Metrowest Chess Club

December Lecture #2

21 December 1999

Dynamic Principles of Chess - Vision & Training

by John Chamberlain

Introduction:


Forget about static ideas like development and doubled pawns.


This lecture covers the real fundamentals: the dynamics of


chess, and depending on your style the best ways to train to


use these ideas. Every player has vision at the board - learn to


reshape and strengthen your vision in fundamental ways.

Which is stronger, the bishop or the knight?










Zaichek - Mikhalchishin (Riga)

Mikhalchishin writes, "At the post-mortem Tigran Petrosian and Eduard Gufeld completely disagreed on the nature of the position, in particular on the role and strength of the dark-squared bishop. Gufeld declared that Black must be fine with a bishop that controls half the board. Petrosian countered 'But what will it attack on the dark squares?' The great Tigran was right: the bishop is less effective than it looks and white can play powerfully on the light squares." The game continued:

1...c5? 2.Nd6 Bd4 Note that after 2...a5 3. a4 the a5 pawn is more of a weakness than the b3 pawn because the b3 pawn can be defended laterally and the king is there also. 3.f3 Rb6 4.Nc4 Re6 5.Rhe1 Rfe8 6.Rxe6 Rxe6 7.Kd3 Bg7 8.Rc1 h5 9.Rc2 Re1 10.Na5 a6 11.Nb7 Re6 12.Kc4 f5 13.Nxc5 Rd6 14.b4 g5 15.a4 g4 16.b5 Rd4+ 17.Kb3 axb5 18.axb5 Rd1 19.Ne6 Bf6 20.f4 Rb1+ 21.Kc4 Be7 22.Nc5 h4 23.Nd3 Bd6 24.Kd5 Bb8 25.Kc6 Rh1 26.Kb7 Bd6 27.b6 Rxh2 28.Rc7+ Kg8 29.Kc6 h3 30.Kxd6 hxg2 31.Rc1 Rh6+ 32.Ke5 Rxb6 33.Kxf5 Rb3 34.Ne5 Rg3 35.Kg6 1-0
This example shows that even a top grandmaster like Gufeld can be distracted by general ideas, such as the superiority of a bishop in an open position. He forgot that ultimately any advantage or weakness is important only if it can be exploited to win material (or capture the king).

First Principle of Chess:

chess is a battle to capture material or the king

Most games are decided by an advantage in material and even in attacks the balance of material is the key constant in determining the viable lines of play. Any other principles of chess are subordinate to this basic idea.

Bobby Fischer had a keen sense for this idea and in his book My 60 Memorable Games he often expresses it by describing weaknesses as being "exploitable" or not. For example,

Fischer,R - Euwe,M [B13]

Leipzig Olympiad 1960

1.e4 c6 2.d4 d5 3.exd5 cxd5 4.c4 Nf6 5.Nc3 Nc6 6.Nf3 Bg4 7.cxd5 Nxd5 8.Qb3 Bxf3 9.gxf3 e6 10.Qxb7 Nxd4 11.Bb5+ Nxb5 12.Qc6+ Ke7 13.Qxb5 Nxc3 14.bxc3 Qd7 15.Rb1! 










Surprisingly, even though Black's king is exposed White allows Black to exchange Queens. . Fischer writes, "The innovation. Months before the I had showed this line to Benko and he suggested this innocent-looking move. Upon looking deeper I found that, horrible as White's pawn structure may be, Black can't exploit it because he'll be unable to develop his K-side normally. It's little quirks like this that could life difficult for a chess machine." 15...Rd8 16.Be3 Qxb5 17.Rxb5 Rd7 18.Ke2 f6 19.Rd1 Rxd1 20.Kxd1 Kd7 21.Rb8 Kc6 22.Bxa7 g5 23.a4 Bg7 24.Rb6+ Kd5 25.Rb7 Bf8 26.Rb8 Bg7 27.Rb5+ Kc6 28.Rb6+ Kd5 29.a5 f5 30.Bb8 Rc8 31.a6 Rxc3 32.Rb5+ Kc4 33.Rb7 Bd4 34.Rc7+ Kd3 35.Rxc3+ Kxc3 36.Be5! 1–0
When faced with a potential anomaly in the position such as an isolated pawn you need to use your vision to ask, "How can the pawn be exploited?"

If you accept this first principle as a reference point, then start looking deeper.

For me the next level of chess principles is what I call the Five Priorities...

The Five Priorities:


(1) Dodge and (2) Defend


(3) Paralyze and (4) Punch



(5) Challenge

This is a set of priorities, that is, the first is more important to do than the second and so on. So think of them always in the order listed.

(1) Dodging - move your pieces and pawns out of range of your opponent

(2) Defending - tie your pieces and pawns together, each defending the other


mini-rule: defend bigger material with lesser material, not the other way around

(3) Paralyzing - restrict the movement of your opponent's pieces

(4) Punch - attack your opponent's vulnerable pieces

(5) Challenge - If your opponents has well-posted pieces challenge them with your own.

The two most common errors of the average player is to reverse 1 with 2 and 3 with 4.

- if you reverse 1 and 2 you end up tying yourself down needlessly

- if you reverse 3 and 4 you end up chasing your opponent's pieces onto better squares

These ideas are so easy to understand that they perhaps need no examples. The key is remember the order of the priorities. Its when you attack without making your position sound first and other violations of the order of the priorities that you get into trouble.

When I think about the principles I put them in a pyramid:





Let's consider the base of the pyramid ...

Strategic Themes:


Game Balance


- in a lull, let your opponent make the first move


- sometimes it is better to poise yourself to react rather than be the one to commit


- work your strengths, press on your opponents weaknesses (entangle)


Piece Placement



- trade off your opponent's key pieces


- do not start a new action/phase with a piece in an inferior position


Pawn Placement


- keep your pawns in level "fronts"


- leave lufts in front of your pawns


Planning and Move Selection


- don't play blah moves that are half one plan and half another (mixing your metaphors)


- use whole game vision: imagine one possible course for the whole game

Example 1:  Letting Your Opponent Move (game balance theme)

Chamberlain,J (1991) - Cekrezi,A (1907) [B06]

Pillsbury Memorial 1999 (2), 04.12.1999

1.e4 g6 2.d4 Bg7 3.Nc3 d6 4.f4 Nd7 5.Nf3 c6 6.Bc4 Nb6 7.Be2 Bg4 8.0–0 Nf6 9.e5 dxe5 10.dxe5 Qxd1 11.Nxd1 Nfd5 12.Nf2 Bxf3 13.Bxf3 0–0–0 14.c3 f5 15.Be2 e6 16.a3 Bf8 17.c4 Nc7 18.Be3 Be7 19.b4 Kb8 20.Rfc1 Rd7 21.Nd3 Rhd8 22.Nc5 Bxc5 23.Bxc5 Ne8 24.Be3 Na4 25.Ra2 Nc7 


White controls the board but Black is solid.











In this position White has some forceful options like b5 or Bf2-h4, but since Black has no play I will just slowly improve my position and wait to see if he wants to make any bad moves ... 26.Kf2 Nb6? 27.Rac2 Nc8? 28.a4 b6? 29.Rb1 Ne7 30.Ra2 Na8? 31.Rba1 Rb7 32.a5+- After four totally unforced errors by Black, I can win effortlessly by opening the a-file. Black has needlessly backpedaled into a losing position. 32...Rdd7 33.axb6 Nxb6 34.Bc5 Nbc8 35.Ke3 h6 36.g3 Nb6 37.Ra6 Nec8 38.Rc1 Rdc7 39.Bf3 Nd7 40.Bd6 Nxd6 41.exd6 Rc8 42.Bxc6 1–0
Example 2:  Leave Lufts in Front of Your Pawns (pawn placement)

h6 is tempting ...











But it is not good. By threatening to double rooks on the g-file Black can repair his kingside and the h-pawn will become weak. For example, after 1.h6? Bf6 2.Rhg1 Rg8 3.Qh5 Rg6 4.Rxg6 hxg6 5.Qg4 Kh7 6.Rf1 Re8 7.Rh1 Qe6 Black can easily defend himself and the h-pawn will eventually be lost. White should leave h6 open for his pieces. If Black plays ...h6 it just weakens his kingside and makes it easier to attack.

Example 3:  Mixing Your Metaphors (planning and move selection)

(6) Fischer,R - Benko,P [B09]

USA Championship 1964

1.e4 g6 2.d4 Bg7 3.Nc3 d6 4.f4 Nf6 5.Nf3 0–0 6.Bd3 Bg4 7.h3 Bxf3 8.Qxf3 Nc6 9.Be3 e5 10.dxe5 dxe5 11.f5 gxf5 12.Qxf5 











In this position Black has two possible plans: play defensively by moving the QN over to the kingside, c6, and Qd7-e6; or play more actively with Nd4 and f5, opening up the position. 12...Nd4 Benko choses the active plan (at first!). 13.Qf2 Ne8 14.0–0 Nd6 15.Qg3 Kh8 16.Qg4 c6? But, now he falters plays a move from the defensive plan. c5! was in order. 17.Qh5 Qe8? Benko is still mixing metaphors: now he switching back to the active plan, eyeing f5, but Ne6 was now the only move. 18.Bxd4 exd4 19.Rf6! Kg8 20.e5 h6 21.Ne2 1–0
Training:

The Best Training Technique:  Deep Analysis
The famous Botvinnik School of Chess that taught generations of the top Soviet masters including Gary Kasparov was a correspondence school. The school sent you positions to analyse and you mailed them back your analysis which they graded.

The deep analysis of particular positions is the main way that top players progress. Players that wrote deeply analyzed books such as Fischer, Timman, and Nunn all gained substantially in strength as a result of work on their books.

But most grandmasters do deep analysis as a normal part of their activity.  Here is an example,

(3) Gligoric,S - Fischer,R [B99]

JUG ct  Belgrade (25), 1959

1.e4 c5 2.Nf3 d6 3.d4 cxd4 4.Nxd4 Nf6 5.Nc3 a6 6.Bg5 e6 7.f4 Be7 8.Qf3 Qc7 9.0–0–0 Nbd7 10.g4 b5 11.Bxf6 [11.Bg2 Bb7 12.Rhe1 b4 13.Nd5!? exd5 14.exd5 Kf8 15.Nf5 Re8 Bernstein,S-Fischer,R  ch-USA 1957  0–1] 11...gxf6!? [11...Nxf6 Walther,E-Fischer,R  Zürich 1959] 12.f5 12...Ne5 13.Qh3 0–0! [13...Bd7 14.g5! fxg5 (14...exf5 15.Nd5) 15.fxe6 fxe6 16.Nxe6+-] 14.Nce2 14...Kh8 15.Nf4 Rg8 16.Rg1 d5! [16...Qb7 17.Re1 Qb6!] 17.fxe6 [17.exd5? exf5!] 17...dxe4 18.Nd5 Qc5 19.Nxe7 Qxe7 20.Nf5 [20.Qe3 Bb7 21.exf7 Qxf7] 20...Qxe6 21.Qh6 21...Bd722.Rd6 [22.Kb1 Nxg4] 22...Nxg4! 23.Rxg4™ [23.Rxe6? Nxh6–+] 23...Qxf5 24.Rxg8+? [¹24.Rf4 Qg5 25.Qxf6+ Qxf6 26.Rdxf6 e3! 27.Rxf7 Rg1! 28.Rxd7 e2 29.Rd1! exd1Q+ 30.Kxd1 Kg7 31.Ke1 Rf8 32.Rxf8 Kxf8 33.Kf2=] 24...Rxg8? [24...Kxg8! 25.Rxf6 Qe5–+ 26.Rxa6? Rxa6 27.Qxa6 Qf4+–+] 25.Rxf6 Qd5 26.Rd6 Qf5 [26...Qb7? 27.Qf6+ Rg7 28.Qd8+ Rg8 29.Qxd7+-] 27.Rf6 Qg5+ [¹27...Qd5 28.Rd6=] 28.Qxg5 Rxg5 29.Rxf7 Bg4 30.Kd2 Bf3 31.Ke3 Rg1 32.Bh3 [32.Kf2? Rh1] 32...Re1+ 33.Kf4 Bd1 34.Ke5! [34.Re7 Bxc2 35.Bf5=] 34...e3 35.Bf5 Rg1 36.Rxh7+ Kg8 37.Rc7 Bg4? [¹37...e2 38.Kf6 Kh8 39.Rh7+ Kg8 40.Rc7 Kh8=] 38.Bxg4 Rxg4 39.Rc3 e2 40.Re3 Rg2 [40...Rg7? 41.Kd4] 41.Kd4 e1Q! [41...Rxh2? 42.Kd3+-] 42.Rxe1 Rxc2 43.Rb1 Kf7! [43...Rxh2? 44.Kc5+-] 44.a3 Ke6 45.b3 [45.h4 Kd6=] 45...Rxh2 46.Kc5 Kd7 47.Kb6 Ra2 48.Kxa6 Rxa3+ 49.Kb7 [49.Kxb5 Kc7=] 49...Kd6 50.Kb6 Kd7 51.b4 Rh3 52.Rc1 Rh8? [¹52...Rh5 53.Rc5 Rxc5 54.Kxc5 Kc7 55.Kxb5 Kb7=] 












53.Kxb5? Here, Gligoric could have won. Fischer's comment was: "Now it's Gligorich's turn to let me out. As Olafsson showed me, White can win with 53 R-B7+! It's hard to believe. I stayed up all night analyzing, finally convincing myself and, incidentally, learning a lot about Rook and Pawn endings in the process." [53.Rc7+! Kd6 (53...Kd8 54.Rc5 Kd7 55.Kb7! Kd6 56.Rxb5+-) 54.Rc6+ Kd7 (54...Kd5 55.Kxb5 Rb8+ 56.Rb6+-) 55.Kxb5 Rb8+ (55...Rh4 56.Rc1 Rh8 57.Ka6+-) 56.Rb6 Rh8 57.Rb7+ Kc8 58.Ka6 Rh6+ 59.Ka7+-] 53...Rb8+ 54.Ka4 Ra8+ 55.Kb3 Rc8 56.Rxc8 Kxc8 57.Kc4 Kb8! [57...Kb8! 58.Kc5 (58.Kd5 Kb7=) 58...Kc7 59.Kb5 Kb7=]  ½–½
Other Good Training Techniques:

Polgar Book - use Laszlo Polgar's book of over 5,000 checkmates (and other similar sources) to build your chess "muscles". The key here is quantity--if you solve thousands of combinations your ability will increase a little.

Computer Sparring - after you have analyzed a particular position and think you have a mastery of it, use a strong computer opponent to repeatedly prove you can draw or win from the position.

Try Whole Game Vision - try to envision one possible outcome of an entire game. You can do this with grandmaster games by envisioning how the whole game might go from a given position, then play a few moves until it deviates from your idea and repeat the process.

Even if you do not have time for any outside practice or training whatsoever you can still do this while you are playing a game--train and play at the same time!

This exercise will improve the quality of your move selection and will build your judgment. It will also push you towards making more complete analyses when you play normally.

One of the biggest areas for improvement in all players is learning to make a complete assessment. All too often the player looks a certain distance ahead and then stops without trying to really see a viable end result for the move or plan. This leads to moves being played that are contradictory or later turn out to be pointless. Envision a complete result.
Five-Piece Endgame Study - Stronger players may benefit from using the Five-Piece Endgame database published by Ken Thompson. You can use the database to build your mastery of basic endgame types like KRP vs KR. The database contains every possible move with every possible result, thus you can deeply investigate every way to draw a position or whatever. After learning a position type test your knowledge with a computer sparring partner. This knowledge is the basis for being able to make accurate evaluations of more complex endings.

Training Tips:


* play most games against players around your own strength


* don't look at the answer or the computer's suggestions - find it yourself


* push yourself - every microsecond counts - build your chess muscles
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...horrible as White's pawn structure may be, Black can't exploit it because he'll be unable to develop his K-side normally.


- Bobby Fischer





Chess is all about knowing when to duck and how to punch.


- Bobby Fischer
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I stayed up all night analyzing ..., learning a lot about Rook and Pawn endings in the process 


- Bobby Fischer





Petrosian likes to play cat-and-mouse, hoping that his opponents will go wrong in the absence of a direct threat. The amazing thing is—they usually do!


- Bobby Fischer





When you don't know what to do, wait for your opponent to get an idea—it's sure to be wrong!


- Siegbert Tarrasch
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