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. [21..Rxg3 22.hxg6 Rxe3+ 23.Kd2 Red
white could press 24.gxh7+ Kh8 25.Nf3 leaves black lost ...
on with his plans also 25 Eag1 threatening 26 Exg7 looks to be

— et needine to winning ]
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SoeLUuTion T

The first step toward developing better calculation skills is to train yourself to always W
analyze the most forcing moves first. This is not because they are always best! The | [ e
most forcing move may lose outright, and usually does! There are three compelling aﬂ

reasons why analyzing forcing moves first is necessary: Wivong MJ§ = S
1. Forcing moves have the potential to transform the game, by leading to gain of ma- 1
terial, checkmate, or other CONCRETE GAINS. When they do work, they tend to Ae2A

work better and quicker than non-forcing options.

2. Analyzing the most forcing moves first saves precious time. If they work, there is
no need to look any further! Countless ‘winning positions have been squandered by
players who wasted huge amounts of time examining obscure ideas, when a clearly
decisive forcing move was available.

3. Forcing moves limit the opponent’s options, and thereby reduce the risk of calcu-
lation error. Fewer replies to calculate means less chance of slipping up, so all things
being equal, the most forcing option is simplest and best. Chode- il

o

Gdanski — Arkell ~ Europe Cup 2000

The situation looks pretty grim for black.
He is a pawn down and white seems to
have good control over the position. If
he’s given a couple of moves Kg2/Nd4
black’s position would become hopeless

-.. however, Keith (to move) has a hint
of aresource. See if you can find how,
with black’s next move, he managed to
set white a problem.
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33...g51 Gdanski — Arkell Chess For Zebms
el European Clubs Cup, Neum 2000 T.Rouison 20073

Take a few quiet moments to make sense of this move before we start discussing 33...g5!! illustrates the
main reason why Kotov's tree-and-branch method of calculation, in which we start our thinking by looking
for candidate moves, is flawed. 33...g5!! could never be an original candidate move because it begins to
make sense only after looking at the position and finding that the more conventional approaches are not
working, and then gaining some insight into why they are not working. Indeed, although ingenious and
highly impressive, the move is actually quite logical once you start trying to solve Black’s problems. You
only have to examine the more obvious (though still quite creative) attempt to free Black’s position
33...c5!17 34 Nxc5 Bxc5 35 Qxe5 Qd1+. Now you find that there is a check and you might also see the
idea of meeting 36 Kg2 with 36.. Nf4+ followed by ...Qg4+ if White takes. Then your heart sinks when you
see that there is no perpetual due to 36 Kh2. But then, while some would give up on the whole idea of
...c5, black here thought to himself: if only there were a way of checking the king on h2, and he managed
to reject the move 33...c5 but hold on to part of the idea. Black needs a check on the h-file for the check
on d1 to become a perpetual, and therefore has to get rid of the pawn on h4. Hence 33...g5!!.

4

It's hard to say what it takes to come up with a move like this. Even after this explanation, you might still
be left with the feeling that you could never find the hidden idea. Keith's idea of playing for perpetual
check directly from the original position is a remarkable feat of conjuring, and something that would not
occur to the vast majority of players during practical play. Yet such moves often spring from situations
such as these where your determination to defend as tenaciously as possible gives you the glimmer of an
idea, and then you just need to tweak it slightly, and get a littie cooperation from the opponent to make it

work. » Fn'a(‘ kno\ulcdjc h‘!:l:lb? !
34 hxg5

Apparently just after Keith played 33...g5, Gdanski, who was rated 2557 when the game was played,
looked bemused and just whipped the pawn off. Taking is the best move, but he should have treated
33...g5 with a little more respect.

34...c5!

Now liquidation is a serious threat because most of the 4 vs 3 positions will give Black excellent drawing
chances. Even if they don't look too pleasant for Black, they are much more pleasant than the position
before 33...95, so White has more reason than Black to be upset.

35 Nxc5?

This was not the game continuation but it makes the main idea prominent. White didn’t fall into the trap
quite so directly. He now saw Black's devious idea and deviated from this main line, but Black drew
without problems in any case: 35 Kg2 cxb4 36 axb4 Qa2! 37 Bc1 Bxb4 38 Qcd+ Kg7 39 Nd4 Bc3 40
Nxe6+ (after 40 Nf3, 40...Qa1! is the only move to keep the balance; 40...Qe2? 41 g6! and 40...Bb4? 41
g6! are both favourable for White) 40...fxe8 41 Qd7+ Kh8 42 Qe8+ O-0.

35 Bc3!? is probably best, exchanging the relatively ineffectual bishop. Then White's winning chances
and Black’s drawing chances seem about equal.

35...Bxc5 36 Qxc5 Qd1+ 37 Kg2 Nf4+!

The hidden detail: Black forces a draw.

38 Kh2 Qh5+ 39 Kg1 Qd1+ 40 Kh2 Qh5+. Black draws by perpetual check.

B e e e s A TS o Wy
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FNS - Gill,N
British Seniors Ch, 09.08.2004

[Scarborough Aug 2004: Neville had won The Brifish Seniors Ch title outright a couple of
years earher ]

1.d4 Nf6 2.c4 e6 3.Nc3 d5 4.cxd5 Nxds 5.4 Nxc3 6.bxe3 ¢5 7.a3 [Watson prefers proventing
the check by 7 Rb1 = | tried this against Paul Frank in the TS League ten months sarler ~
and decided that thas was betteq

7..Be7 8.Nf3 0-0£ 9.Bd3 [an a:sgmaﬁve plan js £c4'in Support of a later Add.d5]

9..b6 10.Qe2 Bb7 11.0-0 cxd4 "aasing of the tensio’n@y pawn-exchange®, fike this, s

typically to the disadvantage of "he easer” ... here, it solves white's ,pmbleim, of where to
piace the &ci] E S ?

12.cxd4 Nc6 13.Bb2% RcB 14.Rac! Na5 15.Bab [remembering how Capa played against
Bogo at NY 1924 ~ Botvinnik did somethmg simifar agamst Alekhine .in the . Avio
tcumamem in 1938]

15 .Rxc1 16. Ret Qbs 17 Bxb7 Qxb7 18.ch Bde [b!ack's planto nrevent whste pen&tratmg
by Bc7 efc does not work .. white hss a 5-move forcmg manoeuvre]

19 e5 Bb8 20.Ng5+ g& 21.Ne4 Kg7 22.Nf6 b5 23. d5 [the backward pawn moves. fnmard)
23...Nc4 [23...exd5 24.Nd7 Re8 25.26+ 15 26.Bxf6+ Kg8 27.Bat wsns}

‘ 24.d6 [because getting the A to 'df’ looked decisive]

24...Rc8 25.d7 Rd8* 26.Qe2 Rxd7 {damége {imitation ... showing good pragmatism}

27.Nxd7 Qxd7 28.Rd1 Qe7 29.a4 a6 30.. axb5 axbs 31.8¢3 fa chauengmg endgame 1o have to
-play against an opponent of some class]

31...Qc5 32.Bd4 Qc7 33.Qed h6 34.Rc1?! Ba7 35.Bxa7 Qxa7i36.gf4 Qe? 37.8!11 Nb6 {panic. _

\ ~Hd7 {cashing in on the baelwranker) Icoks sofider P

38.Rxb5+- Nd5 39.Qc1 Qa7 40.g3 Qd4 [Diagram

setting up the possibie perpetual (which Rowson featurad in his Zebras book) og o 41
W27 W1+ 42 g2 Br4¥)

41.Qe1! [41.Qb2 Qo1+ 42.Kg2 N4+ 43,974 Qud+ with a draw]

41.. Ncsﬂmuds43,h3h5MMNe745Rb4Qd546.QMQxM47Rx04[OK th-Bsam

aaen.oneshh mmmsommanyweaksqnmin black's position and once the

I;horln]arwhﬁosémmmeputyonthelmof‘dﬁrfs'rer[ormaybemwlsm
n|

47..16 [hastening the end?]

48.exf6+ Kxf6 [now, there's a weak 4 as weli]

49.Kg2 e5 50.Ra4 g5 51.Rab+ Kf5 52.Rh6 1:0
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here, the &

eing white's Nc3) and
build-up along the f-file towards
black's king b5 17.Nd5 Bxd5 18.exd5 Nd7

19.fxe5 Nxe5 20.Bd¢4 Qd8 21.c3 Bf§

Te:
22.Rdf1 Nd7 Diagram

16.Rf2 moves which serve more than one
purpose are often, per se, strong ...

defends the Ac2 (fi

prepares a

B8O

08.03.1972

MORE EVIDENCE THAT ACRUIRED KNeWLEDGE HEUPS

1.e4 c5 2.Nf3 Nc6 3.d4 cxd4 4.Nxd4 e6
6.Nc3 Qc7 6.93 d6 7.Bg2 Nf6 8.0-0 Be7
9.Be3 0-0 10.Qe2 a6 11.Rad1 Bd7 12.h3

_Rac8 13.14

[] Stephenson,Norman
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CUES FOR FINDING CANDIDATE MOVES

[ 2" candidate cue is: BE GUIDED BY GENERAL PRINCIPLES |

There’s little point in showing particular examples of this - every game
we ever play will have many moves that comply with this requirement.

.-. just note the obvious aspects:
(i) use the general principles appropriate to the position
(if there isn’t an isolated pawn in sight or in the offing
there’s not much sense in daydreaming about how to
play IQP set-ups !);
(ii) Richard Reti, who knew about these things, said: “The
Golden Rule at Chess is that there is no Golden Rule!”.

Just like Kotov’s tree, general principles are perhaps better suited for
explaining what has happened - after the game is over ... rather than
predicting what is going to happen while the game is still in progress.
Nevertheless, they are - in general - a good guide for how to play well.

3rd candidate cue is: WHAT IS POSITIONALLY DESIRABLE? |

Irving Chernev wrote: “The master looks at every move he would like
to make — especially the impossible ones!”

Always be aware of piece manoeuvres and/or pawn-structure changes
which add strength to your position, even if tactics seem against them.

®

[] Edmunds,D

B Stephenson,Norman

Gboro v Mbro &s 08.06.2001
[FNS]

D02

1.d4 d5 2.Nf3 Nf6é 3.Bf4 c5 4.c3 Ncé 5.3

e6 6.Bd3 Qb6 7.Qb3 c4 8.Qxbé6 axb6

what on earth is black doing (?) ... he has

locked in his QB and then doubled his Q-side

pawns - so much for General Principles, or what
9.Bc2 Diagram

- N W A OO N ®

Candidate Moves, please !
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[] Edmunds,D
B Stephenson,Norman
Gboro v Mbro £s

this is the point of black's early play ... he must
not dilly-dally, lest white get in £d2/a3 and
move the B away when the 'b4’ square will be
impassable 10.Nbd2 b4% he can eliminate his
doubled-pawn and create a weakness at 'c3'
which can be attacked ... note that he doesn't
need the QB for this plan - just yet. 11.Ke2
Nh5 12.Rhc1 Nxf4+ 13.exf4 bxc3 14.bxc3
Ba3 15.Rcb1 Bdé 16.g3 Ra3 17.Rci b5
here comes another one Il 18.Nb1 Ras
19.Ne5 Bxe5 20.fxe5 b4¥ 21.Nd2 bxc3
22.Nf3 Ra3 23.Ke3 Bd7 24.Ng1 Ke7 25.Ne2
Rb8 28.h4 g6 27.h5 Rb2-+ 28.hxg6 hxg6

29.Bxg6 fxg6
0-1

In my ceaching, | have used a few ideas that might
help in the process of finding good candidate moves.

The first is the notion of DETACHEDNESS - | try to
get tutees to look at their positions, during actual
play, with the same eyes as they look at games of
other players, when they are on walk-about.

Of course, this is easy to do for players who do not
care much about the outcome of their games ... but
that would not be an accurate description of anyone
that | ever coached |

Achieving this difficult goal requires VERBALISATION
- by which | mean being able to describe - silently to
oneself during the game - the major features of the
position in plain words. Chess, like so many things

in life (especially anything with an artistic content),
transcends our ability to so describe it properly.

However, only by striving to do it can we ever hope
to achieve the OBJECTIVITY necessary for playing
our Chess at a very high standard.

Charies Herton ("Forcing Chess Moves” a nice book)

makes this point in a different way with his notion of

Computer Eyes - by which he meant analysing in the

same way that a computer would ... he might as well

ask us to "bend the ball, like Beckham would" (1)

Computers do not achieve Objectivity ... armed with

a good enough "Evaluative Function® [see Biocom pils

they aim for Exhaustivity but, just like Herod before

them, they don't always achieve it. IO
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CUES FOR FINDING CANDIDATE MOVES

| 4th candidate cueis: LOOK FOR CONSISTENCY |

When you don’t seem to have any tactical shots or pressing positional
considerations, you can still find a decent candidate move by thinking
‘what fits in best with my play up till now?*> Well-played games of chess
usually tend to obey that truism: the whole is greater than the sum of
the individual parts ... in other words, the game follows some sort of
overall plan (or an interconnected series of shorter-term mini-plans).

@

C59 |
[J Pugh,Philip
B Stephenson,Norman
Blackpool Open (1) 1997

[FNS]

..e4 e5 2.Nf3 Nc6 3.Bcd Nf6 4.Ng5 d5
5.exd5 Na5 6.Bb5+ c6 7.dxc6 bxcé 8.Be2 i
h6 9.Nf3 e4 10.Ne5 Bc51? 11.c3 Bd6 12.d4 |
exd3 13.Nxd3 black’s bishop-manoeuvre
seems to have lost time ... but think of that
aspect as a sort of investment: White's Ac3
blocks both his QKt and the possibility of b3 &
£b2 [Kasparov has played that plan ] ... in
addition, the 'd3’ square is weakened [although
that doesn't seem to matter much right now] |
Qc7 14.h3 0-0 15.Nd2 Diagram

SoL.UTION =

OK ... time to look for Candidate Moves

Here, we see onc of my Co-warkers
Master Edward Fw(‘f.\.wg‘bam in actian
ten Years labec .

® C59 |

O AdairJ 116 |
B EF |
Surrey Int ‘A’ (6) 07.04.2007 |

[FNS] i

1.e4 e5 2.Nf3 Nc6 3.Bc4 Nfé 4.Ng5 d5

5.exd5 NaS 6.Bb5+ c6 7.dxcé bxcé 8.Be2

h6 9.Nf3 e4 10.Ne5 Bc5 11.c3 Bd6 12.d4 |

exd3 13.Nxd3 0-0 14.Bf4 Bxf4 15.Nxf4 Qc7 |

16.Nd3 Ba6 17.0-0 Rad8 18.Qc2 Rfe8
* 19.Rd1 Diagram

SoLVTIoN ©

Time to look for Candidate Moves !

41
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CUES FOR FINDING CANDIDATE MOVES

[__5th candidate cueis:  ANY PROBLEM PIECES ? |

This is the final one(!) - and it’s time to reveal that the list comes from
Andrew Soltis, as set out in his book “How To Choose A Chess Move”
(I’ve used mainly my own games to show that the methodology works)

Al that is meant by this last cue is that, in the absence of indicators of
the previous cues, the player should look to exchange off or re-position
his worst piece. I have to say that amateur games tend to contain a bit
too much thrust and parry for this candidate cue to be used very much,
but its inclusion guarantees that there will be no shortage of candidates.

It’s worth noting that Andy devotes about 40, of his 240, pages to what
we have looked at here; all of these themes are developed much further.
One notion that I liked was that of T‘—ftx;gcmmil;;’“"é- how we might well
be influenced in our choice of move or candidate move by our feelings
of how the game is going at the time ... it reminded me of this example:

| used to shew Biix pesthian £

Hhe, 3,;”,,\_35&4\3 | wovked NTL"«/ \‘%/
nfsiﬁrﬁ * ulite, ta ?laﬁ = bl yepoli? V2
They used s antues , Qavezctly:

Y Witte skeps Hade doubling enthe
Fihranle by 1. Ral ete when the
clcvb!e —~vomlc w‘\,y\j i a_,r\l(mb BRI
If o piv of vedes comes UC{_\
whibe has Vet jsoci a}.mw}y\ﬁ
Cif\.a.vczsl ‘;{: ;Wﬂz_ lenswe what ;'\Q

= D W b OO N

©)

of c::ursz/ﬂ«&’s Wos o ir><‘<‘z.uc\se to
Us leskelng inte how white <h-uld
try te dvous the R+4- vs RE3
—— IDLrb_/ th(;rg,{:imtl | vsed 4o
stick a white Pavn Se Yhyt
and Tepeat the. i_ucS'E? Q|
—TEC:S vsed ke be amazed ‘/\ILLLYL
P B gaaed iNpyt Bl &

EXPLANATION *

L T R = T T M

19
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SOLUTIONS

p3 1 Bb7 Kc7 2 Ba6 Kxb8 3 Kd6 Ka8
4 Kc7 and 5 Bb7 mate

p4d 21 h5 ... see p5
p5 33-9g5 ... see pb
p9 9 -b5 ... see p10

pif1 15 -Ba6 16 0-0 Rfe8 17 Nf3 Rad8
18 Re1 Rxe2 19 Rxe2 Bxd3 0:1(29)

pi1 19 -Rxe2 20 Qxe2 Qd6

p12 1 b5 Rcc2 2 Rf1 white can draw by

. pushing the passed pawn ... but he
is "expecting’ to win(!) -Rab2 3 b6
and now the passed pawn is lost
3 -Rxf2 4 Rfc1 Rxg2+ 5 Kf1 Rgf2+
6 Kg1 Rfc2 and biack wins
[6 Ke1 is no bhetter after -Rbe2+
7 Kd1 Ra2 8 Rc2 Raxc2 9 b7 Rb2]

SUMMARY

Seeking out and finding appropriate candidate moves is part of the art
of chess - it depends on acquired and innate skills together with some
acquired knowledge. However, it is possible to formulate a very simple
methodology for setting about the task ... every chess bosition should
be scanned for candidate moves in the following order of priority:

1) forcing moves;

2) general principles;
3) positional desirability;
4) consistency;

5) problem pieces.

A
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THE NATURE OF CHESS KNOWLEDGE

We take a backward glance at Bloom's Taxonomy - in particular, the foundation layer which he and
co-workers labelled "Knowledge": our purpose is to try to understand better how this "knowledge"
relates to that specific area of "the cognitive domain’ which is our Chess; | don't think it is a very
complicated business.

Choosing, as example, the most basic and fundamental of the chess endgames ... king & pawn
versus lone king ... we shall now consider a single item of chess knowledge:

LIS O

Straightforward analysis will show that white can win from this position, whoever has the move:
White goes 1 Kd6 Kd8 (black cannot allow white's king to access 'd7') 2 ¢6 Kc8 (otherwise the pawn
will walk through to promotion) 3 ¢7 Kb7 4 Kd7 and promotes next move.

[1 Kb6 would also work OK - and in exactly the same manner - after 1 ...Kb8 2 ¢6 Kc8 3 ¢7 Kd7 4 Kb7
but there is an amusing twist after 2 ...Ka8 if white rushes headlong into 3 ¢7? (instead of the winning
3 Kc7) | suppose this is a second item of chess knowledge - it shows a special property of the bishop's
pawn]. Black, to move, cannot save him/herself: 1...Kd8 2 Kb7 or 1 ...Kb8 2 Kd7 and in either case
the pawn will walk through. If the pawn happened to be standing initially on the 2nd/3rd/4th rank,
then white (on move) could simply push it forward.

it is worth commenting on an aspect of chess knowledge which becomes more and more important
as the quantity and/or complexity of our stock of it increases ... it can be entirely empirical! We can
gain it without help from any external source. A player, foreseeing the possibility of achieving the
diagrammed position, can work out the winning process for him/herself and hence choose the
continuation that would bring it about. Several features arise from this: (i) there are zillions of items
of chess knowledge; (i) some items are so complicated that it is scarcely possible to analyse them
out over-the-board; and (iii} competitive Chess is a time-constrained activity and often there is not
sufficient time to cope with analysing out even the simpler items of knowledge.

Of course, the good Coach is aware of all this and has a duty to his student(s) in this regard: he must
furnish the tutee with the knowledge-items that are likely to be most frequently usable in play and,
further, he must do so in a structured way ... the opportunities for confusion in the tutee’s mind are
ever-present and plentiful - a well-structured way of acquiring the knowledge will minimise this.

THE NATURE OF CHESS TECHNIQUE

No one enters this world with an innate knowledge of what is a bow-knot. Iindeed, many will leave
it without ever knowing this but, for those with lace-up footware, it is useful knowledge. Although
a cursory glance at a bow-knot will show what it is, that does not necessarily show how to achieve
it. This will require the acquisition of a skill - not much of a one in this particular case - and that will
place us squarely in Bloom's 2nd layer ... "Application”. Given a requisite knowledge together with
the appropriate skill for exploiting it is what we call "Technique” - it's as simple as that. References
to Technical Chess will usually relate to a player following standard procedures in order to achieve
desired outcomes from the position.

If we think back to what is written above we can see that, in the obtaining of a particular technique
in Chess, it Is possible for the "Application” phase to precede the "Knowledge"” one ... the player is
able to analyse a position in such a way that he/she concludes that *king on 6th rank in front of the
Dawn ic 2 win®"

1
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HOW WE LEARN THINKING-SKILLS AT CHESS
(and other mental activities)

CREATING
(Syninests)

EVALUATING
{Evaluation}

ANALYSING
tAnalysis)

APPLYING
tApplication)

UNDERSTANDING
{Camprenensxan)

REMEMBERING
Hnawledge)

This pyramid or triangle was devised 60 years ago by
a team at Melbourne University - led by an American
professor, called Benjamin Bloom. I have used it in my
work as a University Lecturer - and as a Chess Coach!

HOW CHESS PLAYERS THINK AT THE BOARD
accoxding to Povay
After your opponent has moved, you should adopt the
following method of thinking - as a routine:

1) What does the move threaten ... if the threat
cannot be ignored, how can it be parried;

2) Have I a sound combination in this position;

3) If not, what should be my general objective;

4) When selecting a move#, check that it does
not allow your opponent a sound combmatlon.
# see “Candidate Moves” below

While your oppenent is thinking, you should be scanning
the board in anticipation of applying this process - at the
same time, you should consider your long-term objectives
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Richard Réti (“Modern Ideas In Chess” 1923)
argued for playing positional chess in what
he called tranqguil positions.

He pointed to the futility of even attempting
concrete calculation in such positions ...

Applying a simple mathematical formula we shall easily see how
impossible, and on the other hand how objectiess, it would be in
general to try to work out in advance exact sequences of moves.

Let us consider a position in which there is no distinct threat: an
’ordinary tranquil position. We shall certainly not be going too far
if we assume that each side has every time, on an average, three

' feasible moves. If | want to work out, now, all of the variations on
the basis of one move (one move by me and one by my opponent)
for all the variations, I should have to consider already 3% = 9
different variations.

Should we further wish to calculate the number of variations of
3 moves of Black and White respectively we shall find that the
number of such variations is represented by 3° = 729:

in practice, therefore, scarcely possible of execution.

@aaﬁsﬁa%& ?‘»ﬁ@\f%

In strategy board games, such as Chess, Checkers and Gg, cé

didate
n are moves which, upon initial observation of the position, seem
to warrant further and deeper consideration and, possibly, analysis.

H'S?‘"‘Y

The idea of ¢ e was first put forward explicitly by GM
Alexander Kﬂmv in his book “Think Like a Grandmaster”. In it, Kotov
recommended looking for several moves that seemed feasibie ... the
so-called candidate moves - and then analysing those moves one at a
time. Although the idea had long been practiced by expert players, it
had never been articulated so well in the literature.

Using Candidate Moves
Once a player has found a good number of candidate n s (every

position is different although three or four is usually the maximum)
then hefshe can begin systematically to analyse these moves.

iz

One of the main ideas behind candidate moves is to help structure
alysis efficiently and prevent it from becoming jumbled ...players
who do not carefully consider ¢ will often find that
v end up inmning hatween ¢ sfucic hambiasarsih ~
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THE TREE OF ANALYSIS
The

position in the diagram arose in

Boleslavsky-Flohr, 1950.

‘Now Flohr did not play 16 ...
K-B2, but tried 16 ... B-K2 and
lost in the end. What interests us
is how the game would have gone
if Black had moved his king to B2,
and how Boleslavsky would have
worked otit what to play in that
event. We cannot be sure that the
course of his thoughts was exactly
as we describe it, but the general
trend was bound to be as follows:

Analysis of Variations 16 — KFZ 1F Rt e
18 Rel+

‘We shall deal with other aspects
of the analytical tree later, but we
now formulate a rnle which one
should try and assimilate from
one’s ecarliest attempts at self-
training:

In analysing complicated
variations one must exa-
mine each branch of the
tree once and once only.

You simply must not wander to

and fro, here and there through
the branches, losing time in check-
ing. The reason for such checks
can only be lack of confidence in
oneself. Better to suffer the con-
sequences of an oversight than

" suffer from foolish and panicky

disorder in analysis.

* extract fram
Koboys bosle #

Personally, I think Kotov has come up with more of a model for an annotater to
analyse and comment on games, rather than a practical player at the board.

Critics were not slow to come forward — in print — and point out deficiencies in

Kotov’s basic methodology. Jon Tisdall (“Improve Your Chess Now”) subjected
the position of Boleslavsky — Flohr to his own 8-page version of a “tree-analysis”
and showed how Kotfov’s method was inefficient.

The purpose of our discussion is not ‘How To Analyse’

$0 we won’t go into this any further than is necessary

in order to see how following Kotov’s method impacts

on looking for (good) candidate moves. John Numn (in
“Secrets Of Practical Chess”) also showed how Ketov’s
method (bad luck in selecting the‘wrong’ line to analyse
first) could be inefficient but he went further by showing
how other, perfectly good candidate moves can come into
view during analysis of one of the original selections ...

Here is a simple examplé
white 4o move xd tin
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The following extract is by John Nunn
In ‘Secrets Of Practical Chess’ {(2007):

Nunn chooses the so-called “Greek Gift” sacrifice
- timeo danaos et dona ferentes (Virgil’s Aeneid) -
to illustrate his misgivings about Kotov’s methods

Fig2
Figure 2 shows a human being ana-
lysing according to Kotov’s recipe. He
has listed three candidate moves and is
in the process of analysing the first of
these. He has not started analysing the
other two.

Fig3

Figure 3 shows how a human actu-
ally thinks. He has started analysing
move A and discovered line Al. He
wasn’t especially impressed by it, so
switched to analysing move B. He
didn’t like that move either, so he re-
turned to his analysis of A, adding line
A2 to his earlier efforts. He has either
not got around to move C, or has sim-
ply forgotten about it.

More recent authors, such as Tis-
dall (see the Introduction!) in Jmprove

Your Chess Now, have discussed the
pros and cons of Kotov’s recommen-
dations, but my concern is to give
practical advice and not to get in-
volved in an academic discussion.
There are several problems which
can arise as a result of Kotov’s method.
The most obvious is that it can be ex-
tremely inefficient. Let us suppose
that you are analysing a possible com-
bination 1 £xh7+ ®xh7 2 Hg5+.
There are two defences, 2...%g6 and
2..2g8. You start analysing 2...2g6;
itis very complicated, but after twenty
minutes you decide that White has the
advantage. Then you start looking at
2..%g8. After a couple of minutes it
becomes obvious that this refutes the
sacrifice. The upshot of Kotov’s in-
flexible approach is that you have lost
twenty minutes’ thinking time, solely
on account of the bad luck of having
chosen the wrong move to analyse
first. A more rational approach would
be to spend a couple of minutes look-
ing at each of the two alternatives. It is
possible that this will reveal one of
them to refute the sacrifice, at which
point £xh7+ can be abandoned. It is
also possible that the preliminary
analysis will show one of them to be a
clear-cut loss, in which case you can
switch attention to the other one in the
confidence that it is definitely the
critical line. If both are unresolvable
within a short time, then this is in it-
self useful information. It shows that
the task of determining whether the
sacrifice is sound or not will require a

substantial time investment. Then the
decision is really whether it is worth-
while putting in the effort to analyse
deeper. We will revisit this question of
whether or not to analyse in the next
section.

A second problem with Kotov’s
methed is that it fails to take into ac-
count the synergistic effect of analys-
ing several lines. The analysis of move
A and that of move B are very often
not independent of one another. Sup-
pose you have rejected move A, but
when analysing move B you suddenly
notice a tactical possibility, It makes
sense to return to move A to see if the
same possibility is applicable there.

Here is a simple example:
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My only experience of the Greek Gift sacrifice in
competition-play, 50 years before | read his book,
bears out John Nunn’s comments.

[] FNS

B Nunn,S
Mbro v Redcar
[FNS]

11.02.1959

1.d4 Nfé 2.c4 e6 3.Nc3 Bb4 4.e3
d5 5.a3 the deferred Saemisch: a life-
time favourite of mine, once black has
played -d5 Bxc3+ 6.bxc3
white's pawns will be undoubled and he
has &-for-& 0-0 7.Bd3 later, | would
prefer the immediate pawn capture
Nbd7 8.cxd5 Nxd57?! Botvinnik
showed how to play against the correct -
exd5 9.e4 N5f6 10.f4 c5 11.Nf3
cxd4 12.cxd4 Qa5+ 13.Bd2 Qd8
14.e5 Nd5 15.Bxh7+ Kxh7 16.Ng5+
see John Nunn's [no relation!]
_comments years later ©

~Kgé

[16..Kg8 17.Qh5 N7f6 18.exi6
(18.Qh4 Qb6 ) 18..Nxf6 19.Qf3
Qxd4 20.Bc3 Qd5 21.Bxf6 Qxf3
22.gxf3 gxf6 23.Ne4 Rd8! (23..75
24.Rg1+) 24 Nxfé+ Kf8 with a slight
edge to black ]
17.Qg4 5 18.Qg3 Qb6 19.Nxeb+
Kf7 20.Nxf8 Kxf8

[ 20...Nxf81? ]
21.Qd3+ Qg6 22.0-0 b6 23.Rf3 Bb7
24.Rg3 Qe6 25.Rg5 Ne7 26.Bb4+-
Be4 27.Qg3 Qh6 28.Bxe7+ Kxe7
29.Rxg7+ Ke8 30.Rc1 Qh5 31.Qb3
Nf8 32.Rcc7 Bd5 33.Rge7+ Kd8
34.Qxd5+ Nd7 35.Qxd7#
1-0

Both my opponent and I didn’t look closely enough
at the retreat -Kg8 (it nearly always loses quickly).

If | had analysed it properly, after spending quite a
while convincing myself that -Kg6 was favourable

for me, then | would have had
and would have been in exact
John Nunn sets out !

to dismiss my Bxh7+
ly the situation that

3b
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Finding Candidate Moves

Seeking out and finding appropriate ca

5 is part of the art

of chess - it depends on acquired and innate skills together with some
acquired knowledge. However, it is possible to formulate a very simple

methodology for setting about the task
be scanned for “Cand

... every chess position should
"in the following order of priority:

CUES FOR FINDING CANDIDATE MOVES

OK ... you’re out of the opening and it’s your move — what are you going to do now:

| st candidate cue is: LOOK AT FORCING MOVES - which means TACTICS ! |

If the game is reasonably balanced any move that might bring about a position favourable
to us must be investigated further ... i.e. it will be a candidate move. Since the implication
is that it will coincidentally be unfavourable to the opponent, we need such a move (ora

sequence of moves which it triggers) to be what we call “farcing”.

Forcing moves are 5 or threa

... but sometimes, the last category of

these can be very quiet moves —i.e. the threat is hidden in the sequence which it triggers.

Let’s look at an old game — to see “forcing moves” in action.

Although you need to ‘keep your eyes peeled” all the time,
there will be “alerts” and “instinctive feelings” as to when
there might well be surprising forcing moves available ...
there will be more possibilities, perhaps, on move 10 of a
King’s Gambit Muzio as on move 10 of a French Exchange.

D) B41
[l Stephenson,Norman
@ Blaine,Martin
Middlesex Closed Ch (5) 1962
[FNS]

1.e4 c5 2.Nf3 e6 3.d4 cxd4 4.Nxd4 a6
5.c4 Nfé 6.Nc3 Bb4 7.Bd2 white offers a
gambit ... which | had looked into a few years
earlier Qb6
[we can see the sort of thing that might
happen to white if his king gets caught in the
open 7..0-0 8.Qf3 d5 9.cxd5 exd5 10.e5
Re8 11.Qe2 Bxc3 12.bxc3 Ne4 13.f4 6
14.Nf3 Bg4 15.Qe3 Bxf3 16.gxf3 Nxc3
17.Qxc3 fxe5 18.fxe5 Qh4+ 19.Ke2 Ncb
20.Rg1 Nxe5 21.Kd1 Rac8 0-1 Simpson,R-
FNS/Durham Ch 9 Jan 1958 ... OK, not quite
sound perhaps but we amateurs always find it
difficult to tum back attacks against our
exposed kings 1

8.Nc2 Bxc3 9.Bxc3 Nxed 10.Bd4 Qa5+
11.b4 Qg5 12.h4 Qh6 13.Bd3 f5 14.Bxed
fxe4 16.Qg4 0-0 16.Qxe4 Rf4 17.Qe3 Nc6
18.93 Nxd4 19.Nxd4 Rg4 20.f4 Qg6
Diagram

agb e d e & 9 b
V/

E7 87 7 b s
d FY ¥y il
//,7 @/ A >
6 & /é% W e
5@_7//,_ ; »
i 8' = ,Ef'/m,, 4
3V 7 |s
7, =,

2 gg/ B
1@ 7 _BEho

a h

if you think back to the Roger Simpson game,
you might understand my reluctance to put my
king on 'f2' here ... when ideas like -d6 & -e5
loom ... this is the alert to start looking for altern
atives - and they have to be pretty forcing
because -Exg3 is a real threat
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