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Introduction

One thing one should know is that chess is a game of skill, and like any skill, it can be learned. If you are earnest in learning the game of chess and improving, it will take some efforts on your part to take time and study the game, analyze your sets and play A LOT of games to improve. One of the most popular games for ages has been chess. While some people may know how the game of chess is played, there are some rules for beginners that can make the learning process a little bit easier. While the game might appear overwhelming at first, you don't need to worry; it is straightforward to learn, but will take a lifetime to master. We will look over some of the basic rules about chess pieces and other elements of this timeless game.

To begin with, we should look at the fundamental elements of the game. The chess pieces are broken down into a two-color scheme. Usually, a traditional board will use black and white figures. In a few cases, you might find that the colors change, but there will always be a light and a dark option. The individual who plays with the lighter color goes first. The board is made from 8 rows that have eight squares running along with it. Depending on the board you own, they will alter between black and white. Each player will have two rows on the board that contain the chess pieces in their possession. There will be eight pawns for the front row, two rooks that look like castles, two knights that resemble horses, two bishops, a single queen, and an only king. On your side of the chessboard, you will place the eight pawn pieces in front, with the back row containing the rooks on the edges, with the knights next to those, followed by the bishops, and in the center of the back row the queen on the left and the king on the right.

With this in mind, we should quickly look at what each of the pieces can do for you and how they move. First, pawns are not only the necessary chess pieces you will deal with, but are one of the most important ones for you to understand as you learn the chess rules for beginners. These pieces can move one or two spaces on their initial move and then a single square forward on their consequent movements. They can only go ahead until there is no other piece in front of them. To capture another player's chess pieces, your pawn needs to be diagonal to that piece.

Rooks can move any number of spaces forward, to the back and on either side. They cannot jump pieces and can only capture items in a direct line.

Knights can move in an L shape only. You can take them 2 spaces forwards or backwards and then one square to the left or right. Think of the letter "L" when you do this. For some, this can become one of the trickier chess rules to remember. This is the only piece that can hop over other pieces.

Bishops can move diagonally and can only capture items in their direct line.

The queen is the most powerful of all pieces, and she can move in any direction and capture a piece in any direction, but it cannot jump pieces, unlike the knight.

The king is your piece to protect. You have to keep him safe. He can move a single space in any direction. You cannot move him into the danger zone.  He goes into check, if placed in the capture direction of any piece of the opponent. If the king has no safe move to make, he goes into checkmate situation, which ends the game and you lose.

The main aim of the game is to capture your opponent's king while protecting your own king. This is quickly done by capturing the 
 chess pieces of your opponents.

With these vital elements in mind, you can begin the game of chess; but remember that beyond the chess rules for beginners there will be other elements you will need to learn. Nothing can replace the experience playing more games against different opponents. Once you play your first game, the second one, then your third game, you will begin to find what playing style you are comfortable with and start dominating your opponents.

Chess is a two-player board game; one player plays with white pieces, and the other one plays with dark pieces. Every player starts with 16 pieces and takes turns moving one piece at a time across the board.

The opponent with the light pieces goes first.  You can think of your chess pieces as your army of soldiers who are going to battle. The primary aim of the game is to attack your opponent, eat as many of their parts as possible and eventually trap their king, in a position, that is called checkmate.

While your main objective is to trap your opponent king, this may not be the case for every game. There are other ways in which a game can end: one lane is a dead-end where no opponent can control the other OR when a player king is NOT in check but is stuck in such a way that no matter where he goes, he can check for himself, which is not a legal decision.

Another form of deadlock is when the two opponents have captured all the pieces of the other EXCEPT for their kings. It's a dead-end because you can't just subdue the kings on the board.

The last and final way a game will end is if one player throws a towel and quits. Although you should never leave the game, you can do this by merely knocking over your King and letting your opponent 
 know you're going to stop.

The reason you're never supposed to leave the game is that you never know what's going to happen, and all it takes is ONE mistake from your opponent for you to take over the competition.


One quick tip
 : the one who controls the center four squares controls the game and is in a stronger position to attack. So, keep this in mind when you're playing your first game.


If the chess beginner attempts to apply a specific aperture to a real chess game, they usually get unstuck as their opponent makes a non-book pass. It's best to learn ethical opening principles first, which will help you to change your openings based on your opponent's moves.


	

Control the Center:
 The first idea is to control as much of the middle as possible of the chessboard. The central squares are d4, d5, e4, e5. It will occur naturally for whites for most openings, the two most common opening moves being the queen's pawn moving to d4 or the king's pawn moving to e4.



	

Build your Pieces:
 Moving your queen’s or king’s pawn first, gives you a chance to control either d5 or e5 and also makes space for movement of the other essential pieces. Put in the second theory of creating space for your main pieces, beginning with your Knights, followed by the Bishops. You may need to move another pawn to build your Bishops ultimately.





Moving your Knights to either C3 or F3 will help protect your advanced pawn and control more of the middle of the board.


	

Castle Early:






You can have Castle as soon as possible, preferably on the Kings' side. This helps defend your King from an attack and releases the Rook to the Center of the area.


	
Connect your Rooks:





Once you have Castled, you should move the Queen to allow your Rooks to link and move freely in the back row. But push your Queen with care, as another first concept is not to over-expose your Queen.


	

Create a Solid Structure:






Don't be tempted to attack until your pieces have been created. Your aim in opening the chess is to create a stable foundation from which you can attack your opponent.

By upholding these rules, the chess pieces will have more freedom of movement and will be less vulnerable to attack.

If you're familiar with these ideas, you can learn a chess opening or two, and if your opponent doesn't follow the book moves, you can fall back on these concepts as the next thing to do.

Most beginners have placed too much focus on mastering chess openings, just to be disappointed when their opponent doesn't obey the text. Others will spend time exploring the Endgame only to find that they never get there. Too frequently, the Middle Game in chess is ignored, but it's one that can help make up for lack of experience in the openings and give you the advantage of the Endgame.


Chapter 1: How to Set up the Board
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Configure a chessboard correctly without breaking the sweat

Chess is a fun and challenging game. But before you can play chess, you should know how to set the board for the right match.

Chessboard level

The main thing you have to do is make sure your page is set up correctly. With a blank board in front of you, there should be a white space in the bottom right corner, no matter which side you are on (in white or black pieces). At first glance, this may seem like a choice, but the position of the chessboard is one of the most essential parts to make sure the chess boards are in the exact place.

Put the pieces

Now, when your screen is in good condition, you can add your tracks. In this example, we'll assume you play the white pieces, and your opponent has the black parts. We will also consider regardless of whether you can differentiate between one piece and another, or if the chess players have a standard design. Keeping this in mind, looking at the bottom row (the row closest to you on the board), the pieces should be placed in the following order from left to right: rook, knight, bishop, queen, king, bishop, knight, rook.

Rooks are parts that look like a castle or a cup. The knights look like horses. Bishops are pieces with a "frown" groove on top. The king is the most noteworthy piece and has a cross above it. The queen is the second tallest piece with a "crown" above it. 

By your rival (dark sides right now), the setting is nearly the equivalent. The main distinction is that when you work from left to directly with dark pieces, first comes the king, at that point, the sovereign.

You will learn to check this in just one second quickly. Of course, for both sides, the second row at the bottom is full of pedestrians/pawns - they are the shortest piece on the board.

As mentioned earlier, chess is a classic strategy and technique match. It is a war game that is played on a 64 square board with alternative colors. These squares are called bright and dark squares. The pieces are usually black and white, and the white moves first at the classic beginning. Each side has 16 pieces, as follows:


	
Eight infantries (soldiers)



	
Two rooks (castle)



	
Two bishops (priests)



	
Two knights (guard)



	
A king and a queen (Royalty)





To alter the chessboard, set it up so part of the board moves before you with eight squares to one side and right.

Configure your pieces as follows:


	
In the bottom row (close to you):



	
Put a Rook at each end.



	
Going down the middle, place a knight next to each rook.



	
Now place one bishop near each knight.



	
Spot the king on the square to one side.



	
Put your queen in the last square.



	
In the row in front of the Rooks, Bishops, Knights, 8 pawns are placed one on each square, from left to right. The task of the infantry is to protect the king at any cost.



	
One approach to recollect where the king and queen will be placed is to put the lord on the OPPOSITE field of shading. If the king is white, he will be in a dark field. If it is black, go to the light field. It's the same in every case.





Special rules

You may not move your king to "check."

If the king is "controlled," it must be compensated or prevented from being arrested without regard to costs. If the domain has no movement to protect it or remove it from the danger of being captured, "Checkmate" is announced, and the game is over.

Double your work before you start the game

Since the time pieces are on the board, the exact thing you have to do is a twofold check to ensure they are all in the opportune spot. 
 Since the king and queen are the most significant pieces (and a few sections are frequently not unfilled), you need to ensure where they are.

A fast and simple approach to do this is to take a gander at the circumstance the sovereign is in. He should rest in a square that has a similar shading as him. Inline, the lord goes to another square. Toward the end, when everything is set accurately, the ruler and the contrary sovereign must face each other on the chessboard.

Match the chessboard with the chess pieces

One of the best things about chess set is that there are no rules. All things considered; this is something you can do to find a set of chess pieces on the chessboard instead of looking for the chess set you've already collected.

There are still a set of guidelines that can be followed to make this process quick and easy for you.

Match the size of the king to the board

The first thing to consider is the diameter of the king's base. The king is the ultimate chess piece and therefore has the largest base diameter. The primary purpose is to make that the chessboard is larger than the base diameter of the chess pieces. It's good to leave it.

For those who want to improve, the standard rule is that a square chessboard is 33% larger than the king's base diameter. So, if your king is 1.5 inches in diameter, you should have a chess target with a 2.0-inch square (1.5 inches’ x 1.33 = 2.0). Of course, you can choose 1.75 inches, and it looks great, but you probably don't want to go too far.

Match the color of the pieces with the chessboard

The second thing you want to know is how chess is formed. Particular attention should be paid to chess pieces and metal.

Chess pieces provide the most fundamental rules. Chess pieces made of rosewood work best with chess boards with dark rose and rose. Black and ebony chess boards match chess boards like color. Shamsham (a light brown wood) is best with paintings of walnut, hazelnut, and shisham. Wooden tiles are the best matte or matte satin tiles, but they can also be glossy.

Metal chess pieces match three different chess boards. Chess and metal pieces are very similar to plates pressed with rice, both traditional rice and a type of color such as blue and red. Also, these pieces go well with wood boards that have a glossy finish, especially gray wood planks. Finally, the metal chess boards are well defined by the compressed leather chess panels.

Commanding the Puzzling Knight

The knight has a specific pattern of movement. They are described as an "L-shaped" model. Simply put, the knight combines rook’s and bishop's moves. The rook moves in a straight line, and the bishop goes diagonally. The knight establishes a short distance between the two, and does more than any of them.

The knight has certain advantages in moving in his model. There are only eight moves you can make from the center. The knight can jump over other pieces. He is the main piece on the chessboard that doesn't have an immediate vision way and the way he experiences.

The knight can reach other besieged chess pieces and remove them even before they make their first move. This makes the knight as a black OPS in your chess game. The rest of the chess pieces cannot follow him. It is a warning to be careful about how you use this piece. 
 Make sure you are extra careful when using it. He may be the only one who saves the game.

The knights can't hit opponents far, but they can fall on them slowly and cunningly. Like the pawn and the king, the knight is limited in his ability to move and attack. You understand that you must learn to use this to your advantage so that the game moves to the checkmating of the king.

Sometimes it never changes. The knight can change the play in record number of moves by landing on the opponent's field. It is how to attack all sides and is no different from the knight. He can attack and capture the same number of pieces as any other piece.

Knight is a black OPS in your performance (chess strategy). It is a game you need to think about carefully, using the wisdom and experience of chess to become the most crucial competitor and chess player.

Using puzzles to develop chess brains

Puzzle chess helps train the brain to find opportunities for its army to attack the enemy, as well as identify the same type of threat from the opposite side against the army.

Tactical Puzzle teaches you how to identify short-term opportunities to attack and capture enemy material. Of course, you should be aware of certain types of chess tactics, such as pine, fork, pumpkin, and discovered attacks.

Checkmate puzzles give you another type of test - these help you find opportunities to capture the enemy king character, which is the ultimate goal of any chess game you play.

If you haven't tried a chess puzzle before, these might seem like a little secret ... "What are we going to do with them on the field?" ... 
 "How does it work?" And so on…

Before we get stuck, there are things we need to know if we have a chance to solve many of the chess puzzles ...

Know the pieces and expertise the moves

While you are not trying to play a complete game, you must still be able to identify the infantry and five different pieces (knights, bishops, rooks, pawns, and kings). Also, keep in mind that not all of these units will be present simultaneously in the puzzles you are trying to solve.

In addition to recognizing pedestrians and parties, we have to know their movement patterns, as this helps us analyze specific situations - in the puzzle and determine who is the candidate (s) who needs to move.

Comprehend the notes of logarithmic chess

In chess, movements and other actions are recorded using the system ‘Algebraic Chess Notation’. If you are not sure about this, a brief review should help you along the way.

The chessboard is divided into 64 squares, and each square is given a unique code or reference - if you are surprised, the program works in a similar way to the network reference system you receive on the printed maps.

Here's how the squares are named or numbered on a chessboard:

| a8 | b8 | c8 | d8 | e8 | f8 | g8 | h8 |

| a7 | b7 | c7 | d7 | e7 | f7 | g7 | h7 |

| a6 | b6 | c6 | d6 | e6 | f6 | g6 | h6 |

| a5 | b5 | c5 | d5 | e5 | f5 | g5 | h5 |

| a4 | b4 | c4 | d4 | e4 | f4 | g4 | h4 |

| a3 | b3 | c3 | d3 | e3 | f3 | g3 | h3 |

| a2 | b2 | c2 | d2 | e2 | f2 | g2 | h2 |

| a1 | b1 | c1 | d1 | e1 | f1 | g1 | h1 |

Next, we have to learn the unique identifiers for pedestrians and parts, as they help us to record which square the piece moved to:

N = knight

B = bishop

R = rook

Q = queen

K = king

Based on what we have learned so far, if we are to say that a bishop was transferred to the field "f5", we record this movement as "Bf5".

However, pawns do not receive a large letter. The only way to tell if a pedestrian has moved is not to have a large letter. All that is recorded is the square reference, where the pioneer completed his move. For example, "b4" means that the pedestrian has been shifted to "b4".

What you just saw is how we use it to solve chess puzzles ...

To solve the puzzles, we must express the movement in the same way we record movements with algebraic notation. If you think the queen's solution is heading for "h3", you can say "Qh3" in response.

However, this is not just a movement. It may be paramount to specify that our solution includes other types of maneuvers, including capture and infantry.

Chess puzzles are not only a logical way to pass the time, but are also tools that can be used to sharpen the chess brain, which helps cope 
 with the potential threats that maybe faced in the game of chess.


Chapter 2: How the Pieces Move
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The Chessboard

The most basic thing that you are required to learn in chess is how to set the board up. The rule here is always ‘
 White Is Right
 ,
 ’ and that means, when you sit in front of the board, the bottom right square should always be white. If you are playing on a board that folds in half, you must always play across the fold as well. The set up for both the black and the white pieces is the same: 


	
The rooks or castles must go on the two corner squares on the bottom row. 



	
The knights, or horses, go on the squares directly adjacent to the rooks.



	
Next are the bishops, and they stand beside the knights.





Your queen must always go on the square that matches her color. You will have two squares remaining at this point, so the white queen goes on the white square and the black queen on the black.

The remaining square on the bottom row is for the king.

This is your first row, or rank, on the chessboard. The pawns are placed on the next row of squares in front of the bigger pieces.

Chess is played by two people using a chessboard with 64 squares of alternating colors, eight rows, and 8 columns. Each player starts with sixteen chess pieces: 8 Pawns, 2 Knights, 2 Bishops, 2 Rooks, 1 Queen, and 1 King. 

Here is how the chess pieces are arranged at the start:

[image: Chess Setup.jpg]
 The rows are called ‘ranks,’ while the columns are called ‘files.’ 

Pieces and Moves

The two sides are called White and Black. Each side has sixteen playing pieces, of which eight are ‘Pawns’ and the remaining eight are called ‘pieces’ (Pawns normally aren’t). Black sets up the same way, except that the order of king and queen are reversed; each player starts with his queen on his own color; White Queen on a white square, Black Queen on a black square. The pawns are placed onto a square all across row 2.

General Movement Rules

Each side moves one and only one piece or pawn per turn. (There is one exception to this, called ‘Castling,’ which will be discussed below.) A move must be made at each turn. At the start of the game, 
 the White player makes the first move. (This gives White a very slight advantage.)

In the formal play, touching a piece or pawn obligates the player to move that piece or pawn (but not to make any specific move with it). Also, in the formal play often there is a time limit on chess moves; a player must move before the timer runs out or forfeit. In informal games, this is seldom observed, and a player may take as long to move as desired.

Moving a piece or pawn into the same square as one occupied by another piece or pawn of the same color is not allowed; only one piece or pawn may occupy any one square. Moving into the same square occupied by another piece or pawn of the opposite color, removes that piece or pawn from the board, and replaces it with the moving piece. This is called ‘capturing’ or ‘taking’ the enemy piece.

Knights can move through (or jump over) pieces and pawns of either color to reach an allowed open square. All other pieces and pawns cannot move through squares that are occupied. A capture ends the move; a capturing piece must end by occupying the square previously held by the captured piece.

Capturing the opponent’s king ends the game, but in actual play, the king is never captured. A move by a player that puts the opponent’s king in danger of being captured on the next move is called ‘checking’ the king or placing the king ‘in check.’ This must be announced. Normally, the player making the move simply says, ‘Check,’ to notify the opponent that his king is threatened. A move that places or leaves a player’s king in check, so that it will be captured on the opponent’s next move, is not permitted. That is, if there is a way to move the king out of danger, the player must make that move, and if a move would allow the king’s capture, the player is not allowed to make it.

When the king is placed in a situation where it is threatened with capture on the next move, (in check) and there is no move open to the king’s player that will prevent the capture, this is called ‘checkmate,’ and means the game is over.

Pawns

The movement of pawns is governed by a few rules:

Pawns move into open spaces only, forward along with the file they start in.

Pawns cannot capture with a forward move. Instead, pawns capture diagonally and forward. That is, if an opponent piece occupies the squares to a pawn’s left or right in the rank one square ahead of it, the pawn may capture it. If it occupies the square immediately ahead of the pawn, the pawn cannot capture it and the piece blocks the pawn from moving.

Pawns can move only forward, not backward.

On its first move, a pawn can move two spaces forward or one. Thereafter, it can move only one space forward (or forward/diagonally when capturing).

If on its first move, a pawn moves two spaces forward and lands on a square that to its right or left there's an opponent's pawn, the opponent's pawn can capture the other pawn by moving diagonally to the square that the other pawn just passed.

If a pawn moves to the eighth rank, that is, to the opponent’s side of the board, it can be replaced by any other piece. This is sometimes called ‘Queening’ the Pawn because a queen is the most popular and common piece to turn a pawn into when that is accomplished.

Bishops

Bishops may move only along diagonals. This means that each 
 bishop always remains on the squares of one color, white or black (each player begins with a bishop on a square of each color). Bishops may move any number of squares along the diagonal, subject to block and capture rules.

Knights

Knights exercise a complicated move that can best be described as an L-shaped jump. The knight ‘hops’ either one or two spaces forwards or back, along with its file, and then one or two spaces left or right along with the rank (one or two spaces left or right, along with its rank, and then one or two spaces forward or back, along with the file as well ) so that it moves three spaces total.

As already noted, a knight may ‘jump over’ any pieces, friendly or enemy, between it and its final destination, provided the square where it ends its turn, is either empty or occupied by an enemy piece, which is then captured.

Rooks

The rook moves forward or backward, left or right, along the files and ranks. It may not move diagonally. It may move any number of squares in any non-diagonal direction, subject to block and capture rules.

The Queen

The queen is often called the most powerful piece in the game. It’s like a rook and a pair of bishops combined. It can move forward and back, left and right, without limit, just like a rook, and also can move diagonally like a bishop (except that the combination means it’s not combined just to one color). Its movement is subject to block and capture rules. 

The King

The king, like the queen, can move forward and back, left and right, 
 and diagonally, subject to block and capture rules. However, it can move only one square per turn.

There is one exception to this, which is called ‘Castling.’ Castling is also the only time that a player can move two pieces in one turn. The two pieces are the king and one of the rooks. In order to Castle:

Neither the king, nor the rook can have already been moved during the game.

The two or three spaces between the king and the rook must be empty.

The king cannot be in check, and the Castling move cannot move the king through a square where it would be in check. (And of course, the move cannot end with the king in check, either.)

The player wishing to Castle, moves his king two spaces towards his rook, and then moves the rook adjacent to the king on the side opposite of where it started. Thus, if the White player wishes to Castle using the rook that was closest to the king, he moves his king from e1 to g1 and then moves his rook from h1 to f1. What Castling does is to place the king into a more protected position where it is (often) guarded by a row of pawns and cannot easily be placed in check. 


Chapter 3: Strategies for Opening the Game
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Opening Moves in Chess
  


Theoretically, you can start the chess game with any move, as far as it is a legal move according to the rules regarding the movements of the pieces. The first move, which is known as the opening move, should be a good move as it gives you an edge over the opponent, as you have an upper hand with the good opening move. A better opening move allows you to protect the king, to make utmost use of the vital squares, to move the pieces in the desired direction, to swap and capture the pieces as per the rules. 

After studying the game of chess for many decades, moves are provided with a name, to identify the moves without much difficulty. As I will be explaining the famous opening moves that have been repeatedly used over the years, I would recommend laying the chessboard and placing the pieces as it will be easy to make the moves and understand the situation as is being explained. 

Preparation is the key if you want to win in a game of chess. This is why you must start the game by taking the right steps. This is where 
 opening moves come into play.

How Are Opening Moves Advantageous?

Although playing chess does not require a person to know an opening move to play, one obvious advantage of knowing about opening moves and employing them is that it enables them to place their pieces in a position where it could contribute to the development of your game plan. Opening moves also sets the player’s defense against the opponent’s game plan. By starting the game with calculated moves (and not just making random moves), it will be easier for them to apply different tactics, control the board, and improve their chances of winning the game.

Types of Openings

Openings can be divided into four types, depending on the pieces involved in your first few moves. These opening types are the following:

King or Queen Pawn Openings

Being the pieces at the front of each side during the start of the game, the pawns are usually moved first. However, the most common would be moving the pawns directly in front of the queen and/or the king. For White, their d and e pawns will be moving to the fourth row. Aside from providing an open space so that bishops can be deployed early on, the king or queen opening enables the player to gain control of the center area.

Gambit Opening

A ‘gambit’ in chess refers to a strategy wherein the player is offering ‘bait’ (which is often an undefended pawn) to the opponent. This bait aims to entice the opponent into moving differently to gain a lead in developing the player’s pieces. A gambit opening can be of a queen’s or king’s, depending on which side the bait originated. For example, if the opponent (who’s playing Black) matched your pawn to e4 move with a pawn to e5, you can move your King’s side pawn to f4
 , allowing Black to capture the pawn. If Black accepts the gambit, it will bring a development advantage to your side because you can now do a ‘Queen Pawn Opening’ to square d4 and further control the center. A gambit opening can also be used in combination with the other openings mentioned in this section.

Flank Openings

If, suppose you’re playing White and your opening move doesn’t involve moving the king and queen pawns first, you are doing a flank opening. Pieces that are included in flank openings include moving any pawn on the queen and king side (squares a to c, and f to h, respectively) or moving either of the two knights.

Irregular openings

Opening moves that are rare and are not always observed in a game can be considered as an irregular opening. Mostly irregular openings involve the movement of the pawn that does not take advantage of the ‘two square moves’ from their starting position.

By knowing the first moves of your opponent, you will have an idea as to the game plan that they are trying to accomplish in order to win the game.

White’s Opening Moves

White has the advantage of making the first move and being able to set the pace of the game. Thus, the right preparation must be made if they want to improve their chance of winning the game.

This section will discuss some of the basic opening systems that can be employed by White.

Colle System

This opening strategy, which can also be called the ‘Colle-Koltanowski’ system, was formulated by Edgar Colle during the 
 1920s and was improved by George Koltanowski.

The Colle system stemmed from the Queen Pawn Opening, and features the following moves (ignoring the moves of the opponent):


	
Move queen’s pawn to d4



	
Kingside knight moves to f3



	
King’s pawn to e3



	
Bishop on f1 moves to d3



	
Kingside castle



	
Castled rook moves to e1



	
C pawn moves to c3



	
Queenside knight moves to d2



	
Pawn in e3 moves to e4





This image will help you to visualize what the board should look like when using the Colle system (before the pawn in e3 is moved to e4):

[image: ]


The order of the movements can be interchanged, as long as all pieces are in place, within 9 moves. The Colle system allows for a good way to develop your minor pieces (the knight and the bishop), gain some control of the center with the d4 pawn and a threat from the f3 horse on any piece that will occupy e5, open paths for your 
 non-pawn pieces (especially the queen), and move the king away from the center as early as possible.

Reti System

Another opening system that was developed earlier than the Colle system, but is still an effective opening method is the Reti system. Developed during the late 1800s by the chess player Richard Reti, this opening only involves two moves for White.


	
White moves g1 knight to f3 (Black will most likely move its queenside pawn to d5).



	
White’s c pawn moves to square c4.





In the Reti system, the board must look like this:

  [image: reti-opening]


In this opening system, it is easy to observe that Reti applies the flank opening and combines it with a gambit, making use of the ‘wings’ rather than a direct approach to control the center area. The movement of White’s knight to f3 forces Black to avoid making the usual e5 pawn opening. If Black moves its queenside pawn, the c4 pawn will be offered as a sacrifice to the opponent. Even with the early lead of Black in material (if it chooses to accept the bait), White will be provided with different opportunities. Since Black’s center control is gone due to the shift in direction of its pawn, White can take control of the opponent’s half of the center board by simply advancing its pawns to d4 and e4 and no Black piece, to immediately 
 stop those moves. Another advantage would be that White can opt for an early check and a fork on the undefended pawn, forcing Black to make a move that does nothing to develop its other pieces.

Many other variations or defensive movements have stemmed from the Reti system, making it difficult for opponents to predict what you’ll be doing in your succeeding moves.

London system

This opening system was named as such because it was mostly used during the 1922 tournament in London. This system makes use of the queen’s pawn opening but does not combine it with the queen’s gambit (which is a common opening move). The system shares similarities with the Reti system in the sense that it also develops the knight early on, followed by the queenside bishop.

The variations of this system depend on the moves of Black. However, if Black’s movements are ignored, this opening system can be applied by doing the following moves:


	
Advance queen’s pawn to d4



	
Knight in g1 moves to f3



	
Queenside bishop moves to f4





This image shows what the board looks like if the system was successfully used: [image: ]


The use of the London system presents early advantages on the side of White. First would be the obvious advantage of using the queen’s 
 pawn opening, which leads to automatic protection to one of your pawns. Another is that the second and third move easily develops your kingside knight and queenside bishop, allowing you to check on other pieces that Black would want to develop, making the opening system also usable by those who are looking to attack. The pawns on c2 and e2 can also be advanced one square as the game progresses, allowing you to bolster your defense in the center and protect the king (aside from castling) while giving you room to develop your remaining minor pieces and the queen.

Stonewall Attack

To prevent your opponent from getting to your king, you will need to provide a good defense. If you are interested in a defense-based game plan, what you need is the Stonewall attack opening.

This system also utilizes the Queen’s Pawn opening, but doesn’t utilize the Queen’s Gambit. But along with the queen’s pawn, this system involves moving the other pawns in the center in such a way that they are protected, either by other pawns or the minor pieces. The pawn’s position in the center also allows for open lanes so that White can also guard any attacks from the flank.

To execute this opening, the following moves must be followed:


	
Queen’s pawn to d4



	
King’s pawn to e3



	
Kingside bishop to d3



	
C pawn to c3



	
F pawn to f4





If the moves are followed properly, the board must look like this:
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Using the Stonewall attack allows White to guard whatever it is that will come to the center square with its pawns, allowing it to capture opponent pieces that will attempt to occupy the said area and provide the pieces with enough protection. This makes it difficult for Black to penetrate White with a direct approach. Unfortunately, flank attacks are also checked by the White’s long-range pieces. And even if Black does manage to start an attack on the king’s side, it can easily be shut close by the pawns in columns g and h.

Let us look at other Openings described by algebraic notation.

English Opening

‘Flank Maneuver’ is the other name of the ‘English Opening,’ which has a unique opening such as: 1. c4

The attempt to take control of the center is made by White, through taking charge of the sides. Whereas c5 is the option left for the Black as a counter. 

The King's Indian Attack 

To give a sound reply to the King's Indian defense, this attack is played to gain an edge over the opponent. The sequence of play is: 


	
E4, d3 (white pawn moves in e4; white pawn moves in d3)



	
Nd2, Ngf3 (white b-knight moves in d2; black g-knight moves in f3)



	
G3, Bg2 (white pawn moves in g3; white bishop moves in g2)



	
0-0 (castling on the king’s side)
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The White has an upper hand with these moves. The Black will look to employ moves as “The French Defense” or “Sicilian Defense” to tackle the strong opening move of the white. Nevertheless, Black cannot surpass the White, as the opening move is stronger to tackle the counters of the Black. The center may witness a harsh play, as many pieces could be lost in the attack for both the players. 

The distinct feature of this opening is that it has a capacity of being played even in the middle of the game, and not just at the beginning of the game. The Black should have a foolproof strategy to fight back against the white, who can use this counter to a defensive of the Black. This counter will help the White to proceed an all-out to the king of the Black. 


Alekhine's Defense
  
  


This move came into play in the year 1921 and is considered as a hypermodern move of defense which includes moves such as:

E4 Nf6

The move opens the door of being aggressive for the Black. Such a forceful move makes White form a broad pawn formation to tackle 
 the attack of the Black. Black makes use of the opportunity to gain a lead by attacking the White pieces. The opening of the White can be neutralized by such an effective Black attack. Equal chances of winning are available for both players with this move. 

Caro-Kann

The Black gives space to White to capture the center as the Black makes a move to the d5 by employing the pawn. This opening is just like “The French Defense” with an extra move. The moves to start with are:

E4 e6 (white pawn moves in e4; black pawn moves in e6)

D4 d5 (white pawn moves in d4; black pawn moves in d5)

Nc3 dxe4 (white knight moves in c3; pawn in d5 captures pawn in e4)

The pawns of the White are attacked by the Black, to bring in play his pieces to take control of the board. Such a move is not a part of “The French defense” if comparing both the openings. Black will end up playing a passive game with the hope of White making a minor mistake to get into the game again. 


Center Counter
  
  


The ‘Scandinavian Opening’ is the other name of ‘Center Counter’ that opens with:

E4 d5 (white pawn moves in e4; black pawn moves in d5)

The next move will mostly be: exd5 Qxd5


Price or Modern
  


Commonly known by the names such as ‘Price or Modern,’ it is started with either of the following two moves: 

E4 d6 (white pawn in e4; black pawn in d6) (OR)

E4 g6 (white pawn in e4; black pawn in g6)

The variation of the Modern Defense can proceed with:

D4 Bg7

In the 1930s, this move was considered an ineffective move. But, since the 1960s, the risk-taking players have played this move. The white is given a chance to make use of the center by the black, to outsmart the white in the process. Such a tricky move needs a lot of courage, as the center is not in the control of the player. 


Roy Lopez
  
  


‘Spanish Opening’ is the other name of ‘Roy Lopez.’ The three initial moves in this opening are:

E4 e5 (white pawn moves in e4; black pawn moves in e5)

Nf3 Nc6 (white knight moves in f3; black knight moves in c6)

Bb5 (white bishop kingside moves in b5)

The name of the opening is derived from a Spanish clergyman who lived in the 16th Century, as he was a true enthusiast of the game. It is considered as one of the pioneer moves in the early days of chess. Lopez used to record the moves in his notebook after closely studying the openings of chess. He has used over 150 pages for the documentation of openings in the history of chess. Even though this move has his name, it is considered to be an older move that was developed even before he was born. The proof to the statement is that, this opening move has been mentioned in a Gottingen manuscript of 1490. 

Only because of Baensch, a Russian Theoretician in mid of 1800, this move came into existence again, until then Lopez opening was infamous. Many grandmasters make use of this opening, as it is a preferred move of the present generation players. 

A potential pin is enforced by the White by making use of the d-pawn or knight and the castle is activated as the open attack is launched. The Black is forced to move its e-pawn to d4 by the opening of the White.


Giuoco Piano
  
  


This type of opening move is also known as the ‘Quiet game.’ The Bishop of the White is used for the attack. The counterattack by the Black is done easily by making use of moves such as:

E4 e5 (white pawn moves in e4; black pawn moves in e5)

Nf3 Nc6 (white knight moves in f3; black knight moves in c6)

Bc4 Bc5 (white bishop moves in c4; black bishop moves in c5)

The game becomes passive when the White tackles by moving to d3. Such a move is known as ‘Giuoco Pianissimo’ or ‘The Quietest Game.’ 

The move can be “Evans Gambit” when the White moves to b4, instead of d3. This move facilitates the exchange of pawns to get access to the center of the board and the queen's bishop is unlocked and ready for action. 

French and Sicilian Openings  

These are the simplest and the most basic openings. 

French Opening-Defense:

E4 e6(white pawn moves in e4; black pawn moves in e6)

Sicilian Opening-Defense:

E4 c5(white pawn moves in e4; black pawn moves in c5)            

Before bringing into play any of the pieces, make sure you think out the response and counter to the response of the move. The above-mentioned moves are the various openings and counters used 
 throughout the long history of chess, and you should be well versed with them to master the game of chess. 


Chapter 4: Middle Game
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Opposing forces have clashed, opening blows have been exchanged, and kings have retreated to safety as the battle begins to take shape. We’re entering the middlegame, perhaps the most poorly understood of the three segments of play. In technical terms, the opening ends, and the middlegame begins when most or all pieces have been developed, and the king has been maneuvered to a more or less secured location, often through castling.

While scholars throughout the ages have dedicated countless hours to analyze openings and endgame scenarios, the middlegame has received relatively little attention. Partly, this is because the middlegame is so dynamic and difficult to predict. Unlike openings, where only selective moves are available until all pieces have been developed, the middlegame often provides players with a plethora of movement options to choose from. Unlike the endgame, where the number of pieces has decreased, players must account for most of their pieces on the field at once. This can be quite overwhelming for 
 both players and chess scholars alike.

In any case, there are very few proper middlegame maneuvers that can be taught through diagrams. Instead, the middlegame strategy comes down to a set of philosophies and tenets. First, each player must keep their king well-guarded. It’s not uncommon for a game to end without reaching the endgame at all if checkmate can be achieved earlier.

Second, players should be seeking out every advantage they can leading into the endgame. This can come in the form of superior positioning or material advantage, preferably both. The middlegame may be a transitional phase of play, but how each player comes out of that transition is sure to have a tremendous impact on the outcome.

In this section, we’ll go over the fundamentals of achieving these goals. This section may be more abstract than sections on the middle and endgame, but it’s nevertheless an important part of understanding the full scope of chess. Indeed, the logic of opening strategy and the basis of the endgame can only be understood through the lens that divides them.

The Middle Game usually is part of the chess game after the Opening has been completed. For example, once you've established your pieces, the bishops and the knights, the king has castles, and the rooks have a line of sight on the back row. You now have a stable base on which to position your defensive or attack pieces, if you prefer.

Careful placement of the pieces to hinder the movement of your opponent or cause them to make a mistake will give you the advantage. That is where the technique of chess comes in.

You can practice Middle game in chess by playing against a machine, 
 set to a low level of skill. You can start the chess game from the beginning. Or, if you're using a program like Fritz, start from the end of the chess Opening in your database.

Now you're expected to concentrate on a single chess square, somewhere near King's opponent. Your goal is to dominate this square, either by occupying it or threatening it with at least two of your chess pieces.

But they are not allowing the adversary to strike or occupy a square at the same time.

When you transfer your pieces, strive to make sure that no piece of chess is left unprotected and attempt not to be distracted from your target by taking an opponent's piece unnecessarily.

This is going to get you in the habit of practicing how to move chess pieces with a fixed goal in mind—having you past the beginner's habit of responding to your opponent's move without a solid strategy in mind.

The objective in chess is to checkmate the opponent King, but before achieving this stage, there are a lot of mini-goals that need to be accomplished. This goal can also be performed in several ways, which is why chess strategy and tactics are so important. If we were to play the same game every time, our chess game would be boring, and we would be beaten easily. We need a strategy to accomplish this actively. It doesn't have to be complicated, but the above approach should help you see how you can quickly and effectively make these preparations before each chess game.

When you know how to successfully manipulate a single square without being distracted, do the same thing for controlling two squares on the chessboard. From this point on, you'll be able to move to control the square from where you can strike the king—
 passing into the Endgame with possession of the chessboard and a decisive advantage.

The middle game is perhaps the most exciting part of a chess game because it is here that the plan a chess player has or instituted in the opening phases of the game, starts to unfold and unravel. While the openings and endgames are important, the middle game is where you win or lose a game and, before the end game, most games will have ended with a resignation.

The middle game is one of the biggest areas of the game of chess. It normally involves two main aspects: strategy and tactics.

Strategy  

By strategy, we mean positional understanding, i.e. the ability to look at and evaluate a position and from it, formulate a play plan. Essentially, the strategy part of the middle game is about evaluating the moves you choose and the principles behind them, i.e. the aim of every individual move to the aim of the game, which as you know, is to checkmate the opposition and win the game. 

Tactics  

Tactics, on the other hand, are combinations that involve smart sacrifices, something we shall talk about soon. It makes sense that as you seek to control key squares in the center, in the opening phase of the game, and develop pieces at the same time; you will have to sacrifice some pieces for better positioning and advantage. 

Tactics are about calculations, and therefore, it normally depends on strategic chess principles, with its main intent being to gain an advantage over the opponent.

While the two, strategy and tactic, appear similar, the underlying factors in both are different. Both, however, require a lot of practice to master. 

The middle game is, perhaps, the most important part of the game because while it is possible to memorize the opening and endgame, each game has a unique middle game, which is why you should study middle game theory, and practice as many strategies and tactics as you can. 

To help you out with this, here are important middle game principles you should master and consider at all times:


Important Middle Game Principles
   
  


Essentially, the middle game aims to: 


	
Ensure the safety of the king



	
Force material and mobility. 





The importance of these factors varies from game to game. For instance, the safety of the king is important and a serious issue and material advantage is irrelevant if at such a time the king is under a well-executed attack. Material advantage, on the other hand, is also an important consideration because while material advantage does not necessarily translate into a direct checkmating attack unless the advantage is large such as a rook or more, it can usually be decisive, and many players use it to gain more material and endgame advantage.

A king that has castled on the opposite wings with a queen that remains on board is often very violent primarily because, in such a position, both players will be on the offensive trying to attack each other’s kings. 

In such a case, many players are unlikely to pay much attention to material consideration; most are likely to concentrate on attacking and are therefore likely to make smart pawn sacrifices in front of the opposing player’s king as a way to open up the game for the queen and the rooks.

If the chess game progresses to a point where it now has a static and locked pawn structure; such a game will see both players attack each other since they can choose to play on the side where their pawns are pointing, the side where they have more space. 

In such middle games, lengthy maneuvers are common, and because time is not the main consideration, players attempt plays that develop their pieces while weakening the opponent’s pieces and positions. Such a middle game requires that you be uniquely aware of pawn break and take advantage of now available open fields.

In instances where one player seems poised to win (because he has a material advantage), he, the stronger player, is often free to flaunt the middle game principles we shall discuss shortly, as a way to get to the endgame. 

As an example of this, the stronger player can trade queens even if it means a ruined pawn structure. 

Because each middle game is unique, what we shall do here is outline some underlying principles that no matter how you play your middle game, will always come in handy.


Control the Center
   
  


White to Move

We have talked about this, or at the very least hinted at the importance of center control, at many instances in this guide. While 
 it is not always mandatory to control the center, centralizing your pieces means you will have more control of the game because more than anywhere else, the centerpieces control the most squares.

You should always have this in mind, even though it is not mandatory to control the center, more so, when you are dealing with knights, because when well placed at the center they [knights] can control 8 squares; if cornered, they can only control 2 squares.
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When you centralize a bishop, you have more control of the board (and mobility) than you would with a bishop positioned in the flanks. This principle also applies to other pieces such as the queen.  When it is safe to do so, centralize your queen and the bishop. In the image above, you can see that the White player has centralized four pieces and thus, is in complete control of the center. 

Centralize Your Pawns

[image: middlegame principle 2]


White to Move

The general idea here is that, when necessary, you should be willing to sacrifice/trade your flank pawns for central ones, you now understand the importance of center control. From a gameplay perspective, central pawns are more effective than flank pawns simply because they [the central pawns] give you control of the squares d4-d5-e4-e5, squares that you can use to form a strong attack on the king and queenside, as well as the center. Control of these squares also helps to develop and support pieces, not to mention the increased mobility and space. Because of this, instead of trading your central pawns for flank pawns, do the opposite. In the image above, you can see that when White plays fxe3, he creates a strong pawn center with the pawns e-d-c.


Pawn Weaknesses Will Weaken You
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White to Move

Pawn weaknesses, isolated, doubled, or backward pawns and holes, give your opponent an immediate edge that he can exploit to his advantage to dominate an otherwise equal endgame. 

It is important to avoid pawn weaknesses, and thus guarding against endgame mistakes; you need to have complete command of your pawn structure as the game transitions from the opening to the middle game. 

From the image above, you can see that both players have pawn weaknesses because while Black has isolated pawns, White has backward and doubled pawns. 

Use Pawns to Protect Weak Squares
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Black to Move

The general idea behind this principle is to ensure that you avoid weak squares. Weak squares are squares that remain unprotected by pawns; they (weak squares in your position) allow your opponent’s pieces to create a strong outpost. When the weak square is closer to your king or the center, the more trouble it is. 

Because pawn advancement is what creates weak squares, be mindful of your pawn structure, and always remember that pawns cannot double back. On the image above, you can see that the White player has a weak f3 square, which is next to the king, and that Black’s knight or queen can use to make threats. 

Use a Knight to Blockade an Isolated Pawn
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Black to Move

While they are a weakness you should avoid, in the hands of the enemy, an isolated pawn is something an opponent can use to launch a commendable attack, simply because an isolated pawn provides extra space and supports other opponent pieces. 


Use Rooks to Occupy Open Files
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White to Move

Rooks are most effective when on open files; when you have an available open file, move your rook there if it is possible and then if it is possible at all, double your rooks on the open file. 

If such a file is not open, use a rook to occupy a semi-open one, with the intention to force it open later. In the image above, you can see that White has a serious advantage since he has taken control of the open file. 

Predicting the Opponent

When you have seized the initiative and done something to force the opponent’s hand, you narrow the likely moves that the opponent can make and this makes predicting his move easier. However, it is never possible to actually predict what the opponent will do. The trick instead is to be ready for anything he does. This requires that you predict, not your opponent’s actual precise move, but all of his likely moves so that you can have in mind what you will do in each case.

For example, let’s say you are playing White and are using a classic 
 Roy Lopez opening. Your move B-b5 sets up situation 1: your bishop is threatening your opponent’s knight. The knight is protected by a pawn, but if you make this exchange, Black’s pawn position will be worsened, and you will have retained the initiative.

What will Black do? Of course, you have no way of knowing exactly what he will do, but what you do know is that he has several decent moves in response. He can:

‘Put the question’ by moving a6. This threatens your knight, and you must then choose whether to go ahead with the threatened exchange, or retreat.

Move N-e7 (with the other knight). This protects the threatened knight with something other than the pawn, reducing the value of the exchange. It also develops Black’s other knight, although not in an ideal fashion, at the cost of blocking his bishop. You are left with the initiative.

Move N-f6. This ignores the threatened exchange, leaving you the option of going ahead with it or not while developing the other knight and threatening your pawn at e4. This is not a real counter-threat, because if you do take it, the Black knight’s next move will necessarily be to take your bishop, leaving you with the initiative and able to do something about your threatened pawn; however, it does improve Black’s position so that at the end of the exchange he will still have a developed knight.

Move either b6 or g6, preparing to develop a bishop by fianchetto. This ignores your threat to his knight and leaves you with the initiative and to be able to either make the exchange or do something else.

Move d5, threatening your pawn at e4, with a pawn rather than the knight, while strengthening Black’s mid-board dominance. You have 
 the choice of proceeding with the exchange or responding to the threat to your pawn with a different move.

The point here is not to know which of these moves your opponent will make. There’s no way you can do that, unless you know your opponent very well and can study what he’s done in similar situations in the past. Barring that, what you should do is keep all of these options in mind, so that you have a good strategy for follow up no matter which of them (or any others you can foresee) that your opponent chooses to do.

If you expect and are prepared for any move your opponent makes, then odds are you will win the game. You will be in a position to seize and retain the initiative, force favorable exchanges to achieve a material and/or position advantage, and set yourself up well for the end game and victory.

Protecting the King

The safety of the king is the primary defining consideration while assaulting the enemy king is one of the chief goals. Checkmate can occur during the middle game, although among advanced players the end game checkmate is much more common. The king is more restricted in terms of mobility during the middle game, while both sides have powerful forces to bring to bear. One of the more common middle game checkmates is achieved when a castled king has lost its protecting rook. A rook or queen moved to the end rank (8 for White or 1 for Black) will then place the king in check, and if the three pawns before the king remain unmoved, in checkmate.

The king cannot be protected in the same way as other pieces; the ability to capture a piece in return for your captured king is of no value. Instead, its safety must be assured by blocking access by 
 enemy pieces. Placing pieces and pawns to block enemy movements or, in the case of knights, block or attack the squares the knight must occupy to attack the king, is how this is done. This typically leads to exchanges, as a player seeks to remove blocking pieces from the board and sacrifices his own pieces and pawns in the process.

Castling is a common move to ensure the safety of the king. It also works towards freeing a rook. In the middle game, the king is a weak piece that is also the lynchpin of victory. While the players have queens, bishops, and rooks in play, the king is outclassed. In the end game, the king becomes more important (as a piece for active play, not just a victory token), as we will see.

Pinning

Under the rules, no player can make a move that results in his own king being in check. This creates a possibility of imposing what is known as a ‘pin.’ A pin is an attack on the opposing king that is blocked by a piece or pawn. For example, if the Black king is on h1, with a Black rook on g2, and a White bishop is on e4, the bishop would place the Black king in check, except that the rook is in the way. If it’s Black’s turn, the rook cannot move, because if it did the Black king would be in check. The rook is therefore said to be pinned.

Pinning can also occur when any piece is blocking an attack against another piece, usually one of higher value.

Fork

A ‘fork’ is a move by a piece or pawn that attacks two enemy pieces at once. If the fork is set up well, the opponent must choose which of the pieces to save. Any piece is capable of forking under the right circumstances, but the classic example is the knight.

If a Black knight is on f6, while a White bishop is on d5 and the White queen is on h5, the knight will impose a fork: it will attack both these 
 pieces at once. Since White can move only one piece on its next move, it cannot save both of them. 

Of course, the situation is never as simple as that, particularly in the middle game. Even in the example above, assuming the square is open, White could move the queen to f3, where it would protect the Bishop so that the most the fork could accomplish is to force an exchange of a Black knight for White bishop. One or both of the pieces forked may already be protected (in fact, that’s usually the case), and the player attacked may respond by moving one of the attacked pieces out of danger, or by moving another piece into a protective position, or by doing something completely different that mounts an attack elsewhere, or even that puts the other player’s king in check, forcing him to wait to take the attacked piece until the check is resolved.

Bishop Sacrifice

There are times during the middle game in particular when a player will want to sacrifice a piece, accepting a material disadvantage, to achieve a positional goal that will allow the deficit to be made up (with interest), or even to set the board up for an early checkmate. Here is a good example that illustrates the tactic, involving the White sacrificing the white-square bishop by capturing a Black pawn at h7.

This situation can arise from the French Defense, and it’s a very specific set of circumstances. Several things need to be in place for this sacrifice to work for White. White must have his knight on f3 (a very common placement in developing the knight), the dark-square bishop and the queen must be unmoved on their home squares, with an open diagonal for the bishop to move. Black needs to have been castled. Most importantly, White’s pawns on the left side need to be in this configuration, with a pawn on d4. Without these things in 
 place, the sacrifice is a poor play.

Assuming this setup, White moves B-h7 and takes Black’s pawn, placing the king in check. This invites Black to take the bishop with his king, after which White Moves N-g5, placing Black’s king in check, once more.

Black has only a few legal moves here, and all of them are bad. Let’s say he retreats his king back to g8. White then moves Q-h5, threatening Q-h7 (Checkmate) on the next move.

Over the next few moves, no matter what Black does, White is in a position to clean out Black’s king-side defenses, and Black will be hard-pressed to avoid this situation and Checkmate.

This precise situation doesn’t come up in every game, of course, and as a general rule taking a material loss is a bad idea, but this scenario illustrates why it isn’t always a bad idea. Sometimes position can count for more than material, as in this scenario.


Attacking the
 F7 Square (White)


This is an early middle game strategy that White can sometimes play, depending on which openings were chosen by both players. This relies on the fact that for Black, f7 is a particularly vulnerable square. It’s protected only by the king in the starting setup (useless if the square is attacked at least twice). A White knight on f7 can fork the queen and a rook if they remain in their starting positions. Any attack on f7 has the potential to disrupt Black’s castling on the King’s side.

It works best if White opens with e4 and Black responds with e5. A White’s first move of d4 typically provokes d5 by Black, which gives f7 more protection, and flank openings by nature, assert less control over the configuration of the mid-board pawns. A classic opening set up for an attack on f7 follows this sequence:

e4, e5

N-f3, N-c6

B-c4

This is a variation on the Ruy Lopez opening, of course, with the bishop positioned to attack the f7 square rather than the Black’s knight. This is not the only opening sequence that can lead to this bishop move, though.

Deflection

Another middle-game tactic can arise when your opponent has a piece playing too many roles or doing too many jobs. Deflecting that piece from one of its roles may allow you to exploit the fact that it’s no longer playing that role. For example, consider this scenario.

Here Black’s rook is doing two jobs. It’s holding down the back (8th) rank, and it’s also protecting the Black queen at d6, which is under attack by White’s queen. It’s a White’s move.

Now, White could simply trade queens and further simplify the board, but the fact that the Black Rook is overextended with its two roles, offers an opportunity for something more profitable. White moves R-E8 (check). If Black’s rook were playing only one role, defending the back rank, it could simply capture the White rook, but because it is also defending the Black queen, making that move will leave the queen undefended and result in its loss. Instead, Black must move his king out of check and so sacrifice his rook.

Avoid putting your pieces in a situation like that where they are playing two incompatible roles, and when you see your opponent in that situation, look for ways to exploit it.

Positioning the King

Some scholars define the endgame as beginning at a point where the king can effectively take on an offensive role in strategy. Keep this goal in mind as you play but be wary. The middlegame is a dangerous time for a king. With several enemy pieces active on the field at once, the slightest overextension can leave your most valuable piece open to danger. However, that doesn’t mean you can’t bolster your king’s positional advantage while keeping it thoroughly guarded.

Ideally, by the middlegame, you’ll have a sturdy formation of pawns protecting the files near your king, with your major and minor pieces ready to fall back to play defense if the need arises. Castling is one of the best ways to achieve this, as it allows you to keep your pawns on the flank you’ve castled be in the right formation while those in the center play a more active role on the board.
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In this early middlegame scenario, as depicted in the figure above, each player has castled their king, but otherwise, their strategies are different.

In the figure above, both players have gone to great lengths to 
 secure the king. White has opted for—or been forced into—an extremely defensive formation. While this can provide an effective wall, White runs the risk of being boxed in. Black has taken a more aggressive approach, potentially gaining an advantage if they can maintain the initiative.

Securing Advantages

Assuming your king isn’t under threat, the goal of the middlegame is to gain as many endgame advantages as possible. This is done through two primary means, each of which is an intrinsic part of chess strategy: material and board position.

Different masters have differing opinions on which of these is more valuable. Materialists are often more tactical players who value the power and options each piece provides. Positional players tend towards a more detached, strategic outlook, and will sacrifice even valuable material to force their opponent into a bad spot. Discovering the type of player you are and why, is an important step in finding a comfortable middlegame mindset.

Securing a material advantage means going into the endgame with more material—or a higher overall piece value—than your opponent. This is often done through clever gambits, laying traps for the opponent to create scenarios where they’re forced to choose which piece to sacrifice. Material gains can be slow to start but capturing an opponent’s queen or rook in the middlegame can speed you to an advantageous endgame.

Positional play is less concerned with targeting individual pieces in opponent control. Rather, creating an overall favorable spread on the board is this strategy’s key to victory. After all, if an opponent’s most dangerous pieces can be effectively locked down by your formation, why risk breaking it to capture them? That’s not to say 
 positional players are of course more risk-averse. Many will sacrifice a material advantage for the chance to blow a hole through the enemy’s guard.

For beginner players, either option is viable, though both extremes should be avoided. The consequences of all-out materialism or positional play can be offset by some masters, but even then, most strive for a balance that leans towards their preferred method.

In either case, learning to make favorable exchanges is perhaps the most important skill to develop and strengthen your middlegame. In formal terms, an exchange refers to the trading of two pieces, but there are positional exchanges to consider as well. Will you abandon your stranglehold on the center of the board to capture an enemy rook? Your answer may well depend on several other factors in the game and learning to weigh those factors is what makes for great [image: A picture containing clock Description automatically generated]
 play in the middlegame.

In this scenario, Black has just played Qxg4 and now offers White a hard choice: a potential exchange of queens.

Refer to the diagram above. White can play Qxg4 to capture the enemy queen but will certainly suffer the same fate when Black plays Bxg4. Should White accept Black’s offer and exchange queens at this stage?

From a material perspective, White is at a slight advantage, an extra pawn just barely making up the difference for their inferior knight and bishop pair. From a positional standpoint, they also eke out an upper hand over Black, whose pawns are mostly unadvanced and completely unable to protect their exposed king. It would be a gamble, but trading queens here could eliminate a significant wildcard factor from the game and make it easier for White to retain their perilous advantage.

If you’re ever unsure whether an exchange is favorable or not, referring back to the valuation system is a good bet. Remember, you usually only want to trade pieces if you’re trading a piece of lesser value to capture one of greater value. In some cases, it may be acceptable to trade a knight for a bishop, since bishops are usually more effective in the endgame.

Coming Out on Top

Depending on how the middlegame has gone for you, your perspective on the next phase of play—the endgame—will be drastically different. Players who’ve outnumbered their opponents secure a solid material advantage and have a king that’s poised and protected can approach this final stage with confidence. Others may not be so lucky. However, the game is never over until it’s over.

In the next section, you’ll learn how to capitalize on an existing lead to crush your opponents in the endgame as well as how to survive and eke out a comeback victory. If circumstances are truly dire, you’ll also learn how to force a draw to save yourself from defeat. As 
 you read on, you can return to this section as many times as needed to review materialistic vs positional play, as these concepts influence every phase of play, despite being most prominent in the middlegame.


Chapter 5: Endgame
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In essence, the complex endgames are those where the general rules are so general that they are useless if the chess tactical ability is deficient. Practically, in the case of complex endgames, general rules cannot be given, and the player's tactical ability continues to prevail.


Most Famous Types of Endgame
  


King and Pawn against King

This ending can be won or covenant depending on the mutual position of the two kings and the pawn. It is one of the most important endings, either because one of the two players can choose to simplify the game from another position to reach a final that is won (or pact, if the player is at a disadvantage), or because the 
 elements involved in their analysis are often useful for solving endings in which there are more pawns.
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If the opposing king is far enough from the pawn, he can succeed in promoting without the help of his king. The definition of far enough is given by the so-called rule of the square: if the opposing king is outside the square whose side is made up of the boxes in front of the pawn, then it is far enough.

If instead, the king is in the square of the pawn, this needs to be promoted with the help of his king. To quickly establish whether the ending is equal or not, it is possible to use the rule of effective squares. If the king who controls the pawn manages to arrive in the said squares of absolute effectiveness then he will succeed in promoting the pawn, while if he is in those of relative effectiveness the possibility of winning is subordinated to the possession of the opposition (if two kings are found facing each other at a distance from a square, then it is said that the color that must not move has opposition).

If the pawn is a rook (i.e., he is in one of the two sidelines) and the opponent king can place himself on his line, then the match is even, 
 in whatever position the other king is.

Endgames with many pawns

In the endgames of pawns, the dominant theme is the possibility for a king to penetrate in the opposing rows, to eliminate the pawns’ adversaries, and thus bring their own to promotion. A crucial element is the zugzwang, that is, the obligation for a color to move worsening its position. For example, leaving a pawn's protection or allowing the opponent's king to gain a cross (for example through the phenomenon of opposition).

In some cases, the kings are both far from the opponent's pawn; in this case, there is a real "promotion race,” the result of which is often the appearance of two women on the chessboard. If one of the two colors have at least twice the advantage over the opponent, it has won the match, as it transposes into a queen's final against a won pawn. (See next section).

Queen's endgame

Women's endgames are a very complex type of endings as many plans, although long-term, must be made with precision. Two particular types of particularly important endings are the endgames of kings and queen against kings and pawns, and the endings of queens and pawns against queen.

In the first case, the queen's conductor has almost always won the game, as it can checkmate and simultaneously attack the pawn, forcing the king to make forced moves. If the pawn is advanced to the seventh cross - as it may happen if there has been a "race to the promotion" and one of the two players has some disadvantage - the queen wins if she can occupy the pawn promotion square, or if the pawn is in a central line (d and e) or knight (beg). The strategy consists of obliging the opposing king to occupy the square of 
 promotion, thus gaining a time to approach his king. If instead, the pawn is in one of the lines a, c, f, or h, the game is drawn because of the stall.

Queens’ endgames and pawn endgames against queens are very difficult to play and are often very long. The defender must try to reach the square of promotion with his own king, but even if he could not manage, he could still manage. This is true for rook pawns, while for others the queen can check and try to nail the pawn, preventing him from moving forward.

Rook's endgame

Rooks’ endgames are frequent, as these pieces are generally the last to be put into play and therefore those that tend to stay longer. In this case, the central element is the activity of the rook, understood as the possibility of attacking the king and the opposing pawns at the same time or cutting off the king from the area of ​​
 the board where he can attack pawns.

A particularly important case is the rook and pawn against rook, where the position can be both equal and won by the color that the pawn has, depending on the position. The struggle is centered around the possibility of promoting the pawn, gaining a decisive advantage.

In general, the player at a disadvantage must try to reach the pawn promotion square; the pawn driver must then try to cut it out with the rook or try to reach Lucena's position. Various techniques are possible to apply here, including reaching Philidor's position.

If the pawn is in a rook line, the draw opportunities increase significantly.

Bishop’s endgames

In the endgames in which, in addition to the pawns, only bishops are 
 present, the color of the bishops (i.e., the color of the squares on which they move) is of vital importance for the evaluation of the position. While in fact, in the case of same-colored bishops the position is more favorable to the attacker (i.e., the player with more pawns or with the initiative), the endgames with bishops of opposite color are infamous for being very often pacts.

The opposite-colored bishops allow reaching the draw also with two pawns of disadvantage, although the presence of other pawns can favor the attacker which can threaten them. On the other hand, only one pawn, is never enough to win (even with same-colored bishops) as it is possible for the defender to sacrifice his bishop on the pawn, thus simplifying a final pact.

In some situations, the bishop cannot win even with the help of a pawn, and with the opponent reduced to the king only. In case the pawn is a rook, and his square of promotion is the opposite color to that of the bishop, and the adversary king can reach it, there is no way to force him to abandon it. The approach of the king causes the stall.

Knight’s endgames

These are characterized by the maneuvers of the knights to catch pawns. In the case of past pawns, the knights generally have difficulty trying to capture them, while they are more effective in blocking them. An important factor is also the impossibility for the knights to lose time because moving cannot maintain control over the squares that are attacked.

The final of kings and two knights against kings is always covenant, precisely because the knight cannot waste time. Instead in the final of kings and two knights against kings and pawns the part that has the two knights can win in certain positions. This ending was analyzed in 
 detail by the Russian student Aleksej Troickij.

Queen against other pieces

The queen wins against a rook alone. Even two pawns (if not connected) may be insufficient to fit the game unless one can reach a fortress with one of them. With three pawns you get at least one draw, and in some situations, the rook wins. Two rooks are generally worth a queen. Without pawns, the position is generally a draw, although in some positions it can be won by one of the two players. Generally, two pawns are required to win.

The queen easily wins against a single minor piece, while with two pieces – a rook and another minor piece skated against a queen – a fortress can be built. If the queen's driver has a pawn she can win, while rook, minor piece, and two pawns can bend the queen's resistance.

Rook and minor pieces

In the case of a rook against minor pieces without pawns, the position is generally drawn. A pawn advantage gives the rook advantage, which sometimes is insufficient to win. The rook can win in some situations even with a disadvantaged pawn, but with two it can lose. More pawns often guarantee victory to the minor piece.

In the case of rook and a light piece against rook (without pawns), the match is a theoretical draw (except some positions). However, if the piece is a bishop, the defense is difficult in real play and practice. If the attacker succeeds in entering the position of Philidor he has won the match, although it cannot be reached forcibly.


Chapter 6: Finals: How to handle it
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If all the knowledge about chess can be combined into one theory ... how interesting is that? Everyone wants to know that "final" theory. And with this knowledge, he defeated everyone in chess. Who can beat you? You have the ultimate method of all.

How to master the secrets of the masters

Chess is said to be an art and not just a game. Whether you are an expert, a strategy teacher, a technical teacher, or just a beginner, there is always something new and creative you can try. The secret is to be able to detect your opponent's movements in excellent, sharp, and fast planning. This is the beauty of chess. It never gets 
 boring because there is always this challenge. The diversity of movements in the game is almost endless, which is not the case in most table games.

In chess, there is no luck, good luck, or luck. Chess refers to skill, concentration, maneuverability, and what we call intuition. The ability to think and plan for your competitors is essential.

The old Greek phrase, "you know yourself," applies a lot to chess. Perhaps I should state the game, yet the player. Know yourself; A great comprehension of your identity is essential for turning out to be what you need to be. Right now, to turn into a top player. However, being the best player does not just mean making decisions, but knowing how to make decisions, why you make them, and how brave you are! You need more than luck to succeed in the affiliate business. Don't rely on the game and nothing else. If you are closed, you will lose it! Of course, some like to play defensive, and that's fine.

When moving, the focus should be on the foot position. Most of the field games are played here, and you have to play defensive at least for a while. Be vigilant and look for openings that you can cross. Try not to change parts as much as possible. Block and wait. Sooner or later, you will have a chance to continue the attack! If you can live with the idea of a chance to win, then let your game become aggressive, strengthening your tracks. If you play this kind of strategy, you have to put your hope in the knights.

Here you can see how your knights can create an open space for bishops and the queens. Fun can be to use the infantry to attack. This strategy is often used successfully by many chess "guru," and you will follow this wisely. That said, you should try to play the game only in the way your character does. Not all of us are the same—some people like sweet, others like bitter. If you are a risk-loving person, such as living on the edge and enjoying the thrill of the 
 adventure, then be yourself!

Make a battle opening move and try to destroy the center of the board. Don't worry about replacing the parts but be careful to keep the rook and queen later.

This particular method by which someone aggressively changes parts is called the "butcher's method." This opponent forces you to leave your king and then attacks by attacking where the king is.

My recommendation is to rehearse the nuts and bolts of chess in the most ideal manner conceivable and play your game however much as could be expected, playing increasingly experienced rivals. The familiar adage "iron hones iron" is never more exact than chess.

Study the popular techniques played by the extraordinary chess bosses and consider their reasoning procedures. At that point, go out and do likewise on the off chance that you can!

It wasn't worth less than your full potential. Don't forget to develop your style, movement, methods, and strategies. Take this into account. If you know yourself - and believe in yourself - you will have a perspective on your opponent. This is the key to winning the chess game.

Who plays chess, and why?

A great variety of people play chess for a variety of reasons, and enjoy the accompaniment that comes with it, the skill and logical thinking involved, and the fact that it can be played at any place, anytime. It is entertaining and at the same time, very challenging.

The most crucial advantage of chess is that it allows you to make new friends and meet interesting people, no matter what age you are or where you live, you will never be alone, even if you cannot play 
 physically. It is one of the popular games with retirees, as it allows them to exercise their brain and be alert.  Also, they have a lot of free time on hand, which cannot be much utilized in physical activities.

Like many other games, this is a great way to swell after a hard day at work and reduce stress. Concentrating and thinking about strategies makes all the thoughts about that day happen and is a manifestation. You have a soothing and soothing specialty. It helps improving your thinking skills, which can help you make decisions that you have previously felt were impossible to make.

There are chess clubs all over the country that draw people from all walks of life and go online, and you will find a forum for this game where people with similar thoughts have the chance to get together and share as much strategy, and technique that they love. When you travel, bring a chess set with you and make sure you won't be too alone - people will see the board and start a conversation or introduce you to a game, and you will soon have company, and you can even do it yourself, finding a new friend or two!

Theory and the study of it are important, no doubt. In most scenarios, even a self-taught strategist will have the upper hand over a player relying solely on instinct. At the same time, however, a player with zero practical experience will always be at a disadvantage against an experienced player, regardless of his/her strategy. This is solely because chess, above all, is unpredictable. While the theory is useful in outlining the “best” moves from material and positional standpoint, the human element of chess can never be fully explained by theorists.

In the amateur play, opponents rarely stick to by-the-book strategies simply because most players at that level haven’t memorized them all. Thus, you can’t reliably predict most players' 
 moves based on theory alone.

This problem only gets worse as you move into professional games. Often, players will attempt to gain a psychological advantage over their opponents by deliberately ignoring or even defying what they know to be the “best” move in a sequence. The psychological elements of chess, the capacity for human error as well as human ingenuity, is something that only experience can fully teach. 

Don’t Get Discouraged

As we’ve said, you’ll be starting at a disadvantage against the most experienced players. While this guide can certainly help you narrow that gap, don’t worry if you lose your first few games. One of the great things about chess is that even defeat offers growth opportunities, especially for a trained eye. Very rarely does a match go by without at least one player making a mistake. The ability to spot these errors and learn from them is what makes a great chess player.

But where should you get started? If you have friends or family who are already fans of the game and willing to play with you, you already have a great place to start. However, playing with the same small group over and over will eventually become stale, and may even hinder your technique. This is part of the reason why new, innovative players in the professional scene can be difficult to counter.

When you decide that it’s time to step out of your comfort zone and start playing with new people, or if you need to look beyond friends and family just to get started, then, there are several options available to you. No matter which route you choose, always remember to practice good sportsmanship. At the end of the day, we 
 all play chess to learn, grow, and enjoy ourselves. As long as you show respect to your fellow players, you’re sure to have an enjoyable time, no matter the game’s results.

Basic knowledge takes precedence over calculation. It is impossible to calculate without knowing the variables. You can't figure what he doesn't know. Where the problem of information is involved, this fact is undeniable. One of the visible shreds of evidence of this is that even the most potent players do not trust pure calculation. The previous chess champion, Viswanathan Anand, is an "intuition" and not a "calculation" player. And so are a lot of history chess legends and other compelling modern chess players.


Chapter 7: Tactics to Support Your Strategy
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Chess is more about methods. Therefore, you have to improve your chess method. "Chess is ninety-nine percent strategic," stated Richard Teichmann, a celebrated German chess instructor, in 1908, and he couldn’t be more correct.

Tactics play a major role in all chess video games and are the vital factors of any method. An approach is a general sport plan; sentences approximately in which you need to be at any factor throughout the match. The tactic is used to enforce a method. Your opponent will no longer sit down and watch you lead your approach without objections. The tactic is used to force your opponent just to accept your actions. The tactic suggests one or more movements to benefit a short-time period advantage. These are fundamental steps in advancing a well-known strategy.

Many processes can be memorized or learned and applied if necessary. By setting greater techniques, the player's arsenal becomes stronger. Learning new processes, if you have to work on 
 tactics and what aggregate of tactics works satisfactorily collectively, is a non-stop activity for the duration of a player's life.

Here are a few common processes that are worth practicing. 

Battery Attack

When you think of Battery Attack, imagine a regular electric battery ... each battery is powered by electric cells.  If you want more control, you have to acquire extra cells. In chess, a battery attack is formed on the rows (ranks and files) by gathering rooks and queen, while, diagonally, a bishop and a queen are stacked.  Unless this is done, the opponent wields more power.

Both the players can use different pieces in their battery attacks.

However, assume the White battery includes 2 Rooks, at the same time as the Black battery includes 2 Rooks and a Queen.  Black has a stronger battery, and White is smart to consolidate his 2 Rooks and thus, prevent an assault.

Block

The block is a shielding tactic and is used whenever a bishop, a rook, or an opposing queen manages to govern their king.

In such circumstances, you may try to wiggle through with the help of your pawns or other pieces, to the center of the opponent’s attacking unit and the king- take a look at the block and shield the king at least temporarily.

Be aware, and even if your block unit includes the king or other infantry or support devices, the attacker may determine to marvel the blocker in a sacrificial maneuver that has been recorded to remove some of your king's defense.

Authorization

It is also called "easy cleaning", which better describes what's happening here.

Imagine you need to establish your hold on a selected square to reinforce the assault you ride. The problem here is that one your pieces is already in that square.

The issue right here is that transferring that piece ends in its recording. However, due to the superior function, you may get via getting the other piece in that square, it's miles really worth "clearing" that block of the piece, accepting its sacrifice, to compensate for the harm you need. If the answer to this is positive, you may decide to go ahead with the move.

Decoy

Decoy includes sending a rifle or sniper rifle to a particular area as a sacrifice to capture the enemy.

After that, your "real" aim is reached, as the "wait" piece gives you the threat to seize the enemy king or exploit every other major part of your rival (normally the queen).

Deviation

Imagine throwing a stone with sufficient pressure at the back of it on every other rook.

When it strikes, a stone with much less strength "deviates" from its resting function. In chess, you can create an attack, and there is enough weight at the back of it (as helping pieces) to assault the enemy's function as a sure factor, and this forces your real target, simply because the king's enemy, to escape from your current 
 attack. The "lost" king moves away from the attacked square and places you in a stronger role.

The famous continuous Checkmate is called "Leg all’s Mate," which includes Deflection.

Discovery of the Attack

This tactic requires the cooperation of 2 pieces. One can be in the front of the other; one at the backs of the hidden unit is ready to be observed or "discovered." At the chosen moment, the piece moves forward - essentially to release an attack to another pawn/enemy piece, and the last tune is revealed, attacking every other pawn or enemy part (this is not the king's enemy) (more on this in the next tactic.)

Following the attack, the opponent would have to choose to shop or attack the pedestrian to shop.  Another attack will attack you. On a defensive note, earlier than making the following move, read the painting and observe your opposition’s pieces if you see portions within the neighboring squares (as nicely as each is sitting diagonally, aspect by way of aspect), the first appearance back separately and comply with the down line of the military on the path of your navy. If you hit one in all your portions and if the enemy's enemy is within a variety of your other forces, your opponent may try to smash you with a complete-blown assault.

Discovery Revealed

It consists of principles similar to the attack detection standard. The main assessment is that the adversary of the ruler is one of the portions assaulted. Since the king is assaulted, his position will be compromised.  This implies the king has to be protected no matter 
 what.

The checks were meant to capture the "other" adversary casualty.

Fork Attack

At the factor, while a pawn or piece assaults (at least two) for devices with a solitary move, it is known as a "fork attack".

Fork assaults may be "relative" or "outright".

The relative forks assault as a minimum of two foe units, but no longer the adversary ruler.

Outright forks attack at the least adversary units, and this time, one of the foes pieces is the ruler. At this point, while this is a relative assault, the participant can pick which piece to spare and which to depart helpless earlier than the aggressor.

At the point when this is an outright attack, the participant's top piece ought to be protected, as in taking a look at. The pawn/pieces/exclusive pieces are assaulted by way of their destiny.


Conclusion

Thank you for reading this book. For those who are ready to take time to learn the art of chess, they will soon discover that improvement comes easily at the beginning. Mastering some basic techniques and tactics makes a difference between a beginner and a professional player. No individual mental facilities are required to play a great chess game and have an excellent time doing so.

That being said, playing well with chess involves the exercise of your brain. Chess involves attack and defense, tactics and strategy, ability, experience, and patience. You try to implement your scheme while discerning and suppressing your opponent's strategy. You know your adversary is doing the same thing, and you're trying to fool him. The dodge on the wing portrays the actual approach of a middle thrust or vice versa. For these purposes, it is claimed that General Douglas Macarthur advocated the development of chess as a required subject for military officers in training.

Chess is a test of endurance, courage, determination, and concentration. This improves the ability to communicate with others. It tests your athletic skills in a competitive environment.

Chess complements schoolwork and education. Numerous studies have shown that children have a higher reading level, a higher math level, and a higher overall learning ability as a result of playing chess. For each of the reasons listed above and more, chess-playing children do better at school and thus have a better chance of success in life.

Chess is opening up the world for you. You don't need to be a top-ranking player to reach big competitions. Even tournaments like the 
 US Open and the Australian Open accept players of all abilities. Chess offers you plenty of opportunities to travel not only around the country but also around the world. Chess has a universal language so that you can communicate with everyone around the world on an even ground.

Chess helps you to meet a lot of interesting people. You're going to make life-long friendships with people you meet through chess.

Those who are ready to delve deep into the mysteries of chess are rewarded with a perpetually stimulating and fulfilling hobby.

Chess isn't a sport like several others, and its battles are classic. There is continually a subordinate and a war of excellent and evil. It is a game with a first-rate approach and problematic traps and attacks. The chess set focuses on the concept that the king is the most treasured chess piece on the chessboard. If each player declares the check, the priority is to defend the king at any cost. If you can't save the manipulate king, the game is over, and you lose a verification officer.

As a whole lot as chess is a method of recreation, your attitude is excellent. He is almost continually a player who performs a chess recreation if his mentality is dangerous. There is a connection between seriousness and focus, so the more serious you are, the better targeted you're.

Another awesome manner to enhance your chess is to play quite a few games. The more you play chess and the extra experience, the greater you may learn and grow to be familiar with the sport. The extra you play, the more you will begin to investigate your moves and techniques at a whole new level, as your brain reminiscence has improved.

Utilizing chess machine guidelines can help you in improving your 
 sport and provide your adversary with a favored position. Note that everything works; practice every open door you have, and you'll see a huge improvement in your recreation.

Good luck.
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