dl-ez RfE-ak

zZl. Eecl-k:= Ee?-d&
& g @g 8 g g ZEZ. NE3-dz2 Qod-b5
Msat| A2 S GE % T O | P ocDRAWE [adcd] | B Mool word |[ B KChess Etre & 23. c3-cd Ob5-ad
24. Qez-d3 HNeoe-ds
e cd-ck Ede-£f8
Z&. Qd2-fE NdAg-£7
zZ7. hi-hd Bat-b5
Z8. Bhi-c3 Bfg3-g7

Black have reached a draw. Without taking into account
the quality advantage, there is a balance of material.
However, there is no balance of situation. There is no

defense against Kgl+. 2. el @t
20. hadxgh c7-cE
31. gE—g& hxgs

As we can see, the games included in the archives are as

. 32. QfExgs  Hga-hs
beautiful, as the games from the book.

33. Egl-hg BhExcE
3. ddxch Eg7xc3

3s. nal-nl G
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A fancy fan



THE LAST CHAPTER

Here 1 would like to comment on the last two games from an evolutionary series
comprising four games. By the way, together with the aforementioned games the book
contains 42 games in total. However, they are user-friendly, easy to digest and one can go
through them at one sitting. Besides, lessons are not forgotten... Let’s get back to the
game. A game of 39-59 moves, capture of a piece and realization of advantage. A feeling of
insufficiency. Too many moves. That is to some extent a consequence of the opening
played calmly. Butlet’s try to shorten the game anyway. A success. A game of 40-48 moves
with a nice ending. But is there a possibility to shorten it even more? Game No. 41. Yes, 41
moves with a neat checkmate. And maybe something else? Game 42. Here we go! We
have "killed” the queen! Take a look: I present games 41 and 42 with full comments.
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Game 39

_SMMM th

xRV DNAIR €CHX>20ECSD

Black: KChess Ele 4

\uchy\P39.pgn

i,
z. gZ-g3 Nh&-c&
3. dz-d4  Nogs-f& i
4. EBEifl-gZ d7-d5
5. ad-ahb Nifg-ed4
6. cZ-o3 £7-£5 . -
7. Hbl-dz Efg-=7
=2 NdzZxzed dExed
9. HNgl-=2 Be7-g&5 i
10. NezZ-fd a—o
11. o—o 0dg-=7 i
1z. bzZ-bd4 Rfg-d&
13. Qdl-b3 EBgSxfd
1d4. PBolxifd g7-gk 2
15. Efd-e3 g5-gd
16. hZ-hd gdxh3
17. BgZxh2  Qe7-£7 !
18. Be3-g5  Rd8-d5 . .
13.  fz-f3 edxf3 s s
E0. Bgb-hda  Qf7-hE g ‘ ‘ ‘yg ‘ E ‘ ‘
21. Rfl-f£Z £E-f4
o xmne ares DDA AWAAAL
£3. PRal-gl abxbd s[4 & G E % T O || T caebiw o (adcs] [[FKChoss Ebo 4
S 4. KdZ-dl  Bb3-bl+t
ZE. PBhi-f&  Raf-al :
o gam w0 M
o e 45. Kb3-ai Ebl-hl
28: =hgsogi. Uik E0. Hadzhd d5-dd
29. PERg?xh? RBo3-cl 1. Fhd-cd Ad—d%
30. DPh7xhE  Rcoclxbl 52 Bg7-g4  Nfd-ze
31. Eh5-h8+ ERL5-17 53. Hodxd3  Khe-hS
ZE. Dh2xel Nogxdd E4. Dgd-g8 WNeb-fd+
33. PRoBxe?t+ EKIi7-ge E5. HKdi-ad Nid—cb
34. Eh3-gd b7-bS 56. Raf-gZ PRhl-ael+
35, RfE-dE ba-b3 E7. HKed-dd Rel-dl+
35, aZxh3 Bhlxb3 EE. Hdd-e3 bdl-el+
37. Rc7-g7+ Kg6-hé s3. rez-tz  JEGTN
38. RdZ-af  RdS-cf
39. EhZ-gl Hdd-ez+
40. HKgl-£f2 HNeZxfd
41. Bgdxf3 bE-hd
4z. Bf3-ed4 Nfd-h3+
43. Efz-e2  Nh3-fd+
44. EKeZ-dZ  Bob5-db+
45 EBedxdb atxdb
||
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eZ-gd
[= pade oc}
dz—d4
Efl-gz
ed-akb
cE-o3
Nhl-dz
Ndzzed
Hygl-=z2
Nez-f4
o-0
bz-hd
Qdl-bz
Bolxfd
Efd-=3
hi-hd
EBgZxh3
EBe3-g&E
fZ-£3
EgSi-hd
REl-£fZ
Egl-hz
Bal-gl
g3xfdt
Ehd-fe&
Qb3-bl
Beopl-gb
BogS—-o?
By?xh?
Ph7zhEb
Phi-h&+
Ihixch
Bogxc7+
EhiZ-od
REz-dz
arxh3
RBe?-g7+
Dog?-e??
Ehz-gl
Egl-fz
Eftxalb
BaTxett
Bet-a7+
Efzxf3
Ef3-=3

al-ag -
Nh&-c&

Ngg-£fe&
d7-dkb
Nfc-ed
£7-£f5
Bfg-=7
dixed
Bea7-95
o-o
Qdg-e7
Rfg-d8
EBgbxfd
og7-gk
gb-od
gdxhi
Qe7-£7
BdS-d5
edxfl
QE7-hEb
fE-f4
av-akb
abxhd
Egg-£f8
Dag-a3
Balxc3
Qh&-£7
QE7-hkb
Bo3-cl
Bcoclzbl
Efg-£7
Neobxdd
Ef7-g6&
b7-hk
bd-h3
Bhlzhk3
Eg&-he&
Bh3-=3
Ndd-ez+
De3xelb
BdSxzdz
Ehe-h?
Eh7-he&
NeZ-gl+

RdZ-g2 Hl

Game 40

KChes: Elite 4 - C:\WIND DWS\Pulpit\ksiazka\szachy\uchy\P40. pan
Blay Spesk Move Help

Black: KChess Elke 4

QHS 9# 8 $8ADDAZR €C>2 0BT

[ E
hite: HMS

AdALAWS A4
DNDYE B A DA A

.
£

ii
B8

)

ﬂ"“ﬂ@ LG M % 7O || P roconss keded] |[BKohess Eite 4

46, EBgd-fE BgZ-o&
47 . BfLxg& Eh&xogs
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Game 41

French defense

1.e4 e6
2.g3 I’'m switching to a track that
is not very well covered by
the theoretical studies
2....S5¢c6

3.d4 Sf6

4.Gg2 d5

5.e5 Se4

6.c3 f5

7.5d2 Ge7

8.S:e4 d:ed

9.Se2 Gg5
10.Sf4 0-0
11.0-0 He7
12.b4 Wd8
13.Hb3 G:f4 Black eliminate

the pressure on e6

14.G:16 g5

15.Gf3 g4

16.h4! threatens Gg5

16....g:h3  captures en passant

17.G:h3 Hf7

18.Gg5 Wd5

19.13 too early, but now Kg2 was
wrong. After 19...Hh4 the
bishop on g5 “hangs on” and
there is a threat of 20....Hf3+

19....e:f3

20.Gh4 -20.Gf6 looks stronger

20...Hh5  of course!

21.Wf2 4  after this move it becomes
apparent that 20.Gh4
was the right move.

22.Kh2! a5

23.Wgl here I could play 23.b5 but

I didn’t, as I believed my
attack would be faster than
the counterattack

of the computer
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23...a:b4
24.g:14+ Kf8
25.Gf6 Wa3
26.Hb1 W:c3
27.Wg5! Hf7
28.Wg7 with an attack and a threat of
H:h7 28....Hh5 the queen
returns and defends whereas
after 29. Kg3
/an unnecessary move.
The right solution was to
play immediately 28.W:h7/
29...W:d4
30.W:h7  Wecl forces a replacement of
the queen after which,
however, White gain a piece
31.W:h5 W:bl
32.Wh8+ Kf7
33.Gg4 I don’t capture the bishop on
c8. I have another idea.
A threat of checkmate Gh5
33...Wgl+
34.K:f3 W:g4 one checkmate avoided.
35.K:g4 Gd7 the bishop escapes but
36.Wh2! there is a threat of
another checkmate!
36...W:f4  a desperate act
37.K:f4 S:e5 c.d.
38.K:e5 Kgb
39.Wg8+ Kf7
40.WgT7+ Ke8
41.Wh8 mate



Game 41 - Final diagram

Il

FEN bosed laycus: #2F oo 1 ApB 2K DB /PTG b - 6 41

|n FhEHE Mw:ﬂ

1.e4 e6

2.3 Sc6
3.d4 Sfo
4.Gg2 d5
5.e5 Se4
6.c3 5
7.8d2 Ge7
8.S:e4 d:e4
9.8d2 Gg5
10.Sf4 0-0
11.0-0 He7
12.b4 Wd8
13.Hb3 G:f4
14.G:f4 g5
15.Ge3 g4
16.h4 g:h3 17.G:h3 Hf7
18.Gg5 Wd5
19.3 e:f3
20.Gh4 Hh5
21.W12 4
22Kh2 a5
23.Wgl a:b4

Game 42

24.g:f4+ Kf8

25.Gt6 Wa3

26.Hbl W:c3

27.Wg5 Hf7 up till now identically with the previous

game. How can now the black queen be prevented from

returning to the h5 square in order to protect the h7 square?
Diagram




Game 42 continued

28.Gg4!W:d4

29.Wg7 H:g7 -exactly. Otherwise H:h7 and mate in the following move.
30.G:g7 K:g7

31.Kg3 Wd3

32.Hhl Sd4

33.Hh4 h5

34 Hf6+ Kg8

35.G:h5 Se2+

36.Kgd4 Wd4

37.Hf7+ Kh8

38.Hf8+ Kh7

39.Kg5 S:f4

40.Wh2 Sh3

41.W:h3 Gd7

42.Ggb6++ mate - a double check, no shielding possible. Here a mate at the same time.
It was also possible to play 42.Gg4 and mate /prevents shielding 42....Wh4/,
but the move described in the text is more spectacular.

Game 42 - Final diagram

The s s frished.

E]
&
L]

= - SRy




Epilogue to the last chapter

The games presented in The Last Chapter, namely P.41 and P.42, end in a number of
moves identical with their numbers in the order. Looks like magic... .Can anything else be
donehere? Let’s giveitatry.
Game43

1.e2-e4e7-e62.g2-g3 Nb8-c6
3.d2-d4 Ng8-f6 4. Bf1-g2 d7-d5
5.e4-e5 Nf6-e4 6. c2-c3 {7-f5
7.Nb1-d2 Bf8-e7 8. Nd2xe4 d5xe4
9.Ngl-e2 Be7-g510. Ne2-f4 0-0
11.0-0 Qd8-e7 12. b2-b4 R{8-d8
13.Qd1-b3 Bg5xf4 14. Bc1xf4 g7-g5
15.Bf4-e3 g5-g4

16. h2-h4 g4xh3 17. Bg2xh3 Qe7-f7 s BE B . COMMENTS
18.Be3-g5Rd8-d5 19. {2-f3 e4xf3 22.Kh2 a5 - till this time just as in games 38-42
20.Bg5-h4 Qf7-h521. Rf1-f2£5-f4 31. Hd6 - a threat of mate on €6
22.Kgl-h2a7-a523.b4-b5 Nc6-a7 31.. .H:h3 - which makes
24.a2-a4c7-c525.Ral-gl c5xd4 Black give up the queen

26. g3xf4+Kg8-f7 27.Bh4-16 d4-d3 32. K:h3 - goal achieved

28. f4-f5b7-b629. c3-c4 Rd5-c5 33.32. e:f5

30.Qb3xd3 Na7-c6 31.Qd3-d6 QhSxh3+ 34 Wa7+ - and Black resign
32. Kh2xh3 e6xf5 33. Rgl-g7+

The plan has been carried out. We captured the queen earlier, so the game also ended
earlier - in the 33rd move. But have all our possibilities been exhausted? Could this game
be ended even earlier? Is it possible to go below the seemingly magical limit of 30 moves?
Ifwe don’t try, we won’t know. So, let’s find out.

Game 44
1.e2-e4e7-e62. g2-g3Nb8-c6  —-rorressseensiggnieees = COMMENTS
3.d2-d4 Ng8-f6 4. Bf1-g2 d7-d5 2 .ﬁ. [ 28.Wg7+[j cihliinge of i
5.e4-e5 Nf6-e4 6. c2-c3 {7-f5 ' concept. Unlike game
7.Nb1-d2 Bf§-e7 8. Nd2xe4 - 29.Ha3 - and Black resign
d5xe49.Ngl-e2 Be7-g5
10.Ne2-f4 0-011. 0-0 Qd8-¢7
12.b2-b4 Rf8-d8 13. Qd1-b3
Bg5xf4 14. Bc1xf4 g7-g5
15.Bf4-e3 g5-g4 16. h2-h4 .
g4xh3 17. Bg2xh3 Qe7-f7 . : . : W,- ; . .
18.Be3-g5 Rd8-d5 19. £2-13

Well, well, the goal has been achieved. Note the most

edxf3 important thing. From the original game, which was
20.Bg5-h4 Qf7-h5 21. Rf1-f2 completed in 59 moves, we managed, by means of
f5-f4 22.Kgl-h2a7-a5 making stronger and stronger moves (we improve our
23.b4-b5Nc6-a724.a2-a4c7-c5  strength as players!) to get to game 44 and to “delete”
25.Ral-gl c5xd4 26. g3xfa+ by that time as many as 30 moves. Let me summarize
Kg8-f7 27. Bh4-f6 d4-d3 itbriefly: chess is a never-ending story.
28.Rgl-g7+Kf7-¢829.Qb3-a3 LK

99



EPILOGUE TO GAME I

After I played the games presented in this book, also my strength was increased. And if I
were to play a drawn game, it wouldn’t satisfy me. Let’s see. Position after the 24th move

of Black.

Variation I - 28....Kg8 Variation II - 28....Kg7
25.Ge5+ d:e5 25.Ge5+ d:e5
26.W:e5 Hh4 26.W:e5 Hh4
27.Wh5+ H:h5 27.Wh5+ H:h5
28.H:h5+ Kg8 28.H:h5+ Kg7
29.Hg6+ Kh8 29.d6 Gfo
30.Wel Gce5 30.Wf1 S:a2
31.WeS Wfl+ 31.Hg4+ Kh8
32.Kh2 Ggl+ 32.Wf5 Gg7
33.Kg3 Wce3+ 33.Wh5+ Kg8
34.Kh4 Gf2+ 34 He6+ WT7
35.Kh5 We3 35.Wf5 Wel+
36.Wg5 W:h3+ 36.Kh2 Ge5+
37.g:h3 S:d5 37.W:e5 Gce8
38.Hg8 MAT 38.Hg6+ Kf8
39.Wh5 Ke8
40.Wh8+ Kd7

41.H:f7+ Black resign
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XXI BEAUTIFUL LOSS

Let’s see how the computer plays. The game presented below, in which
it sacrifices two rooks in order to mate, really deserves presentation.

GAME 45 Comments: A threat of checkmate /Hc8&/. It
seems that Black will defend and shield
themselves. Not really! The computer attacks,
plays and how it plays!

Rh3xh2+ 35. Kh1xh2 Qb6xf2+

36. Rgl-g2 Rd3-h3+ 37. Kh2xh3

KChess Elite 4 A:\Przegrane.1

Event: Casual Game
Date: 2003.09.11
Time: 13:37:23

. Qf2-h4* 38. 0-1
Opening: French: advance,
Paulsen attack CONGRATULATIONS, Chess Elite
ECO: C02
Black: KChess Elite 4 Diagram

1. €2-e4 e7-e6 2. d2-d4 d7-dS 3.
e4-e5 ¢7-c5 4. c2-¢3 Nb8-c6 5.
Ngl-f3 Qd8-b6 6. Bfl-e2 c5xd4
7. ¢3xd4 Ng8-h6 8. Be2-d3
Bf8-¢7 9. 0-0 Nc6-b4 10.
Bclxh6 g7xh6 11. b2-b3 o0-0 12.
Nbl-¢3 {7-f5 13. Qd1-d2 Bc8-d7
14. Bd3-bl Kg8-g7 15. Nc3-¢2
Ra8-c8 16. Ne2-g3 Bd7-e8 17.
a2-a3 Nb4-c6 18. Qd2-b2
Nc6-a5 19. b3-b4 NaS5-c4 20.
Qb2-a2 a7-a$ 21. Bbl-d3 a5xb4
22. Bd3xc4 Re8xc4 23. Rfl-bl
f5-f4 24. Ng3-¢2 Be8-h5 25.
Qa2-d2 Bh5x{3 26. g2xf3 Rf8-f5
27.Kgl-hl Kg7-f7 28. Ne2xf4
Rcdxd4 29. Nf4-d3 Rf5xf3 30.
Qd2xh6 Rd4xd3 31. a3xb4
Kf7-¢8 32. Ral-a8+ Ke8-d7 33.
Rbl-gl Rf3-h3 34. Qho6-cl
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XXII GAME 46-THE LAST ONE

This game was actually played after the first edition of this book had been published by the
author. However, due to /indicate yourselves/, it fully deserves to be included in this book
where it will, possibly, occupy a special position,
Sicilian defense

oanc 9w ilBQ'DBA?QI‘_Ch())PIGOE

l.e4¢5
2.5f3d6
3.d4 phaving played so many games I now play
against the computer boldly 3.d4, which
I'was afraid to do after the game VI
3....c:d4
4.S:d4 Sfo
5.S¢3 Sc6
6.Gb5Hc7
7.0-0 €5
gzsg 1();3‘75 31.H:d7!! No possibility to play W:d7,
10.Ge5 Ge7 or else Wf8, Wb8 mate. And
.Gg5Ge
11L.Kh1 Lintend to open file f the game could be ended right
1 1' Wh8 P now. But the computer does
not give up.
12.Gb3 0-0 31...H:ed+
13.14 Gg4 32.Kgl He3+
14.Hd3 Sh3 33.Wf2 the rook on file f can be pinned,
15.G:e7 H:e7 but the queen still cannot be
16.f:e5d:eS captured W:d7 because Wb8
17.Se2 Whd8 and mate. Indeed!
18.He3 G:e2 33....Wg8
19.H:e2 Sf4 34.Hf7 Wd8 there was a threat of H:g8+
20.Hf2 Hb4 and Wb8 mate
21.Wael ¢5 35.Wb7 Wdl1+
22.23 Se6 36.Kg2 Hed+
23.c3 Hb5 37.Kh3 a threat of: Wb8 mate, Hf8 mate,
24.Gd5 defense against ...c4. H:g7mate.
After previous 23.c3 the 37....He6+ - a beautiful gift / see game XXI/
queen defends the pawn 38.H:e6 Wd8
onb224....Wdé 39.HI7 We8
40.H:g8 and Black resign...
24...Wd6

25.HfS no more defense. Change of game plan

25...H:b2 Black open fileb. For whom?

26.H:e5  apawnforapawn

26....Wfd8

27.Wbl fileb-ours27....He2 prevents Wb7

28.Hf5 W6d7 as above, but...

29.G:e6!  Whiteplan to capture a piece. An important
role will be played here by the rook on b1

29....f:e6

30.H:e6+ Kh8 diagram
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SUMMARY

There are two methods for playing /and winning/.

The first one - reverse on a current basis moves or continuations which lead us to a worse
position and to a loss, and look for other, better moves until we find them. Do the same in
good positions. Seek for possibilities to strengthen on a current basis. If the first move
leads to a defeat, it means that you still play very badly and you need to practice, and - for
the time being - to change the opening.

The second one - play the game till the end. Ifit is a win, replay and analyze it looking for
stronger moves which would enable you to end the game earlier /however, if you mate in a
single move, don’t look for stronger moves/ and in a more spectacular way, with a nice
combination or by means of capturing the queen /examples: games IX - IX.3 and The Last
Chapter/. If the game is lost, replay it and look for the wrong move which led to the loss.
Change it and win the game! The knowledge and experience gained in the course of
reading this book will help you with that.

Author LK

XXIII Epilogue

Dear readers,

I hope that I have provided you with a sufficient instruction on how to play against a
computer. [ hope that with this book I have managed to introduce you into the magic world
of chess - a game of beauty, creative imagination, exquisite mind that enables continuous
learning and enriching the inner life. That is because as we discover the magic of chess, a
need arises in us to search for beauty, to create it not only in the game, but also around us, in
our neighborhood, in the world in which we live.

Enjoying the beauty of chess results in an enhancement of aesthetic sensations,
which, being a need of a high order define the formula of our humanity and its quality.

Leszek Kaszczyniec
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XXIV “How I defeated Anatoly Karpov”

Of course, the above statement is somewhat metaphorical, nonetheless. .. after I wrote and
published this book, and created a unique GAME consisting of several hundreds of chess
problems, I decided to improve my knowledge of chess. However, as I already knew my
capabilities as regards playing against the computer and therefore had greater aspirations,
I reached for a book by Grandmaster Kotov “Play Like a Grandmaster”. I went through it
smoothly. I had no major difficulties with the problems presented therein. However, one
more thing resulted from that. With all due respect to the comments by the Grandmasters,
and to the greatness of the Grandmasters as such, I decided to break some stereotypes and
to demonstrate the liquidity and relativity of chess positions. I came up with that idea in the
course of analyzing particular games and positions. My philosophy was simple. The game
is won by the stronger player. However, if the better player achieves a better winning
position, then, if we change the colors at that moment, it may turn out that the worse
position again turns into a winning one. I decided to demonstrate that in practice. One of
the positions chosen by me was a position from the game Karpov - Zaitsev played in
Kuybyshev in 1970. The possibility to defeat Karpov (even indirectly) by means of
winning against his better position was an excellent motivation. Of course, the role of
Karpov was played by my inappreciable software named Chess Elite. I must add, that it is
not a normal, serial software. My copy has been fine tuned, so that the stronger the player,
the better it plays against him or her. It has also other advantages, but they are secret.
Anyway, it’s magic. And its level is 1800 - 2000 ELO.

Below:

(Position from: Grandmaster Kotov, “Play Like a Grandmaster”, diagram 4C, p. 18, after
White move 28.Kb1. Of course, in our game it is move No. 1).

Diagram:

H G F E s] C B A

. Rel- -
4. Bfl-d3  MhE-cé
5. BA3-15+ Kes-bE
€ £3-14

6.f4. A move
enabling Black to
carry out a winning
combination.
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In the position presented below after 15.Kc2-b3 find the strongest move for
Black!! After that move a win will be sheer formality.

1. Kez-bl Qad-as
2. Qgl-e3 RAB-e8
3. Bel-dl  Nd7-b8
4. Bfl-d3  NbS-cé
5. Bd3-f5+ Kes-b8
& £3-£4  eSzf4
7. Qe3xfd+ Kos-as
& Rdz-d7
9. Rd7zg?

10. Rdi-dZ
1l. Bfs-d3
12. FKbl-cz
13. Bg7-g&
l4. Rg&zhs
15. Kaz-b3
16. Bd3-bS
17. Qfash
18. Rdz-d&
19.

15 K243

Tum 13 - White to move
Ready

%

1. He2-bl  Qad-as
2. Qgl-e3  Rde-ed
3. Becl-dl  N7-b8
4. Bfl-d3 Wpe-cé
5. Bd3-£5+ Kce-bg
6 £3-14 a5zt
7. Qadxzfdt Hos-a8
8. Rdz-d7 Re8-e2
3. Rd7237  QaS-bS
10. Rdl-dZ  Rf8-eB
11, B#5-d3  Rez-elt
12 Ebl-c2z  QbS-cS
13, Bg7-gf  aé-as
14. BgSxhE  Nes-bd+
15. Kez-b3  Rel-al
16. Bd3-bS  (QcSabs
17. Qfd4sbd  aSabd
18. Rdz-d&  Res-cs

In that position the computer gave up. And that’s how I defeated Anatoly Karpov.
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XXV A sensation in Rewal

In the end, one of the best games by the author, demonstrated at the REWAL 2009 Chess
Festival (www.rewal.caissa.com.pl/2009/en/zadanielk.php). What makes this game so
beautiful and peculiar at the same time is that Black resign with 2 queens on the board! An
unparalleled game. In the opinion of the author it is the only such a game in the whole chess
literature. Here it is:

Diagram:

Position for the problem “Win in 22 moves”

Black: KChess Elte 4
D

Turn 15 - White to move:
Play Whits Mode - Waiting.

G ]

As we can see, the computer is not
a World Champion. It can lose
even with two queens on the board.
Moreover, since it failed to defend
Karpov’s better position, and even
lost it to an amateur (sic!), there’s
noneed to be afraid of'it. In order to
defeat the program you simply
need to get off the beaten track of
chess theory and practice, use new
ideas not contaminated by the
sophisticated chess knowledge. In
other words — be spontaneous. And

the victory will be yours.
1442 i i
S Which I wish to all players.
Mission completed. Black resign..
Author LK
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covering the beauty of chess a need for searching for bea
0 create it not only in chess, but also around us, in our surround
ere we live.
e beauty of the play of chess results in sensitizing to aesthetic impre
, being the needs of higher category, make things perfectly clear over the co
r humanity, over its quality.”

Leszek Kaszczyniec

“If you are not afraid to stand up to a computer, then learn from this book. It is for

you. And play chess. It is a game for thinking people, whereas the 21st century is a

century where battles will be fought by intellects interfaced with computers.”
Janusz KORWIN-MIKKE

"Przy odkrywaniu pigkna szachow rodzi si¢ w nas potrzeba poszukiwania
pigkna, tworzenia go i to nie tylko w szachach, a réwniez wokot siebie,
W swoim otoczeniu, w §wiecie w ktorym zyjemy.

Pigkno gry szachowej skutkuje bowiem wyostrzeniem wrazen estetycznych,
| ktore jako potrzeby wyzszego rzedu stawiaja przystowiowa kropke nad "i", nad
formuta naszego czlowieczenstwa, nad jego jakoscia."

Leszek Kaszczyniec




	Page 1
	Page 2
	Page 3
	Page 4
	Page 5
	Page 6
	Page 7
	Page 8
	Page 9
	Page 10
	Page 11
	Page 12
	Page 13
	Page 14
	Page 15
	Page 16
	Page 17
	Page 18
	Page 19
	Page 20
	Page 21
	Page 22
	Page 23
	Page 24
	Page 25
	Page 26
	Page 27
	Page 28
	Page 29
	Page 30
	Page 31
	Page 32
	Page 33
	Page 34
	Page 35
	Page 36
	Page 37
	Page 38
	Page 39
	Page 40
	Page 41
	Page 42
	Page 43
	Page 44
	Page 45
	Page 46
	Page 47
	Page 48
	Page 49
	Page 50
	Page 51
	Page 52
	Page 53
	Page 54
	Page 55
	Page 56
	Page 57
	Page 58
	Page 59
	Page 60
	Page 61
	Page 62
	Page 63
	Page 64
	Page 65
	Page 66
	Page 67
	Page 68
	Page 69
	Page 70
	Page 71
	Page 72
	Page 73
	Page 74
	Page 75
	Page 76
	Page 77
	Page 78
	Page 79
	Page 80
	Page 81
	Page 82
	Page 83
	Page 84
	Page 85
	Page 86
	Page 87
	Page 88
	Page 89
	Page 90
	Page 91
	Page 92
	Page 93
	Page 94
	Page 95
	Page 96
	Page 97
	Page 98
	Page 99
	Page 100
	Page 101
	Page 102
	Page 103
	Page 104
	Page 105
	Page 106
	Page 107
	Page 108
	Page 109

